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The Indonesian government has enforced several social restrictions to prevent the spread of the coronavirus disease-2019 (COVID-19)
virus, such as closures of in-person schools, public areas, and playgrounds as well as reduced outdoor activities. These restrictions will
affect mental health of school-age children and adolescents. The internet is chosen as one of the media to keep academic activities run-
ning, but excessive internet use will increase internet addiction and online gaming disorder. This study aimed to understand the prevalence
and psychological impacts of internet addiction and online gaming disorder on children and adolescents globally during the pandemic.
Systematic searches were carried out on the PubMed, ProQuest, and Google Scholar search engines. All studies were assessed according
to the Preferred Reporting Items for Systematic Reviews and Meta-Analyses 2020 criteria and the Newcastle Ottawa Scale. Five studies
met the criteria for assessing internet addiction and online gaming disorder cases in children and adolescents. Four studies discussed in-
ternet addiction, and one study addressed the negative impacts of online gaming on children and adolescents during the COVID-19 pan-
demic. There has been an increase in internet use and online gaming disruption in children and adolescents in almost all parts of Asian

and Australian countries during the COVID-19 pandemic period.
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INTRODUCTION

To prevent the spread of coronavirus disease-2019 (COV-
ID-19), people have been asked to wear masks as initial pro-
tection wherever they go and to limit distance by avoiding
unnecessary activities outside homes during the outbreak.
Additionally, the Indonesian government has taken several
steps to close several public areas, such as shopping centers,
public areas, or restaurants that can accommodate large num-
bers of people. They have also minimized working hours to
minimize the spread of the virus."*

The implementation of social restriction regulations by the
government has resulted in reduced direct social relations.
This social restriction has been found to increase digital tech-
nology use while people are completing work at home, looking
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for entertainment online, and making social contact online.”
Online activities can also trigger someone to play online
games. When done properly, people may get the benefits from
internet and online gaming which could relieve stress caused
by social restrictions.®” Empirical evidence shows that, for
children who are undergoing chemotherapy, online gaming
acts as psychotherapy to relieve anxiety and depression. Chil-
dren with emotional and behavioral problems will be able
to channel their energy positively by engaging in online gam-
ing as well. Previous studies done by experts have reported
that online gaming will help improve individual’s cognitive
skills.** Apart from the benefits mentioned above, excessive
use of the internet and games gives negative effects on one’s
mental health, such as reducing sleep and lower emotional
regulation. People may find it difficult to regulate their desire
to continue to use the internet all the time, and thus it can dis-
rupt learning activities and affect academic achievement at
school. They often neglect time and thus perform work and
school productivity poorly and even skip meals. As a result,
they may experience decreased physical health and disrupted
social interactions.”® Therefore, the purpose of this review ar-
ticle was to inform the prevalence and psychological impacts
of internet addiction and online gaming disorder in children
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and adolescents across the world during the pandemic by us-
ing the systematic review method.

METHODS

This literature review utilized a systematic review method
based on the provisions of Preferred Reporting Items for Sys-
tematic Review and Meta-Analysis, which is commonly referred
to as PRISMA."*"" This study used the latest version of PRIS-
MA 2020." Its protocols have been registered to the Interna-
tional Prospective Register of Systematic Reviews (PROSPE-
RO) database with the registration number CRD42021271006.
A cross-sectional study was conducted by observing the CO-
VID-19 pandemic’s impacts on increasing online gaming dis-
orders and internet addiction cases, especially in children and
adolescents. The exclusion criteria of this study are partici-
pants who were below or exceeding the stipulated age i.e., less
than 10 years old or more than 24 years old. This was adjusted
to the classification of young age around 10-24 years accord-
ing to the World Health Organization (WHO)."

In addition, those with mental disorders such as autism
disorder, attention disorders, hyperactivity, and post-traumat-
ic stress disorder were excluded from this study. A systematic
search for literature was carried out on July 30, 2021, using
three different databases from PubMed (https://pubmed.
ncbi.nlm.nih.gov/), ProQuest (https://www.proquest.com/),
and Google Scholar (https://scholar.google.com/) with the
keywords listed in Table 1. Literature included was limited to
publications in the last three years from 2019 to 2021 in Eng-
lish. In addition, the literature also went through filtering cri-
teria such as duplication, matching abstracts and article titles,
eligibility for full-text articles, and additional data criteria,
such as age of exclusion criteria and editorial letter articles.
Data from each study were extracted in a standardized form.
Then, study citations were compiled, and findings were ana-
lyzed. Study citations include the first author’s name, publica-
tion year, and the study’s title. Meanwhile, each study’s char-

Table 1. Keywords used in literature search
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acteristics refer to the study’s design, location, and respondents’
characteristics.

After the literature was extracted, the next step was exami-
nation regarding each available work’s quality assessment with
the Newcastle Ottawa Scale (NOS)™ scoring for the cross-sec-
tional case study, which can be seen in Table 2. High quality
literature that met a minimum NOS score of 7 is defined as
case study literature. Any NOS score discrepancies were dis-
cussed between the authors until they reached a conclusion.

Data were synthesized based on a minimum of five differ-
ent and high-quality studies with consistent findings. The
data were extracted independently by the authors (PYP, IE,
and ZZ). PYP registered the procedure on the PROSPERO
website. All the authors did the data collection together and
double peer-reviewed. PYP prepared and revised the draft
manuscript, while IF and ZZ did critical revisions of the arti-
cle. Final approval for the published version was granted by
all authors.

RESULTS

Study selection
The database searches found seven references: PubMed (n=

Table 2. Case study quality assessment based on the Newcastle
Ottawa Scale

Study Selection Comparability Results — Total

Dongetal.,” e e e e e Y e 8
2020

Fazeli et al.,"* ¥ P e eI ¥ e 8
2020

Teng et al.,” AR aAR i gAe bAgs hagigie 10
2021

Lin,' 2020 AR R R gAe e bags 8

Mulyadietal,’® ok e e 7
2020

Each star represents a scale criterion point

Search engine

Keywords

((COVID-19) OR (COVID-19(Title])) OR (pandemic[Title])) OR (Sars-Cov2[Title])) OR (coronavirus|Title]))

AND ((internet gaming disorder[Title]) OR (internet addiction[Title]) OR (online gaming disorder[Title])
OR (internet addiction[Title]) OR (online gaming disorder[Title]) OR (online gaming addiction[Title]) OR (game
addiction|Title])) AND (((child[Title/ Abstract]) OR (adolescents| Title/ Abstract])) OR (adolescent[Title/ Abstract]))

((COVID-19[Title]) OR (pandemic[Title]) OR (Sars-Cov2[Title]) OR (coronavirus[Title])) AND ((internet gaming

disorder[Title]) OR (internet addiction[Title]) OR (game addiction[Title]) AND ((child[Title]) OR (adolescents|Title])

PubMed

OR (children[Title/ Abstract] AND adolescents|Title/ Abstract])
ProQuest

OR (children|[Title]) OR (adolescent|[Title]))
Google Scholar

COVID-19 AND Pandemic AND Sars-Cov2 AND coronavirus AND Internet Gaming Disorder AND Internet

Addiction AND Game Addiction AND child AND adolescents AND children AND adolescent

www.psychiatryinvestigation.org 197


https://pubmed.ncbi.nlm.nih.gov/
https://pubmed.ncbi.nlm.nih.gov/

Internet Addiction During COVID-19 Pandemic

4) and ProQuest (n=3). After removing duplicate references,
only six remained. After reading the titles and abstracts, five
potential studies remained. Five studies were successfully re-
trieved for their full text. They were selected for reading their
texts in full and applying the eligibility criteria, which result-
ed in one study’s exclusion (did not meet the age criteria). The
grey literature search found 12 references from Google Schol-
ar. After reading the titles and abstracts, only two remained.
Thus, two studies were retrieved for their full text and select-
ed for full-text reading. Applying the eligibility criteria, the
authors obtained one editorial paper’s exclusion. Finally, five
studies were selected for qualitative analysis.'***® The identi-
fication, selection, and exclusion processes are shown in the
PRISMA diagram above (Figure 1).

Study characteristics

Four of the included studies were cross-sectional stud-
ies,'***® and one was a longitudinal study.”” A total of 7,391
participants were included in this review. They consist of 3,651
males (49.4%), 3,716 females (50.3%), and 24 people with un-
mentioned genders (0.3%). Participants’ mean age ranged
from 12.34 to 20.60 years old.'”"**® The participants’ coun-
tries of origin were China,'>" Iran," Taiwan,' Indonesia, and
Australia.’®

Three studies evaluated internet usage or addiction during
the COVID-19 pandemic.">'*'® One study evaluated online

gaming addiction only during the COVID-19 pandemic,"
while one other study compared online gaming addiction se-
verity before and during the COVID-19 pandemic.”” Other
psychological problems related to internet addiction and on-
line gaming disorders that were evaluated included depres-
sion, 11517 anxiety’lo,w,lms stress, 1517 sleep disorder,'*'®
roticism, impulsivity, alexithymia,'® and quality of life."” The
summary of the research characteristics is presented in Table 3.

neu-

Individuals study results

Internet addiction prevalence

Three studies evaluated internet addiction prevalence dur-
ing the COVID-19 pandemic.'>'*'® All three studies used a
different type of instrument for assessing internet addiction,
making it impossible to conduct quantitative analysis. The re-
sults on internet addiction prevalence summary is presented
in Table 4.

Online gaming disorder prevalence

Two studies evaluated online gaming disorder during the
COVID-19 pandemic. Both studies used the Internet Gam-
ing Disorder Scale-Short Form (IGDS9-SF) to assess the se-
verity of online gaming disorder."*"” One study only reported
participants’ IGDS9-SF mean score."” One study reported that
online gaming disorder prevalence during the COVID-19

Records identified from:
- Google Scholar (N=12)

4

_ Reports excluded:
Records scree‘ned (N=12) - Not English (N=10)

Reports sought for retrieval

\ 4

Reports not retrieved (N=0)

Reports excluded:
- Editorial paper (N=1)

g

e Records identified from: .

= Records removed before screening:
b - PubMed (N=4) - Duplicate records removed (N=1)
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=
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Figure 1. PRISMA diagram used in systematic literature search.
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Table 4. Results on internet addiction prevalence summary

Study Assessment of internet addiction ~ Main findings on internet addiction prevalence during the COVID-19 pandemic
Dongetal.,” Y-IAT score: 2.68% (male, 3.50%; female, 1.81%)=AIU;
2020 >70=AIU 33.37% (male, 35.10%; female, 31.52%)=PIU;

40-69=PIU Age, gender, and education status were significantly different among AIU, PIU,
>39=NIU and NIU (p<0.001)

Lin,'® 2020 CIAS score: 24.4% (130 male and 125 female)=IA
>64=IA Age and all psychosocial risk factors were significantly different in the non-IA and
<63=non-IA IA groups (p<0.01)

Mulyadietal,,’*  Duration of internet usage per day:
2020 26 hrs=IA
<6 hrs=non-IA

55.6% (551 respondents)=IA
Average internet usage duration per day=6.96 hrs

COVID-19, coronavirus disease-2019; Y-IAT, Young’s Internet Addiction Test; AIU, addictive internet users; PIU, problematic internet users;
NIU, normal internet users; CIAS, Chen Internet Addiction Scale; IA, internet addiction

Table 5. Results of online gaming disorder prevalence

Main findings on online gaming disorder prevalence during

the COVID-19 pandemic

Online gamin,
Study disorder afs;sessmint
Fazelietal,'® IGDS9-SF score: no further
2020 explanation
Tengetal,”  IGDS9-SF: at least five questions
2021 were answered “often or very often”

Mean score=19.07 (SD=7.31)

A significant difference in online gaming disorder prevalence before the pandemic:
3.6% (55 boys and 9 girls) compared with during the pandemic: 5.0%

(72 boys and 17 girls) (p=0.025);
Higher severity of online gaming disorder symptoms in adolescents during the

pandemic compared to that before the pandemic (p=0.035), but not in children

(p=0.287)

COVID-19, coronavirus disease-2019; IGDS9-SE, Internet Gaming Disorder Scale-Short Form; SD, standard deviation

Table 6. Correlation between IA or OGD with several psychological disorders during the COVID-19 pandemic summary

Study IA/OGD Dep Anx Str Ins QoL/SWB  Neu Imp SE Alx
Dong et al.,”” 2020 1A Sig** Sig**t Sig*
Fazeli et al.,' 2020 OGD Sig** Sig** Sig** Sig** Sig***
Teng et al.,'” 2021 OGD Sig** Sig**
Lin,' 2020 IA NS Sig*** NS Sig** NS Sig*
Mulyadi et al.,'® 2020 1A Sig**

*p<0.05; **p<0.01; Tmild and moderate anxiety only; no significant correlation between IA and severe anxiety; *negative correlation. COV-
ID-19, coronavirus disease-2019; IA, internet addiction; OGD, online gaming disorder; Dep, depression; Anx, anxiety; Str, stress; Ins, insom-
nia; QoL, quality of life; SWB, subjective well-being; Neu, neuroticism; Imp, impulsivity; SE, self-esteem; Alx, alexithymia; Sig, significant cor-

relation; NS, no significant correlation

pandemic was significantly higher compared to that before
the pandemic (p=0.025)."” The summary of results on online
gaming disorder is presented in Table 5.

Other psychological disorders related to internet
addiction and online gaming disorder during
the COVID-19 pandemic

All studies also assessed correlation between internet ad-
diction or online gaming disorder with several psychological
disorders during the COVID-19 pandemic. This summary is
presented in Table 6.
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DISCUSSION

Online gaming disorder and internet addiction
According to Diagnostic and Statistical Manual of Mental
Disorders, fifth edition, internet gaming disorder may be di-
agnosed if five (or more) of the following nine criteria are ful-
filled: 1) preoccupation with online/offline gaming; 2) unpleas-
ant symptoms experienced when gaming is taken away; 3)
need to spend increasing amounts of time engaged in gam-
ing; 4) unsuccessful attempts to control participation in games;
5) loss of interest in previous hobbies and entertainment be-



cause of and apart from games; 6) continued excessive game
use despite knowledge of psychosocial problems; 7) deceiving
family members, therapists, or others regarding the amount
of gaming; 8) use of games to escape or relieve negative moods;
and 9) jeopardising or losing a significant relationship, job, ed-
ucation, or career opportunity because of game participation.”

Those with internet addiction will experience problems
such as losing control and inability to reduce the time spent
playing, followed by problems in real life. These are some cri-
teria for identifying internet addiction. There are six dimen-
sions described in defining online gaming addiction: preoc-
cupation, overuse, immersion, social isolation, interpersonal
conflicts, and withdrawal. Gaming induces compulsive be-
havior, meaning the player increases their gaming intensity
to obtain gratification. If the feelings are not satisfied, the in-
ner tension may increase and turn into aggressive behavior.
Under these conditions, they could ignore their usual obliga-
tions and social interactions.”

Addicted adolescents prefer using the internet to gain the
needed social relationships and support whilst going through
difficult times in their lives. This also occurs in children. Boys
are generally more experienced in programming and com-
puter games than girls.”

The prevalence of internet addiction and online
gaming disorder during the COVID-19 pandemic

The internet has become important in people’s daily lives,
but prolonged daily use can have a detrimental effect on an in-
dividual’s physical and mental well-being. As soon as COV-
ID-19 spread to all parts of the world and government lock-
downs were imposed, many individuals had more free time
to spend at home. This excessive free time is likely to have
sparked boredom among many internet users, and its overuse
during the pandemic will further facilitate problematic internet
usage behavior. This has a significant impact on mental health
of internet users, especially children and adolescents.”**

The results indicated that adolescents increased their social
media contact in different parts of the world. Most of them
reported using social media (Instagram, Snapchat, and Tik-
Tok) to stay in touch with their peers. A sample of studies
conducted on children aged 6 and 9 years found 1.67% had
an internet addiction, and 28.10% used the internet exces-
sively.”” Internet addiction, like online gaming disorders and
pathological gambling, is a kind of addictive behavior with-
out a psychoactive substance generally developed gradually.
It is characterized by changes ranging from pleasure, loss of
control over loved ones to obsession about the internet use.
Gender is an important factor in the occurrence of internet
addiction.'***” The proportion of men who experience inter-
net addiction is higher than that of women. Dong et al."”® found

PY Putra et al.

that boys using the internet prefer large multiplayer games
and violent games. In contrast, women are mostly more fo-
cused on playing online games just to pass the time while still
socializing with the outside world during the pandemic, chat-
ting, and shopping online. In terms of internet use duration,
women spent less time playing online games and spent less
time in front of online screens. This may be since girls are bet-
ter at self-control in managing emotions both physically and
psychologically to reduce pathological internet use.'””

The frequency of electronic device use after midnight and
electronic product addiction self-scores showed an increase
during the pandemic in all groups.®® Risk factors, such as in-
creased family stress experienced by children will potentially
increase the hours that a person spends using digital media in
the future. Other risk factors include social isolation, school
closings, unemployment, and an increase in child maltreat-
ment incidence in their family.">*

Research by Mulyadi et al."® in Indonesia found that inter-
net activity is dominantly carried out on WhatsApp, followed
by Instagram, Twitter, and Facebook. In contrast, the internet
access in the United States and Italy is more dominant in on-
line gaming during the pandemic at 75% and 70%, respec-
tively. In addition, addictive behaviors such as playing video
games, watching TV series, using social media, or accessing
the internet are often exhibited by individuals to reduce their
stress and anxiety during the pandemic. Internet use, especial-
ly video gameplay, has increased sharply in the pandemic pe-
riod as players are required to stay at home. Among the many
addictive behaviors that have emerged, internet addiction
(especially social media use) is the most common in several
studies that have been conducted.'*"**

From several research studies that have been conducted,
problematic internet usage has been found to be more com-
mon in small families than in large families; this supports the
theory that small families are more at risk of experiencing
loneliness. This feeling is also correlated and has contributed
to an increase in internet overuse. In addition, these studies
have also revealed that unmarried individuals are more prone
to experiencing internet use disorders than those who are
married.”'*'”*! This may occur because individuals who are
separated from their families and/or not with their current
partners will use the internet to address their need for inter-
personal action, as well as to build social networks and sup-
port virtually, thereby increasing their internet usage.** The
findings also show that excessive internet use incidence is
higher among smokers, implying that smoking is significant-
ly associated with internet overuse. A previous study exam-
ining internet addiction among adolescents reported that
smoking significantly increased social stress and anxiety,

which can play a contributing role to internet addiction.'**
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Several studies suggest that individual fear of COVID-19
and a prolonged quarantine period may have led people to
experience depression and anxiety symptoms coupled with
increased confirmed or suspected COVID-19 cases in house-
hold clusters. Those with obsessive-compulsive personality
disorder, sensitive interpersonal qualities, a history of soma-
tization disorder, and psychotic tendencies will be at greater
risk of occurrence.®**** Obsessive-compulsive tendencies are
more likely to occur in people with internet addiction. Online
recreational activities are often chosen as a mechanism for
dealing with anxiety and reducing stressful moods. However,
overuse will exacerbate feelings of anxiety and depression,
reinforce the urge to continue using the internet, and develop
these maladaptive results. Social media and online gaming are
the two most prevalent types of internet addiction, especially
in this pandemic era.”**

A study conducted by Teng et al."” showed that videogame
use and online gaming disorder among adolescents increased
significantly during the COVID-19 pandemic. Children with
pathological and excessive gaming behavior are more likely
to be depressed, anxious, and lonely. Feeling depressed can
reduce motivation to socialize and reduce motivation to play
games in both males and females. Female respondents were
more likely to report feeling lonely than male respondents,
while those who tended to overplay and were pathological re-
ported feeling lonelier.”” Loneliness is positively associated
with gameplay addiction adjusted for socio-demographic
characteristics, but that the association is negative when as-
sociated with depression and anxiety.'”'®

Increased video gameplay can be conceptualized as a cop-
ing mechanism that helps children and adolescents cope with
the mental health burdens associated with the COVID-19
pandemic. According to a recent study on youth mental health,
children and adolescents are prone to psychiatric disorders
that have the potential to make them more prone to online
gameplay disruption.®'*!** There are several developmental
and parental factors at play, such as the state of adolescence.
It is known that adolescence is associated with an increased
risk of developing various emotional and behavioral prob-
lems, making it a vulnerable period for addiction disorders to
manifest due to negative coping strategies that lead to uncon-
trolled online gaming disorders. In terms of parental factors,
it is possible that children receive more parental supervision
during the pandemic because they are generally more inclined
to obey their parents.>”***

As a result, children may have a lower risk of experiencing
disruption in playing online games when compared to youth
groups due to mediation, monitoring, and parental supervi-
sion. Online gameplay disorders can develop as a dysfunc-
tional compensatory mechanism and result from poorer psy-
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chological health during pandemic periods.'>* Stress associated
with the COVID-19 pandemic can also trigger negative cog-
nitive effects influenced by predisposing variables (e.g., de-
pression and anxiety symptoms). Greater COVID-19 impacts
could potentially lead to greater online gaming impacts.'>*"**
Boys are more likely to play video games and experience dis-
ruption as playing online games. Depression, anxiety, and
stress serve as powerful mediators between online gaming
disruption, insomnia, and quality of life among adolescents
during the COVID-19 pandemic.'*”*

The results of a study conducted by Lin" had varied inter-
net addiction prevalence rates among high school students
in Taiwan. There was a relationship between young age and
the highest internet addiction cases related to the COVID-19
pandemic.'® Various psychological impacts and stress due to
the COVID-19 outbreak can make it easier for students to
experience internet addiction, this high prevalence calls for
attention from mental health organizations and educational
institutions to develop intervention strategies."

Psychological influence on internet addiction
prevalence among adolescents

Based on previous studies, individuals who experience
more intrapersonal conflict have a higher risk of excessive
internet use. Reduced close social relationships due to social
isolation can increase risk of spending more time on the in-
ternet. They may experience difficulties with their social rela-
tionships due to the COVID-19 pandemic.”**

The WHO also states that social isolation and self-quaran-
tine activities can affect individuals’ activities, daily routines,
and livelihoods. This can result in increased feelings of lone-
liness, anxiety, depression, insomnia, excessive alcohol and
drug use, and the onset of suicidal ideas."*”

Impulsivity has the greatest influence on internet addiction
occurrence. This is because individuals are more likely to dis-
like long-term benefits when compared to getting instant
gratification on the internet, increasing the likelihood of an
addiction developing. Individuals who are addicted to the in-
ternet are more likely to ignore their tasks suddenly.'*** Indi-
vidual well-being is defined as a cognitive and emotional eval-
uation of life, such as a sense of peace, happiness, life satisfaction,
and need fulfillment. High virtual social support and low-func-
tioning independent family life have contributed to the inter-
net addiction incidence prediction.'® With social isolation,
students will increase their internet use to get information
about COVID-19. As a result, they may rely on their online
friends when they need. However, that hope will often fail
and lead to internet addiction. Conversely, low-functioning
family life increases the risk of internet addiction during the
COVID-19 pandemic.'*'* Family function is an important in-



dicator of how family members interact and understand each
other. Having a poor-functioning family during a pandemic
will increase adolescent students’ chances of increased inter-
net use to reduce stress. Internet addiction may be a behav-
ioral symptom reflecting poor-functioning families among
adolescent students during the pandemic.***

CONCLUSION

There has been an increase in internet use and online gam-
ing disruption in children and adolescents in almost all parts
of Asian and Australian countries during the COVID-19 pan-
demic period. This occurs due to stress, anxiety, loneliness,
and depression, mostly during the lockdown period. For the
most part, children and adolescents will use coping strategies
to play games or spend most of their time on the internet to
deal with negative feelings that arise during the pandemic.
Parents, therefore, need to monitor the amount of time chil-
dren spend in online games and the internet. Parents need to
educate their children on managing their online activities,
including game play. They must also monitor and guide their
children to take advantage of several different activities and/
or adaptive coping strategies to face the challenges during the
COVID-19 pandemic.

Limitations

Currently, few published research reports examine impacts
of internet addiction and internet gaming disorder on chil-
dren and adolescents during the COVID-19 period. This study
provides information about the prevalence associated with
psychological impacts, such as depression and anxiety. This
should be helpful for concerned authorities to plan and adopt
appropriate interventions to overcome the negative psycho-
logical impacts to ensure sound mental health, especially for
those in quarantine.

This study had several limitations. Firstly, it is based on data
collected from several search engines at a single time; thus,
these data may differ when accessed at another time, poten-
tially leaving some significant differences from the data ob-
tained for this study. Secondly, only the data collected from
search engines were used, and the data mostly came from
Asian countries. In other words, it might not represent data
form across the world. Thirdly, most of the data only showed
internet addiction and internet gaming disorder prevalence
followed by depression and anxiety disorders. They did not
feature any psychological factors extensively. Future research
should consider exploring this aspect. Prospective studies on
the impacts of internet addiction and internet gaming disor-
der during COVID-19 are required. Finally, it may be difficult
to generalize these results as this study only uses relatively
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small data of patients with internet addiction and internet
gaming disorder.
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