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ABSTRACT

Problematic video game playing (PVGP) in adolescents is associated with an array of mental and behavioral
problems. Identifying the function of video game playing that are associated with poorer outcomes may provide a better
understand of the problem so that adolescents can be helped to foster a healthier relationship with their devices. The aim
of the present study is to assess whether sociodemographic factors, drug use, bullying victimization and perpetration, and
mental health symptoms are associated with playing video games with the intent to alleviate problems among Brazilian
eighth grade students. A cross-sectional survey nested in a cluster randomized controlled trial was used. The participants
included 3939 eighth grade students who answered a self-report questionnaire anonymously. Weighted logistic
regressions were used to investigate the associated factors. The results showed that 57% (Cl = 55.85; 58.15) of these
adolescents reported playing with an escapism function. Playing to forget or alleviate real life problems is associated with
being male, using tobacco, bullying victimization and perpetration, healthy levels of prosocial behavior, and emotional
symptoms; the strongest association was with emotional symptoms (OR = 1.98; 95% CI 1.73; 2.28). Playing video games
as a form of escapism has been shown to be a relevant aspect for investigation among this population, as it is related to
mental health symptomatology in adolescence. An understanding of these data through an experiential avoidance, within
an acceptance and commitment perspective is suggested, since it may help broadening the understanding of the problems
related to video game playing, its comorbidities and may have direct treatment implications.
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1. Introduction

Problematic video game playing (PVGP) may be understood as playing that leads to impairment in
different dimensions of life™. PVGP in adolescents has been found to be associated with an array of mental
and behavioral problems such as anxiety, depression, hyperactivity, and inattention'. So far, little effort has
been made to understand the comorbidities related to this condition in the adolescent population and there
are few interventions available to successfully treat it!. It is relevant to investigate adolescents gaming
characteristics separately since teenagers are more vulnerable to video games negative effects, due to the
sensitive developmental stage they are at.
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In order to better understand PVGP, different aspects of playing are being investigated, such as
psychological factors (e.g., impulsivity and anxiety), characteristics of game playing (e.g., money spent on
gaming and game time)®® and functional aspects, especially motivation for playing and how it relates to
problematic playing™. From the different approaches to understanding this phenomenon, looking at why
players do it seems to be a more effective way of investigation®, as it allows to deepen the functional
understanding of the problem.

Some of the motivations to play video games are achievement, socializing, immersion, relaxation, and
escapism!®. Escapism-the use of online environment as a way to forget and avoid thinking of real life problems
has been found to be one of the motivations associated with problematic playingt".

When trying to understand the motivation for playing, specially escapism and problems related to it,
researchers usually used a mixed age sample, through online recruiting in high-income countriest®Yl. Since
the playing of video games is highly prevalent among adolescents?, understanding the association between
playing and avoiding problems in non-clinical and representative population samples is relevant, since
adolescence is an important developmental stage, with specific biopsychosocial functioning™?. Looking at
adolescents from low- and middle-income countries (LMICs) is especially necessary, as this population is at a
greater risk for mental health problems and related conditions™. Investigating functions related to playing
video games may also help in the understanding of normal comorbidities regarding PVGP in this population
and in the suggestion of treatment directions that target not one problem at a time, but all problems that share
common functions™,

The aim of the present study is to assess whether sociodemographic factors, drug use, bullying
victimization and perpetration, and mental health symptoms are associated with playing video games to forget
or alleviate problems among Brazilian eighth grade students.

2. Methods

2.1. Study design

This study was a cross-sectional survey nested in a cluster randomized controlled trial (RCT) which
evaluated a school drug prevention program based on the European Unplugged program™!, which has already
been culturally adapted for use in Brazill*®*" with its second version, #Tamojunto2.0, being evaluated in
Brazilian public schools!*®!,

The present study analyzed the baseline data collected prior to the application of the intervention. No
effects of the program was investigated in the present manuscript. It was registered in the Brazilian Ministry
of Health’s Brazilian Registry of Clinical Trials (Registro Brasileiro de Ensaios Clinicos-REBEC) under the
number RBR-8cnkwq. Study protocol was approved by the Federal University of S& Paulo’s research ethics
committee (protocol 2.806.30).

2.2. Sampling

The study sample consisted of eighth grade students (average age = 13.20 £0.84) from public schools in
the cities of S& Paulo (the largest Brazilian city), Fortaleza (an important northeast Brazilian city), and
Eusebio (part of Fortaleza’s metropolitan region). PASS 15.0 software was used to calculate sample sizes of
the two groups in a cluster RCTM™I. The sample size was estimated to reach a power of 82% in identifying a
difference between groups of 2.5%, with an initial prevalence of 10%, a significance level of 5% and an
intraclass correlation of 0.005. More information about the randomization process are in the studies of Sanchez
et al.19%%],
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According to Sanchez et al.™®, 5371 students were present during the baseline data collection. Of the total
number of students who participated in the RCT, only 3939 were included in the present study, as 1432 of the
total sample did not answer the question in the questionnaire that evaluated the variables investigated herein.

Consent to participate in the study was obtained from the schools’ directors before randomization, and
from students and parents, after randomization.

2.3. Instruments and variables

Further details regarding the study instrument are presented by Galv@ et al.’t], that show the
guestionnaire validation.

The data were collected through a questionnaire completed anonymously by the participants and
administered by researchers in the classroom, without the presence of the teacher. Part of the questionnaire
was developed and tested by the European Union Drug Abuse Prevention (EU-DAP) program and has been
used in previous studies on the effectiveness of the Unplugged program™. A version that had been translated
into and adapted for use by Portuguese language speakers was used in Brazil'*®!, with some questions replaced
by items from two questionnaires that have been widely used in various studies of Brazilian students—A World
Health Organization questionnaire, used in the VI Brazilian Survey of Drug Use among students®?, and the
questionnaire of the National Survey of Student Health (Pesquisa Nacional de Satde do Escolar-PENSE), used
by the Brazilian Ministry of Health™!. In addition, questions on eating disorder symptoms®!, bullying®?”,
mental health symptoms!®®, and video game use!® were added. Further details regarding the study instrument
are presented by Galvap et al.[?!], that also show the questionnaire validation.

In the present study, the outcome variable assessed was the use, in the past year, of video games to forget
problems. This data were gathered through a dichotomic (yes or no) question: “Have you played to forget or
alleviate real life problems?” that was the eighth of a nine-item dichotomous scale, based on the DSM-52°!,
used to assess PVGP in that population®®!,

The explanatory variables analyzed were:

1) Adolescent drug use: the use (yes or no) of alcohol and tobacco over the past year was assessed with
questions, such as “in the past year”, i.e., in the last 12 months, did you drink alcoholic beverages?

2) Bullying victimization and perpetration: these variables were measured using two dimensions of
bullying victimization (ranging from 0 to 7, where a higher score represents greater bullying victimization)
and perpetration (ranging from O to 8, where a higher score represents greater bullying perpetration). Data
relating to bullying victimization and perpetration were collected through the Olweus Bully/Victim
Questionnaire?”, This instrument consists of a two-dimensional scale that investigates episodes of bullying in
school—one to assess bullying victimization with seven dichotomous questions (yes or no). The other scale,
to assess bullying perpetration, consists of eight dichotomous questions (yes or no). In this questionnaire,
students indicated if they had experienced repeatedly, in the last 30 days, specific types of bullying, including
verbal, physical, and relational bullying®®”. With regards to the reliability and validity of the bullying
perpetration and victimization scales, previous studies from different countries have reported good internal
consistency, with a Cronbach’s alpha ranging from 0.80 to 0.901"],

3) Sociodemographic data i.e., gender, age and socioeconomic status. The students’ socioeconomic
status was assessed using the scale of the Brazilian Association of Research Companiest?, which takes into
account the head of the household’s education, and goods and services used, with scores ranging from 0 to 100
being arranged into five categories—from A to E; higher scores in this scale indicate better economic standing,
with socioeconomic classes being ranked from A (highest) to E (lowest).
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4) Mental health status, which was calculated using the strengths and difficulties questionnaire
(SDQ)*33 This scale evaluates children’s and adolescents’ mental health by asking them to answer 25
guestions about events occurring in the last six months. The 25 items are divided into five scales of five items
each, generating scores for conduct problems, inattention/hyperactivity, emotional symptoms, peer problems,
and prosocial behaviors. Its psychometric properties are adequate for the Brazilian population®®. Results are
classified as normal, borderline, or abnormal in each of the scales. In this research, borderline respondents
were classified as normal.

2.4. Statistical analysis

Analyses were performed using weighted data to correct the unequal probabilities of the sample selection.
Sample weights considered each participant’s school as the primary sampling unit, with stratification by city,
the total number of students expected in each class, those present on the day of the survey, and the total amount
expected in each city according to the national registry (Instituto Nacional de Estudos e Pesquisa Educacionais
Anisio Teixeira [INEP]). We considered each school as a cluster.

Stata 16 software was used, with SVY commands, for descriptive statistics on the weighted percentages
(wgt%). To determine the relationship between the outcome and explanatory variables (alcohol and tobacco
use, bullying victimization and perpetration, ABEP score, gender, age, and psychological attributes) that are
all categorical variables-Pearson’s chi-square test was used.

The same program was used to run univariate and multivariate logistic regressions®! with exploratory
variables affecting the outcome measure. An initial univariate logistic regression, including the explanatory
variables with a p-value < 0.20, was considered. A backward procedure was used to remove the explanatory
variables with p > 0.05, aiming to obtain a final model for each response variable. Inferential point estimates
were given in odds ratio (OR) with their respective 95% confidence intervals (Cls) and p-values. The level of
significance was set at 5%.

3. Results

3.1. Descriptive analysis

Table 1 shows the sociodemographic characteristics of the students who answered the question regarding
whether they played video games to forget about problems (n = 3.658). There was a balance between male
(48.74%) and female (51.26%) participants, and most of them were between the ages of 12 and 14 (92.39%)
and belonged to the middle socioeconomic class (53.95%). Alcohol was consumed in the previous year by
35.51% of them; 44.85% were victims of bullying; and when it came to psychological difficulties, 20.45%
struggled with conduct problems. The majority of the students reported having played video games to forget
problems (57.00%).

Table 1. Distribution of sample according to sociodemographic variables, drug use, bullying, clinical level mental health problems
(SDQ) and playing video games to forget about problems (N = 3.658).

N wgt% wgt95% ClI
Sex
Boys 1783 48.74 [47.41; 50.07]
Girls 1875 51.26 [49.93; 52.59]
Age (years)
12-14 3379 92.39 [91.36; 93.30]
15-17 279 7.61 [6.70; 8.64]
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Table 1. (Continued).

N wgt% wgt95% ClI
Mean age 13.20 +0.84 -
ABEP score?

24.98 £9.35
A (45-100) 158 4.33 [3.72; 5.03]
B (29-44) 998 27.28 [24.94; 29.75]
C (17-28) 1973 53.95 [52.27; 55.62]
D/E (1-16) 529 14.44 [12.79; 16.26]
Adolescent past-year drug use
Alcohol 1299 35.51 [34.17; 36.88]
Tobacco 231 6.32 [5.70; 7.01]
Bullying®
Victim 1640 44.85 [43.34; 46.36]
Practitioner 1032 28.20 [26.89; 29.55]
Psychological attributes®
Hyperactivity inattention 630 17.21 [16.08; 18.40]
Absent prosocial behavior 484 13.22 [12.48; 14.00]
Conduct problems 748 20.45 [19.34; 21.61]
Peer relationship problems 470 12.86 [12.08; 13.74]
Emotional symptoms 711 19.45 [18.55; 20.39]
Play video games to forget problems 2085 57.00 [55.85; 58.15]

a: socioeconomic classification according to ABEP; b: Olweus Bully/Victim Questionnaire; c: strengths and difficulties questionnaire

(SDQ).

Table 2 shows the distribution, with its percentage and standard error, of sociodemographic variables
(sex, age, and socioeconomic status (SES)), drug use, bullying, and abnormal level mental health according to
the status of students in relation to reporting playing video games to forget problems. The data shows that,
excluding age, all relations found were statistically significant (p < 0.05). Playing to forget about problems
was more prevalent among males (61.81% vs. 52.29%), tobacco users (70.7% vs. 56.16%), alcohol users
(60.96% vs. 54.82%), bullying perpetrators (65.92% vs. 53.78%), those who were victimized (65.70% vs.
50.27%), adolescents with healthy levels of prosocial behavior (58.57% vs. 47.47%, and those who presented

emotional symptoms (70.81% vs. 53.83%).

Table 2. Distribution of adolescents that play video games to forget about problems according to sociodemographic variables, drug
use, bullying, and abnormal level mental health problems (SDQ).

Play video games to forget problems (N = 3658)

No (N = 1573) Yes (N = 2085)

N % 95% CI N % 95% CI p-value
Sex
Boys 664 38.19 [36.3; 40.11] 1089 61.81  [59.89; 63.7] <0.001
Girls 869 47.71 [46.19; 49.23] 996 52.29  [50.77;53.81]
Age
12to 14 1393 43.04 [41.96; 44.13] 1899 56.96  [55.87; 58.04] 0.789
15t0 17 123 43.55 [39.55; 47.64] 162 56.45  [52.36; 60.45]
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Table 2. (Continued).

Play video games to forget problems (N = 3658)

No (N = 1573) Yes (N = 2085)

N % 95% ClI N % 95% ClI p-value
SES
A 51 36.61 [30.89; 42.73] 90 63.39  [57.27;69.11] 0.002
B 365 40.31 [37.86; 42.80] 549 59.69  [57.20; 62.14]
C 859 44.77 [43.11; 46.45] 1107 55.23  [53.55; 56.89]
D/E 262 43.91 [41.96; 45.87] 342 56.09  [54.13;58.04]
Tobacco use
No 1463 43.84 [42.71; 44.98] 1922 56.16  [55.02; 57.29] <0.001
Yes 70 29.30 [25.16; 33.81] 169 70.70  [66.19; 74.84]
Alcohol use
No 1077 45.18 [43.92; 46.44] 1315 54.82  [53.56; 33.81] <0.001
Yes 461 39.04 [37.12; 40.99] 779 60.96  [59.01; 62.88]
Bullying perpetration
No 1186  46.22 [44.94; 47.50] 1410 53.78  [52.50; 55.06] <0.001
Yes 330 34.08 [32.19; 36.01] 666 65.92  [63.99; 67.81]
Bullying victimization
No 989 49.73 [48.23; 51.23] 1020 50.27 [48.77;51.77] <0.001
Yes 533 34.30 [32.98; 35.64] 1066 65.70  [64.36; 67.02]
Hyperactivity/Inattention
Absent 1299 44,74 [43.42; 46.07] 1644 55.26  [53.93; 56.58] <0.001
Present 202 33.95 [31.34; 36.66] 408 66.05  [63.34; 68.66]
Prosocial behavior
Normal 1231 4143 [40.22; 42.66] 1795 58.57  [57,34;59.78] <0.001
Problematic 243 52.53 [49.64; 55.40] 224 47.47  [44.60; 50.36]
Conduct problems
Absent 1241 44.39 [43.05; 45.74] 1592 55.61  [54.26; 56.95] <0.001
Present 262 36.95 [34.63; 39.34] 464 63.05 [60.66; 65.37]
Peer relationship problems
Absent 1326  43.90 [42.55; 45.25] 1759 56.10  [54.75; 57.45] <0.001
Present 172 35.60 [31.94; 39.45] 293 64.40  [60.55; 68.06]
Emotional symptoms
Absent 1295  46.17 [44.78; 47.56] 1540 53.83  [52.44;55.22] <0.001
Present 206 29.19 [26.90; 31.59] 514 70.81 [68.41; 73.10]

SE = Standard error.

3.2. Logistic regression

Table 3 presents the results of the univariate and multivariate logistic regressions for playing video games
to forget about problems. Playing with this purpose was associated with being male (aOR = 1.96), tobacco use
(aOR = 1.59), bullying perpetration (aOR = 1.35) and victimization (aOR = 1.63), prosocial behavior (aOR =
1.75) and presenting emotional symptoms (aOR = 1.98). Presenting emotional symptoms was the variable with
the strongest association with playing to forget problems; these adolescents were 108% more likely to play to
forget problems in the univariate analysis, and 98% in the multivariate analysis.
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Table 3. Logistic regression estimates for playing video games to forget about problems during the year prior to the according to
sociodemographic variables, drug use, bullying, and abnormal level mental health problems (SDQ) (crude and adjusted odds ratios).

Play video games to forget problems (N = 3658)

Univariate regression Multivariate regression

cOR 95%IC p-value aOR 95%IC p-value
Boys (ref. Girls) 1.48 [1.33;1.64] <0.001 1.96 [1.75; 2.20] <0.001
Age 0.98 [0.84;1.14] 0.789 - - -
SES (ref. D/E)
C 0.97 [0.87;1.07] 0.497 - - -
B 1.16  [1.01;1.34] 0.037 - - -
A 1.35 [1.02;1.80] 0.037 - - -
Tobacco use (ref. No) 1.88 [1.54;2.31] <0.001 159 [1.27;1.98] <0.001
Alcohol use (ref. No) 129 [1.18;1.41] <0.001 - - -
Bullying perpetration (ref. No) 1.66 [1.51;1.83] <0.001 1.35 [1.19;1.54] <0.001
Bullying victimization (ref. No) 1.89  [1.75; 2.05] <0.001 1.63  [1.44;1.83] <0.001
Hyperactivity/Inattention (ref. No) 158 [1.38;1.80] <0.001 131  [1.33;1.52] <0.001
Prossocial behavior (ref. Yes) 158 [1.30;1.92] <0.001 1.75 [1.54;1.98] <0.001
Conduct problems (ref. No) 1.36 [1.22;1.53] <0.001 - - -
Peer relationship problems (ref. No) 142 [1.18;1.70] <0.001 - - -
Emotional symptoms (ref. No) 2.08 [1.83;2.37] <0.001 198 [1.73;2.28] <0.001

4. Discussion

This study used the baseline data of a randomized controlled trial from a representative sample of eighth
grade students in three cities in Brazil to investigate whether playing video games to forget or alleviate real
life problems was related to socioeconomic aspects and behavioral and mental health problems such as tobacco
and alcohol use, bullying perpetration and victimization, hyperactivity/inattention, lack of prosocial behavior,
conduct problems, peer relationship problems, and emotional symptoms. Literature on escapism and problems
related to video game playing usually use mixed-age and non-representative samples with online
recruitment™. This study is important as it was conducted on adolescents, from an LMIC country, who were
recruited at school (lowering sample bias), and because it intends to understand the phenomenon through a
functional perspective, broadening the understanding of the phenomenon. It was found that playing to forget
or alleviate problems is a frequent behavior among adolescents and is related to being male, using tobacco,
bullying victimization and perpetration, prosocial behavior, and emotional symptoms. Therefore, playing as a
form of escapism is shown to be a relevant aspect to be investigated among this population, as it is related to
impaired conditions in adolescence.

Escapism, used in the field of research on video game playing, is highly compatible with the concept of
experiential avoidance (EA), used in Acceptance and Commitment Therapy (ACT)E®. EA is a functional
dimensional way of understanding mental health problems®! and is also considered a transdiagnostic
mechanism®’). It may be defined as “the phenomenon that occurs when a person is unwilling to remain in
contact with particular private experiences (...) and takes steps to alter the form or frequency of these events
and the contexts that occasion them (p. 1155)"B%. The private experiences avoided may include body
sensations, emotions, thoughts, and memoriest®®. It is a coping strategy that may work as a way to diminish
unpleasant experiences in the short term, but may lead to enhancing problems in the long term!®!. Engaging in
EA may lead to negative psychological symptoms as it decreases one’s ability to effectively cope with
emotional experiences®®. EA, in general, has been studied within the field of Contextual Behavioral Science
(CBS)! as a way to understand complex psychological phenomena, with clear treatment implications. EA is
shown to be associated with many mental health problems common in adolescents, such as anxiety[“],
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technological addictiont*?, self-injury®™®, depressionl*!, bullying and victimization*), and internalizing and
externalizing problems™®, among other issues.

In this study, being male was found to be associated with playing for the purpose of escaping in this
adolescent sample. Similar data was also found in studies using a mixed-age sample®®. The present study found
that tobacco use and both bullying perpetration and victimization were more prevalent among those
adolescents who played to forget or alleviate real life problems. These results are compatible with previous
studies that showed an association between these behavior problems and EAI54®! as investigated through an
ACT framework?*¢!, This reinforces the importance of trying to understand PVVGP and looking to functionally
understand it, instead of only categorizing it by its topographical dimensions, which is most commonly done
and has not been shown to improve mental health assistance!®®!,

At first, it may seem contradictory that playing to forget about problems is associated with adequate
prosocial behavior. However, looking through a motivation-to-play lens may help clarify how these two
features are associated. Socialization is a common motivation for video game playing, and is also associated
with PVGPI7, Popular video game types include online playing where adolescents can interact with other
players, supplementing or substituting face-to-face social interactions!*”). Social ties formed through online
gaming can continue beyond the game and extend to offline activities®®. It can be hypothesized that
adolescents with healthy prosocial skills can better socialize while playing, therefore finding more
opportunities to forget about problems while playing. Besides understanding this association through a
motivation-to-play framework, it is also possible to analyze how prosocial behavior and PVGP relate by
hypothesizing about the environment where the adolescents live. If the offline environment somehow deprives
them of the opportunity to engage in social experiences, which are developmentally important in
adolescence™?, they may look to the online setting to meet with friends and socialize. Attention should be
drawn to the possible effects of substituting offline social gatherings with online ones, as some social skills
(such as interpreting other people’s facial expressions) cannot be practiced during online playing and, therefore,
these skills may deteriorate if online and offline activities are not balanced.

The results of this study on the relationship between playing to forget about problems and emotional
problems among adolescents are consistent with what has been previously described in literature, when
understanding playing to forget about problems as a form of EAI®41444%1 The yse of video games as a means
to avoid unpleasant experiences is related to lower levels of emotional regulation, a characteristic also
associated with problematic gaming™*.

There are some limitations to this study. This study is a cross-sectional survey nested in an RCT; therefore,
causality inferring is not possible. Regarding method, one of the limitations of this study are the 26.6% of
missing data for the dependent variable, since the section for videogame use was at the end of the questionnaire
and some students were not able to finish the same. Also, this study did not investigate EA, assessing only if
the adolescent was playing to forget or alleviate real life problems. Since the relation studying PVGP through
an ACT perspective seems to be fruitful as it may help broaden the understanding of the PVGP phenomenon
and the outcomes related to it, future studies should use EA measures to assess the relation between PVGP and
EA. Further, the sample consisted of only public-school students; private-school students and adolescents that
were absent from school were not considered. The findings of this study cannot be compared to other studies
as other studies used different methods of data collection.

Future studies, using different methodological designs, should explore other functions of the problems
herein described and also the function of other PVGP comorbidities, in order to further the understanding of
this phenomenon. Also, future studies should explore other functions of video game playing related to
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emotional suffering in adolescents and use validated instruments to assess EA.

Nevertheless, the present results complement existing research by assessing whether motivation to play
in an adolescent sample from schools is associated with behavioral and mental health problems. Also, it tries
to expand the comprehension of the field by framing data with an ACT perspective. As ACT is an evidence-
based, integrative, and transdiagnostic therapy model, that has been shown to be effective with other mental
health conditions among adolescentst®), it may help expand the study of the field® and have direct treatment
implications.

Author contributions

Conceptualization, LCB and MHSM; methodology, ZMS; formal analysis, LCB and ZMS; writing—
original draft preparation, LCB; writing—review and editing, ZMS and MHSM; project administration, ZMS;
funding acquisition, ZMS. All authors have read and agreed to the published version of the manuscript.

Acknowledgments

This study is part of the Centro de Pesquisa e Inovagg® em Preveng de Transtornos Mentais e Uso de
Drogas (CEPIPREV-Centro de Pesquisas e Inovagfes em Preveng@ de Transtornos Mentais e Uso de Alcool
e Outras Drogas) from Universidade Federal de S& Paulo. We would like to thank Editage (www.editage.com)
for English language editing.

Conflict of interest

The authors declare no conflict of interest.

References

1. Van Rooij AJ, Ferguson CJ, Van de Mheen D, et al. Time to abandon Internet addiction? Predicting problematic
Internet, game, and social media use from psychosocial well-being and application use. Clinical Neuropsychiatry
2017; 14(1): 113-121.

2. Mihara S, Higuchi S. Cross - sectional and longitudinal epidemiological studies of internet gaming disorder: A
systematic review of the literature. Psychiatry and Clinical Neurosciences 2017; 71(7): 425-444. doi:
10.1111/pcn.12532

3. Gonz&ez-Bueso V, Santamar & J, Fernandez D, et al. Association between internet gaming disorder or

pathological video-game use and comorbid psychopathology: A comprehensive review. International Journal of

Environmental Research and Public Health 2018; 15(4): 668. doi: 10.3390/ijerph15040668

Kirdy O, Nagygy&rgy K, Griffiths MD, Demetrovics Z. Problematic Online Gaming. Elsevier; 2014. pp. 61-97.

Gentile DA, Bailey K, Bavelier D, et al. Internet gaming disorder in children and adolescents. Pediatrics 2017,

140(Supplement 2): S81-S85. doi: 10.1542/peds.2016-1758H

6. Rho MJ, Lee H, Lee TH, et al. Risk factors for internet gaming disorder: Psychological factors and internet
gaming characteristics. International Journal of Environmental Research and Public Health 2008, 15(1): 40. doi:
10.3390/ijerph15010040

7. Yee N. Motivations for play in online games. CyberPsychology & Behavior 2006; 9(6): 772—775. doi:
10.1089/cpb.2006.9.772

8. Kardefelt-Winther D. A conceptual and methodological critique of internet addiction research: Towards a model
of compensatory internet use. Computers in Human Behavior 2014; 31: 351-354. doi: 10.1016/j.chb.2013.10.059

9. Zanetta Dauriat F, Zermatten A, Billieux J, et al. Motivations to play specifically predict excessive involvement in
massively multiplayer online role-playing games: Evidence from an online survey. European Addiction Research
2011; 17(4): 185-189. doi: 10.1159/000326070

10. Kardefelt-Winther D. Problematizing excessive online gaming and its psychological predictors. Computers in
Human Behavior 2014; 31: 118-122. doi: 10.1016/j.chb.2013.10.017

11. Blasi MD, Giardina A, Giordano C, et al. Problematic video game use as an emotional coping strategy: Evidence
from a sample of MMORPG gamers. Journal of Behavioral Addictions 2019; 8(1): 25-34. doi:
10.1556/2006.8.2019.02

12. Cloutier R, Drapeau S. Adolescent Psychology (Portuguese). Editora VVozes; 2012.

9

o s



Environment and Social Psychology | doi: 10.54517/esp.v8i2.1609

13.
14.

15.

16.

17.

18.

19.

20.

21.

22.

23.

24,

25.

26.

27.

28.

29.

30.

31

32.

33.

34.
35.

36.

37.

38.

39.

Donner A, Klar N. Design and Analysis of Cluster Randomization Trials In Health Research. Arnold; 2000.
Kieling C, Baker-Henningham H, Belfer M, et al. Child and adolescent mental health worldwide: Evidence for
action. The Lancet 2011; 378(9801): 1515-1525. doi: 10.1016/S0140-6736(11)60827-1

Rachman S. A psychological approach to the study of comorbidity. Clinical Psychology Review 1991; 11(4): 461—
464. doi: 10.1016/0272-7358(91)90118-E

Kreeft PVD, Wiborg G, Galanti MR, et al. ‘Unplugged’: A new European school programmed against substance
abuse. Drugs: Education, Prevention and Policy 2009; 16(2): 167-181. doi: 10.1080/09687630701731189
Sanchez ZM, Valente JY, Sanudo A, et al. The #Tamojunto drug prevention program in Brazilian schools: A
randomized controlled trial. Prevention Science 2017; 18(7): 772—782. doi: 10.1007/s11121-017-0770-8

Sanchez ZM, Valente JY, Sanudo A, et al. Effectiveness evaluation of the school-based drug prevention program
#Tamojunto in Brazil: 21-month follow-up of a randomized controlled trial. International Journal of Drug Policy
2018; 60: 10-17. doi: 10.1016/j.drugpo.2018.07.006

Sanchez ZM, Valente JY, Pereira APD, et al. Effectiveness evaluation of the school-based drug prevention
program# Tamojunto2. 0: Protocol of a cluster randomized controlled trial. BMC Public Health 2019; 19(1): 750.
doi: 10.1186/s12889-019-7090-9

Sanchez ZM, Valente JY, Galv& PP, et al. A cluster randomized controlled trial evaluating the effectiveness of
the school - based drug prevention program #Tamojunto2.0. Addiction 2020; 116(9): 1580-1597. doi:
10.1111/add.15358

Galvé PPO, Valente JY, Millon JN, et al. Validation of a tool to evaluate drug prevention programs among
students. Frontiers in Psychology 2021; 12: 678091. doi: 10.3389/fpsyg.2021.678091

Faggiano F, Galanti MR, Bohrn K, et al. Effectiveness of a school-program against smoking in Europe: Early
results from the EU-Dap trial. EU-Dap European Drug Addiction Prevention Trial 2008; 16: 167-181.

de Oliveira Prado MC, Schneider DR, Safudo A, et al. Transcultural adaptation of questionnaire to evaluate drug
use among students: The use of the EU-Dap European questionnaire in Brazil. Substance Use & Misuse 2016;
51(4): 449-458. doi: 10.3109/10826084.2015.1117108

Carlini ELA, Noto AR, Sanchez ZM, et al. VI National Survey on Drug Use Among Middle and High School
Students in Public and Private Schools in the 27 Brazilian Capitals (Portuguese). Secretaria Nacional de Pol ficas
Sobre Drogas (SENAD); 2010.

Instituto Brasileiro de Geografia e Estat Btica. Pesquisa Nacional de Saude do Escolar (Portuguese). Instituto
Brasileiro de Geografia e Estat Btica; 2012.

Morgan JF, Reid F, Lacey JH. The SCOFF questionnaire: Assessment of a new screening tool for eating disorders.
The BMJ 1999; 319(7223): 1467-1468. doi: 10.1136/bmj.319.7223.1467

Solberg ME, Olweus D. Prevalence estimation of school bullying with the Olweus Bully/Victim Questionnaire.
Aggressive Behavior 2003; 29(3): 239-268. doi: 10.1002/ab.10047

Fleitlich B, Cort&ar PG, Goodman R. Strengths and difficulties questionnaire (SDQ) (Portuguese). Infanto
Revista de Neuropsiquiatria da Inféncia e Adolescécia 2000; 8(1): 44-50.

American Psychiatric Association. Diagnostic and Statistical Manual of Mental Disorders (DSM-5). American
Psychiatric Publishing; 2013.

Brand& LC, Sanchez ZM, Galvé PPO, Melo MHS. Mental health and behavioral problems associated with video
game playing among Brazilian adolescents. Journal of Addictive Diseases 2022; 40(2): 197-207. doi:
10.1080/10550887.2021.1971941

Olweus D. School bullying: Development and some important challenges. Annual Review of Clinical Psychology
2013; 9: 751-780. doi: 10.1146/annurev-clinpsy-050212-185516

Brasil CDC. Criteria for Economic Classification in Brazil (Portuguese). Associagd Brasileira de Empresas de
Pesquisa (ABEP); 2016.

Goodman R. The strengths and difficulties questionnaire: A research note. Child Psychology & Psychiatry &
Allied Disciplines 1997; 38 (5): 581-586. doi: 10.1111/j.1469-7610.1997.tb01545.x

Hosmer DW, Lemeshow S, Sturdivant RX. Applied Logistic Regression. John Wiley & Sons; 2013.

Hayes SC, Strosahl K, Wilson KG. Acceptance and Commitment Therapy: An Experiential Approach to Behavior
Change. Guilford Press; 1999.

Hayes SC, Wilson KG, Gifford EV, et al. Experiential avoidance and behavioral disorders: A functional
dimensional approach to diagnosis and treatment. Journal of Consulting and Clinical Psychology 1996; 64(6):
1152. doi: 10.1037/0022-006X.64.6.1152

Frank RI, Davidson J. The Transdiagnostic Road Map to Case Formulation and Treatment Planning: Practical
Guidance for Clinical Decision Making. New Harbinger Publications; 2014.

Biglan A, Gau JM, Jones LB, et al. The role of experiential avoidance in the relationship between family conflict
and depression among early adolescents. Journal of Contextual Behavioral Science 2015; 4(1): 30-36. doi:
10.1016/j.jcbs.2014.12.001

Eksi F. The mediating role of social media disorder in the relationship of experiential avoidance with

10



Environment and Social Psychology | doi: 10.54517/esp.v8i2.1609

40.

41.

42.

43.

44,

45.

46.

47.

48.

49.

psychological symptoms. Addicta: The Turkish Journal on Addictions 2019; 6: 497-509. doi:
10.15805/addicta.2019.6.3.0025

Hayes SC, Barnes-Holmes D, Wilson KG. Contextual behavioral science: Creating a science more adequate to the
challenge of the human condition. Journal of Contextual Behavioral Science 2012; 1(1-2): 1-16. doi:
10.1016/j.jcbs.2012.09.004

Venta A, Sharp C, Hart J. The relation between anxiety disorder and experiential avoidance in inpatient
adolescents. Psychological Assessment 2012; 24(1): 240. doi: 10.1037/a0025362

Garcia-Oliva C, Piqueras JA. Experiential avoidance and technological addictions in adolescents. Journal of
Behavioral Addictions 2016; 5(2): 293-303. doi: 10.1556/2006.5.2016.041

Howe - Martin LS, Murrell AR, Guarnaccia CA. Repetitive nonsuicidal self-injury as experiential avoidance
among a community sample of adolescents. Journal of Clinical Psychology 2012; 68(7): 809-829. doi:
10.1002/jclp.21868

Mellick WH, Mills JA, Kroska EB, et al. Experiential avoidance predicts persistence of major depressive disorder
and generalized anxiety disorder in late adolescence. The Journal of Clinical Psychiatry 2019; 80(6): 18m12265.
doi: 10.4088/JCP.18m12265

Shea SE, Coyne LW. Reliance on experiential avoidance in the context of relational aggression: Links to
internalizing and externalizing problems and dysphoric mood among urban, minority adolescent girls. Journal of
Contextual Behavioral Science 2017; 6(2): 195-201. doi: 10.1016/j.jcbs.2017.03.001

Kingston J, Clarke S, Remington B. Experiential avoidance and problem behavior: A mediational analysis.
Behavior Modification 2010; 34(2): 145-163. doi: 10.1177/0145445510362575

Maroney N, Williams BJ, Thomas A, et al. A stress-coping model of problem online video game use.
International Journal of Mental Health and Addiction 2019; 17(4): 845-858. doi: 10.1007/s11469-018-9887-7
Trepte S. The social side of gaming: How playing online computer games creates online and offline social support.
Computers in Human Behavior 2012; 8(3): 832-839. doi: 10.1016/j.chb.2011.12.003

Halliburton AE, Cooper LD. Applications and adaptations of Acceptance and Commitment Therapy (ACT) for
adolescents. Journal of Contextual Behavioral Science 2015; 4(1): 1-11. doi: 10.1016/j.jcbs.2015.01.002

11



