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Abstract. The increasing use of online games among adolescents has raised concerns about their
psychological well-being. Excessive gaming may lead to addiction, which is associated with emotional
problems and aggressive behavior. This study aimed to analyze the relationship between the level of
online game addiction and emotional problems and aggressive behavior among adolescents through a
literature review. Articles published between 2016 and 2025 were systematically reviewed, resulting in
15 studieses that met the inclusion criteria. The findings consistently showed that higher levels of online
game addiction were significantly associated with increased emotional problems, including anxiety,
depression, stress, and difficulties in emotional regulation, as well as aggressive behavior among
adolescents. Several studieses also suggested that emotional problems may strengthen the relationship
between online game addiction and aggression, although variations in findings were influenced by
differences in study design and participant characteristics. In conclusion, online game addiction is
closely associated with emotional problems and aggressive behavior among adolescents. Preventive
efforts through digital literacy, parental supervision, school counseling, and mental health promotion
are recommended.

Introduction

The World Health  Organization
recognized Gaming Disorder as a behavioral
disorder associated with persistent and
excessive gaming that can negatively affect
mental health. Previous research has shown that
adolescents with Internet Gaming Disorder are
more likely to experience psychological
problems, including stress, anxiety, and
depression.!  Excessive online gaming is
associated with emotional dysregulation and
increased  aggressive  behavior  among
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adolescents.?

Adolescence is a critical developmental
period characterized by significant biological,
psychological, and social changes. During this
stage, emotional regulation and social
adjustment are still developing, making
adolescents more vulnerable to environmental
influences, including excessive engagement in
online gaming. Previous studieses have
demonstrated that adolescents who frequently
play online games tend to exhibit higher levels
of verbal, physical, and destructive aggression
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than those who play less frequently.® These
findings suggest that excessive online gaming
may influence both emotional regulation and
behavioral outcomes. Recent evidence has
consistently  demonstrated a  significant
relationship between online game addiction and
aggressive behavior. low self-control and
narcissistic traits strengthened the association
between gaming addiction and aggression
among adolescents.* Similarly, in a meta-
analysis, reported that higher levels of Internet
Gaming Disorder were positively associated
with aggressive behavior in adolescents and
young adults.® These findings indicate that
excessive online gaming may contribute to
emotional disturbances and increase the
likelihood of aggressive behavior.

Although numerous studieses have
examined the psychological consequences of
online game addiction, the findings remain
heterogeneous because of differences in study
design, participant  characteristics, and
assessment  instruments.  Therefore, a
comprehensive synthesis of the available
evidence is needed. This literature review aimed
to analyze the relationship between the level of
online game addiction and emotional problems
and aggressive behavior among adolescents,
providing evidence that may support the
development of effective prevention and
intervention strategies.

Method

This study employed a literature review
approach using the Population, Exposure,
Comparison, Outcomes, and Study Design
framework. The eligibility criteria were
established based on the following Population,
Exposure, Comparison, Outcomes, and Study
Design components:

Table 1. PICOS Eligibility Criteria for the
Literature Review

Component Description

P (Population) Adolescents aged 12—

18 years.
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Component Description

E (Exposure) Level of online game

addiction.

C (Comparison)  Adolescents  without
online game addiction
or with a low level of
online game addiction.

O (Outcome) Emotional  problems
and aggressive
behavior among

adolescents.

S (Study Design)  Quantitative studieses,
primarily Cross-
sectional studieses.

The literature search was conducted
using the following keywords: "online game
addiction," "Internet Gaming Disorder,"
"emotional problems," "aggressive behavior,"
and "adolescents." Articles were retrieved from
PubMed, Google Scholar, and Scopus and were
limited to publications from 2016 to 2025. The
inclusion criteria comprised studieses involving
children or adolescents with online game
addiction, examining the relationship between
online game addiction and emotional problems
and/or  aggressive  behavior, employing
quantitative study designs such as cross-
sectional, correlational, or survey studieses,
published in accredited national or reputable
international journals, written in English or
Indonesian, and available in full text for
comprehensive review.

The article selection process was
conducted  systematically following the
Preferred Reporting Items for Systematic
Reviews and Meta-Analyses guidelines. The
process included identification, title and
abstract  screening,  full-text eligibility
assessment, and final study inclusion. Data
from the 15 eligible studieses were extracted,
including the authors, publication year, country,
study design, population, instruments, and main
findings. The extracted data were then
synthesized and analyzed using a narrative
approach.



Figure 1. PRISMA 2020 Flow Diagram for Study Selection

Identification of studieses via databases and registers

Records identified from databases:

Google Scholar (n= 68)
Scopus (n=19)
Total (n=122)

Identification

Records removed before screening:
Duplicate records removed (n=22)

¥

(n=100)

l

Reports sought of retrieval:
(n=45)

Screening

(n=45)

d

Studieses included in review:
(n=15)

Screening

Results and Discussion

Based on the literature search conducted
in PubMed, Google Scholar, and Scopus, 15
studieses met the eligibility criteria and were
included in this review. Most studieses
employed a quantitative cross-sectional design
involving adolescents aged 12-18 years. The
instruments used to assess online game
addiction primarily included the Internet
Addiction Test and the Internet Gaming
Disorder Scale, while emotional problems and
aggressive behavior were commonly measured
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PubMed (n= 35) —

Records removed before screening:
Duplicate records removed (n=22)
Records after duplicates removed (n= 100)

Records screened: =)

Reports assessed for eligibility: =)

Records excluded:

Not relevant to the research topic / tidak
sesuai topik

(n=55)

Reports not retrieved based on full
text: (n=0)

Reports excluded (full-text):

Did not meet the PICOS eligibility
criteria (n=18)

Full-text tidak tersedia (n=5)

using the Depression, Anxiety, and Stress Scale
and the Aggression Questionnaire. Most
studieses reported a significant association
between online game addiction and emotional
problems as well as aggressive behavior among
adolescents (p < 0.05). Adolescents with higher
levels of online game addiction were more
likely to experience anxiety, depression, stress,
and difficulties in emotional regulation, in
addition to exhibiting higher levels of verbal,
physical, and destructive aggression. Several
studieses also suggested that emotional
problems may mediate the relationship between
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online game addiction and aggressive behavior. increased risk of emotional disturbances and

Overall, the findings indicate that higher levels aggressive behavior among adolescents.

of online game addiction are associated with an

Table2. Characteristics of Included Studieses Examining the Relationship Between Online Game
Addiction, Emotional Problems, and Aggressive Behavior Among Adolescents (n = 15)

Study Design and

No Author (Year)  Country Sample Main Findings
1 Rajab et al. Saudi Cross-sectional survey, Adolescents with online game addiction
(2020) Arabia 2.675 students had a significantly higher risk of
secondary school experiencing moderate-to-high levels of
students stress than those without online game
addiction.
2 Wartberg et al. Germany Cross-sectional; n= Adolescents  with Internet  Gaming
(2017) 1.095 adolescents 12—  Disorder (IGD) exhibited higher levels of
14 thn emotional problems than adolescents
without IGD.
3 Liet al. (2023) China Meta-analysis; 20 Internet Gaming Disorder (IGD) was
studies positively and significantly associated
with aggressive behavior, indicating that
higher levels of IGD were associated with
a greater likelihood of aggressive behavior
among adolescents and young adults.
4 Deng et al. China Cross- sectional; Adolescents with symptoms of Internet
(2024) n=9.306 students Gaming Disorder (IGD) exhibited higher
levels of psychological distress and
aggressive behavior than those without
IGD symptoms, indicating that excessive
gaming is associated with difficulties in
emotional regulation and increased
aggression.
5 Koanda et al. Indonesia  descriptive qualitative ~ Violent content in online games may
(2024) increase aggressive behavior among
adolescents, manifested through physical
aggression, verbal aggression, and
property-destructive behavior.
6 Winarsi (2022)  Indonesia Cross-sectional; n= Chi-square analysis demonstrated a
not reported significant association between online
game addiction and children's emotional
regulation (p = 0.001, p < 0.05).
7 Nuradi et al. Indonesia Cross-sectional; n= A statistically significant association was
(2025) not reported found between the level of online game
addiction and adolescents’ emotional
health (p < 0.05).
8 Yuna et al. Indonesia  Cross-sectional; n=149 Most students exhibited a high level of
(2023) students online game addiction (79.9%), while the

majority  maintained good  social
personality characteristics (71.8%).
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Study Design and

No Author (Year)  Country Sample Main Findings
9 Kaya et al. Turkey Cross-sectional; n=546  Online game addiction among adolescents
(2023) adolescents was significantly associated with unmet
psychological needs and adverse mental
health outcomes, including depression,
anxiety, and social dysfunction.
10  Alhamoud et al. Saudi Cross-sectional; n=546 Internet Gaming Disorder (IGD) was
(2022) Arabia high school students identified among students and was
significantly associated with higher levels
of depression and anxiety. Among
adolescents with 1GD, 21.7% experienced
moderate-to-severe depression and 11.4%
experienced severe anxiety.
11 Zubaidah etal.  Indonesia Descriptive; n=128 Most participants had mild online game
(2025) parent-child pairs addiction (65.6%), and higher levels of
online game addiction were significantly
associated with an increased risk of
attention-deficit/hyperactivity  disorder
symptoms (p < 0.05; r = 0.448).
12 Suryawan etal. Indonesia  Qualitative qualitative A significant negative association was
(2025) phenomenological found between the level of online game
approach; 25 students  addiction and adolescents' emotional
intelligence (p < 0.05), indicating that
higher levels of online game addiction
were associated with lower emotional
intelligence.
13 Shrestha et al. Nepal cross-sectional, Online game addiction was significantly
(2024) descriptive, and associated with depression, anxiety, and
causal-comparative loneliness, indicating its negative impact
research design; n= on adolescents' mental health.
207 students
14 Wiyono et al. Indonesia  Cross-sectional; n=52 A significant association was found
(2023) high school students between online game addiction and
aggressive behavior (p < 0.05), indicating
that higher levels of online game addiction
were associated with greater aggressive
behavior among students.
15 Misnawati etal. Indonesia  Cross-sectional; n=56  No significant association was found
(2016) students between emotional intelligence and online
game addiction among students (r =
—0.170, p = 0.210), indicating that
emotional intelligence  was  not
significantly related to the level of online
game addiction in this sample.
Table 2: Most of the 15 included (Studieses (1), (6), (2), (8)—(12), and (15)—(17)),

studieses employed a cross-sectional design
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while a few used descriptive or qualitative
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approaches (Studieses (3), (13), and (14)).
Overall, the evidence consistently demonstrated
a significant association between online game
addiction and emotional problems as well as
aggressive behavior among adolescents (p <
0.05). The strongest associations were reported
in studieses by Rajab et al.1 and Alhamoud et
al.22 which found increased levels of stress and
anxiety among adolescents with Internet
Gaming Disorder. Similarly, Li et al.5 and
Wiyono & Ellisiya.’® reported higher levels of
aggressive behavior among adolescents with
greater online game addiction. Across different
countries and study designs, the findings
consistently indicated that online game
addiction was associated with psychological
distress, impaired emotional regulation,
aggressive behavior, an increased risk of
attention-deficit/hyperactivity disorder
symptoms, and lower emotional intelligence.
However, one study by Misnawati.'” found no
significant association between online game
addiction and emotional intelligence.

This literature review demonstrates that
online game addiction is consistently associated
with emotional problems and aggressive
behavior among adolescents. Most included
studieses reported that higher levels of online
game addiction were related to increased stress,
anxiety, depression, emotional dysregulation,
and aggressive behavior. In addition, several
studieses identified emotional problems as a
potential factor that may strengthen the
relationship between online game addiction and
aggressive behavior. These findings highlight
the importance of early prevention and
intervention through digital literacy education,
parental supervision, school-based counseling
services, and mental health promotion programs
to reduce excessive online game use and its
negative psychological consequences among
adolescents.
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