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Video game addiction is a global phenomenon and appears to lead to poorer grades in school and 

serious psychological problems, including depression, anxiety, and social phobia, said an 

international team of researchers who followed over 3,000 third through eighth grade students in 

Singapore and found the percentage of pathological youth gamers there to be similar to other countries. 

 

You can read how Dr Douglas Gentile, an associate professor of psychology at Iowa State University, 

and five researchers from Singapore and Hong Kong, came to their findings in a study they published 

online in the 17 January issue of Pediatrics, the journal of the American Academy of Pediatrics. 

 

Gentile and colleagues also found that more hours spent gaming and lower social competence and 

impulsivity were risk factors for becoming pathological gamers. 

 

For their two-year longitudinal study, they recruited 3,034 elementary and secondary school children in 

Singapore (743 in grade 3, 711 in grade 4, 916 in grade 7, and 664 in grade 8). The children were 

attending 12 schools, including five boys' schools. 

 

Using standards similar to those established by the American Psychiatric Association for diagnosing 

gambling addiction, they trained the classroom teachers to survey video game play and behavior between 

2007 and 2009. The measures taken included weekly amount of game play, impulsivity, social 

competence, depression, social phobia, anxiety and school performance. 

 

Using the American Psychiatric Association's Diagnostic and Statistical Manual of Mental Disorders to 

define what constitutes pathological behavior, Gentile and colleagues found that between 7.9 and 9.9 of 

the participants could be defined as pathological gamers over the two years, with 84 per cent of those 

falling into that category at the start of the period still in that category at the end of it. 

 

But in the same period, only 1 per cent of the participants became new pathological gamers. 

 

The researchers wrote that the prevalence of pathological gaming in Singapore appears to be similar to 

that of other countries (around 9 per cent), and that: 

 

"Greater amounts of gaming, lower social competence, and greater impulsivity seemed to act as risk 

factors for becoming pathological gamers, whereas depression, anxiety, social phobias, and lower school 

performance seemed to act as outcomes of pathological gaming." 

 

They concluded that the study adds weight to the idea that video gaming is similar to other addictive 

behaviors, it can last for years and is not just a co-symptom of other psychological conditions like 

depression or anxiety. 

 

In fact, Gentile told the press that "those problems seem to increase as children become more addicted." 
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