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Abstract: Problematic video game use is one of the main educational and social concerns today,
especially during adolescence, a stage in which digital technologies play a central role in leisure,
socialisation and everyday life. This study analyses various indicators associated with problematic
video game use among secondary education students, focusing on its possible academic,
psychological and social implications. The objectives of the study were to identify behaviours that
indicate problematic video game use; to analyse the relationship between frequency of use and
these indicators; to examine the association between these behaviours and technological stress;
and to explore the relationship between gaming frequency and social skills. The sample consisted
of 1,101 adolescents. The results show that 24.4% of young people acknowledge abandoning,
interrupting or neglecting school duties in order to spend more time playing video games.
Likewise, a higher frequency of use is associated with greater irritability when gaming is
interrupted, a greater need to increase gaming time and more interference in daily life. An
association is also identified between indicators of problematic use and technological stress.
Finally, students who make more intensive use of video game consoles show lower assertiveness,
a greater preference for virtual interaction and a stronger tendency to reduce face-to-face social
activities.

Keywords: Video Games; Adolescents; Secondary School Students; Technology Uses In Education;
Stress Variables; Social Skills; Behavior Problems.

Resumen: El uso problematico de videojuegos constituye una de las principales preocupaciones
educativas y sociales actuales, especialmente durante la adolescencia, etapa en la que las
tecnologias digitales ocupan un lugar central en el ocio, la socializacién y la vida cotidiana. Esta
investigaciéon analiza diversos indicadores asociados al uso problemético de videojuegos en
alumnado de Educacién Secundaria, atendiendo a sus posibles implicaciones académicas,
psicolégicas y sociales. Los objetivos del estudio fueron identificar comportamientos que
evidencien un uso problematico de videojuegos; analizar la relacion entre la frecuencia de uso y
dichos indicadores; estudiar la asociacion entre estos comportamientos y el estrés tecnolégico; y
examinar la relacion entre la frecuencia de juego y las habilidades sociales. La muestra estuvo
compuesta por 1.101 adolescentes. Los resultados muestran que el 24,4% de los jévenes reconoce
abandonar, interrumpir o descuidar obligaciones escolares por pasar mas tiempo jugando.
Asimismo, se observa que una mayor frecuencia de uso se relaciona con mas irritabilidad ante la
interrupcion del juego, mayor necesidad de aumentar el tiempo de juego y mas interferencias en
la vida diaria. También se identifica una asociacién entre los indicadores de uso problematico y el
estrés tecnoldgico. Finalmente, los estudiantes que hacen un uso mas acusado de la videoconsola
presentan menor asertividad, una mayor preferencia por la interaccion virtual y una tendencia
superior a reducir actividades sociales presenciales.

Palabras-clave: Videojuegos, Adolescentes, Estudiantes de secundaria, Uso educativo de la
tecnologia, Estrés, Habilidades sociales, Conducta problematica.
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1. Introduction

Young people in today's society belong to the so-called Generation Z, the first
generation born in the 21st century, fullyimmersed in technology. Taking society as the
shaper of identity, these young people have grown up with different conceptions of
time and space, immersed in immediacy and the chaotic evolution of the present day
(Vazquez & Moujan, 2016). Adolescents of Generation Z incorporate ICT as another
element in their learning and socialisation process (Urosa, 2015). Furthermore, they
spend a large part of their time in cyberspace, where, within a multisensory virtual
environment, they relate to and interact with one another, exchange information,
communicate with peers, interact with strangers, make new friends, and have fun
playing games. Nevertheless, it is indisputable that ICT has become an indispensable
resource in the daily lives of young people. According to the latest data issued by the
INE (2021) in Spain, 96% of 15-year-old adolescents have access to the Internet and
99% report using it for an average of more than 3 hours a day (Diaz-Vicario et al., 2019).

Although Internet and ICT use is widespread among people regardless of age,
their most striking influence is found among the younger population. The health crisis
caused by COVID-19 has only accentuated technology consumption figures among
young people. These devices have become indispensable for communicating with
peers, engaging with the world, and continuing their academic education (Montafa-
Blasco et al., 2020). This context of high technological exposure creates a favourable
scenario for analysing not only the opportunities, but also the risks associated with the
intensive use of ICT during adolescence.

1.1. Problematic ICT and Video Game Use

In the new emerging social context, the use and development of ICT by adolescents
implies new opportunities for their growth, autonomy, development, and personal
education, but also the possible emergence of new risks associated with dysfunctional
use (Diaz-Lépez et al., 2020; Rodriguez-Rodriguez & Garcia-Padilla, 2021; Montag &
Hegelich, 2020). Problematic ICT use is defined as those behaviours related to
neglecting family, educational, or social responsibilities in order to spend more time on
the Internet and playing video games, reduced academic performance, preferring
virtual relationships over real ones, showing restlessness when not receiving messages
or calls, sleep disturbances due to mobile phone use, aggressiveness or irritation when
interrupted while using devices, etc. (Diaz-Lépez et al., 2020). Following the approach
of Polo and Vargas (2024), adolescents constitute a risk group for the development of
behaviours compatible with ICT addiction, as they are constantly seeking new
sensations and, given their characteristics, represent a particularly vulnerable
population (Aznar et al., 2020; Gonzalez-Alvarez et al., 2025).

1.2. Consequences of Problematic Video Game Use

The literature has identified various consequences associated with problematic video
game use, which can be grouped into the academic, psychological, and social domains.
One of the main sources of concern is the enormous amount of time that young people
spend immersed in ICT, as if absorbed by screens, devoting hours and hours of their
time to them (Diaz-Vicario et al,, 2019; Aznar et al., 2020). However, if there has been
one controversy that has had a major impact over recent years, it has been the one
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concerning problematic video game use and the growing demands from the scientific
and healthcare communities to have this activity classified as a mental disorder.

In this regard, it seems that the scientific evidence accumulated over the last
decade, together with the pressure exerted by associations such as the American
Medical Association, which advocates including video game use as a subtype of
addictive disorder (Lloret et al., 2017), led the WHO to officially recognise video game
addiction as a mental disorder at the end of 2019 (Arroyo, 2019), under the
name Gaming disorder, with clinical implementation beginning in 2022. Furthermore,
the new regional addiction plan for the period 2019-2024 incorporated online video
game dependence into the DSM-5, as certain gaming behaviours stimulate reward
systems similar to those activated by drugs, producing behavioural symptoms
comparable to those caused by substances (Sanchez-Dominguez et al., 2021; Carbonell,
2020; Delgado, 2026).

In the present study, this issue was addressed from the perspective of
problematic use, without assessing whether or not it constitutes an addiction. In this
regard, problematic use is defined as actions related to neglecting family, educational,
or social obligations in order to spend more time on the Internet and playing video
games; reduced academic performance; a preference for virtual relationships over face-
to-face relationships; sleep disturbances; and aggressiveness or irritation when
interrupted while playing (Diaz-Lopez et al., 2020). For this reason, video games are one
of the main forms of entertainment in contemporary society and, moreover, constitute
the preferred leisure activity among young people. Accordingly, the prevalence of
problematic video game use in representative samples ranges from 1.2% to 8.5%
(Griffiths et al., 2016). It should be noted that, although electronic devices do not in
themselves pose a potential danger, the almost uninterrupted use of ICTs may interfere
with the normal development of adolescents’ daily lives.

In this respect, Diaz-Lépez (2021) establishes a relationship between a high
frequency of video game use and a decline in academic performance. Gomez-Gonzalvo
et al. (2020), for their part, identify descriptive indicators of psychological pathologies,
such as depression or anxiety, in the problematic use of video game consoles. Along
these lines, Diaz-Lopez et al. (2020) found statistically significant associations between
the frequency of video game use and technostress. Similarly, a recent review study
reports that problematic video game use is associated with higher levels of long-term
stress (Pallavici et al., 2022).

With regard to adolescents’ social sphere, a particularly concerning issue is the
transformation that social relationships have undergone. In this respect, Sdnchez-Diaz
de Mera and Lazaro-Cayuso (2017) point out that the use of technology has modified
the way individuals communicate with others, and they maintain that ICTs occupy an
almost central role in the socialization process, influencing the behaviours and
attitudes of younger people (Garcia-Oliva et al., 2017; Gracia-Granados et al., 2020).
Furthermore, Puerta-Cortés and Carbonell (2014) warn that ICT use displaces the time
young people spend in the “real” world, redirecting it towards the “virtual” world. Diaz-
Vicario et al. (2019) and Romero (2025) likewise indicate that extensive ICT use may
lead to a deterioration in social skills, which may in turn result in a decline in social
relationships. Previous studies on this topic reveal that almost 5% of students report
having reduced the time they spend with their friends because of ICTs (Garcia et al,,
2014). Vifals and Cuenca (2016), for their part, presented findings from their qualitative
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study in which young people highlighted the existence of substantial differences
between face-to-face and virtual communication.

1.3. Justification of the study

Despite the growing interest in video game use, evidence regarding its negative
impact on social skills remains limited, which justifies the need to explore this
relationship further. The most recent publications focus on analysing video game use
and its contribution to the development of social skills (Molano & Suéarez, 2022).
However, there is little literature analysing the negative impact that problematic video
game use has on social skills.

Based on this premise, four specific objectives were established: 1) To describe
behaviours indicating psychologically based problematic video game use. 2) To analyse
the relationship between the frequency of video game use and indicators of
problematic video game use. 3) To analyse the relationship between indicators of
problematic video game use and technological stress. 4) To analyse the frequency of
video game use and its impact through its association with social skills.

2. Methodology

The research design was a quantitative non-experimental survey study. A cross-
sectional design was used; therefore, the study focused its analysis on a specific point
in time (Saez-Lépez, 2017). The sample consisted of a total of 1,101 participants, of
whom 47.8% were boys and 52.2% were girls, enrolled in 1st year of compulsory
secondary education (32.4%), 2nd year (22.3%), 3rd year (24.3%), and 4th year (21%),
aged between 11 and 18 years (17% aged between 11 and 12 years, 46.1% between 13
and 14 years, and 36.2% between 15 and 18 years). This sample, representative at
the 95% confidence level with a maximum estimation error of 5%, was obtained
through a probabilistic sampling process by selecting 10 public schools from the nine
districts that make up the Region of Murcia. The inclusion criteria were as follows:
adolescents enrolled in 1st, 2nd, 3rd, and 4th year of compulsory secondary education
(ESO) attending the ten selected schools. It was not necessary to establish exclusion
criteria due to the nature of the study (Otzen & Manterola, 2017).

2.1. Instrument

The Ud-TIC questionnaire (Maladaptive Use of ICT) (a = .841) (Diaz-Lépez et al., 2022)
was used. The instrument consists of:

— Sociodemographic data: This section comprises seventeen questions regarding
personal information (age, sex, school year, and region). Attitude towards
studying and ICT interference with studying (three items; 5-point Likert scale).
Family supervision of Internet and social network use (1 item; dichotomous
response). Adult responsible for supervision (1 item; polytomous response). ICT
access schedule (1 item; polytomous response). Technological stress (1 item;
dichotomous response).

— Problematic ICT use: This section consists of nineteen items, three of which are
related to the frequency of use of video games (1. Never; 2. Almost never; 3.
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Only at weekends; 4. Several times a week; 5. Every day), mobile phones (1.
Never; 2. Only when | need it; 3. Frequently; 4. A lot; 5. At all times), and other
Internet-connected devices (1. Never; 2. Only when | need them; 3. Frequently;
4. A lot; 5. At all times). The remaining sixteen items assess experiences related
to the problematic use of mobile phones, the Internet, and video games (5-
point Likert scale: 1. Never; 2. Sometimes; 3. Almost always; 4. Quite often; 5.
Always). However, for the purposes of this study, only those items related to
experiences associated with problematic video game use were analysed.

2.2. Procedure

An informed consent document was provided, and authorisation was requested from
each participant's parents or legal guardians. Students were provided with an informed
assent document explaining the anonymous and voluntary nature of their
participation. Both documents were previously approved by the Research Ethics
Committee of the University of Murcia. The instrument was administered in paper
format. Data collection took place during tutorial periods and in the presence of the
class tutor, who was informed about the session procedure and was provided with the
Ud-TIC questionnaire beforehand so that they would be familiar with it. Completion of
the questionnaire took between 12 and 20 minutes.

2.3. Data Analysis

A descriptive analysis of the sample was conducted by calculating measures of central
tendency (mean and standard deviation). The Kolmogorov-Smirnov (K-S) normality
test was applied, revealing that the sample did not follow a normal or symmetrical
distribution (p < .05). Consequently, non-parametric tests were used, specifically
the Mann-Whitney U test (for two groups) and the Kruskal-Wallis test (for more than
two groups). To establish relationships between variables, contingency
tables and Pearson's chi-square test were employed to determine the existence of
statistically significant associations. Cramer's V was used to assess the magnitude of
statistically significant associations.

2.4. Ethical Considerations

This research was approved by the Research Ethics Committee of the University of
Murcia. The study was conducted in accordance with the principles of the Declaration
of Helsinkiand approved by the Research Ethics Committee of the University of
Murcia, Protocol  code  2306/2019. Students participated voluntarily  and
anonymously when completing the questionnaire. The study complied with the privacy
and data protection policy (APA Standard 4.1). Likewise, participants were informed
that they could withdraw from the study at any time (APA Standard 8.2).

3. Results

First, the results addressing the first objective are presented. This objective focused on
describing psychological behavioural indicators of problematic video game use at the
general level and according to sex and school year.

3.1. Psychological Indicators of Problematic Video Game Use at the General
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Level, by Sex and School Year

The data analysis, as shown in Table 1, indicates that 24.4% of adolescents abandon
what they are doing in order to play video games. 19.8% of the young participants who
report high console use become angry or irritated when someone bothers them while
they are playing, while this  occurs "sometimes" for 26.6% of  them.
Furthermore, 11.9% of the students feel the need to spend increasingly more time
playing in order to feel satisfied.

Table 1. Descriptive statistics of the indicators of problematic video game use.

item Always Almost Quite Sometimes Never M Md SD
n (%) always n often n n (%) n (%)
(%) (%)

You stop what you are 91(8.3) 105 (9.5) 73 (6.6) 278 (25.2) 554 40 5 1.30
doing in order to play (50.3) 0

video games

You get angry or 60 (5.4) 62 (5.6) 97 (8.8) 293 (26.6) 589 4.1 5 1.15
irritated when (53.5) 7

someone bothers you

while you are playing

You feel the need to 31(2.8) 40 (3.6) 61 (5.5) 179 (16.3) 790 45 5 096
spend increasingly (71.8) 0

more time playing in

order to feel satisfied

Note. Values indicate frequency (n) and percentage (%). M = mean; Md = median; SD = standard deviation.

With regard to sex, the results indicate the existence of statistically significant
differences between boys and girls regarding disproportionate reactions to
interruptions during online gaming, with boys showing the greatest level of
problematic behaviour (p < .001). Thus, 30% of boys become angry or irritated if
someone bothers or interrupts them while they are playing. Among girls, by contrast,
only 10% become upset if their gaming activity is interrupted. Additionally, 17% of
boys report that they frequently feel the need to spend increasingly more time playing
video games in order to feel satisfied, followed by 24% who state that this
occurs sometimes (p < .001). Likewise, 28% of boys report that they frequently neglect
their tasks in order to play video games, whereas among girls only 20% neglect or
abandon other activities in order to play. Statistically significant differences were found
between neglecting tasks to play video games and sex (p < .001).

Regarding school year, no statistically significant differences were found in
relation to the occurrence of irritation or anger when gameplay is interrupted (p =
.308), nor with respect to the need to spend increasingly more time using the console
in order to feel satisfied (p = .150). However, the data analysis revealed statistically
significant differences according to school year with respect to neglecting tasks in
order to play video games, with third-year secondary education students (3rd
ESO) showing the greatest level of problematic behaviour (p < .001). Thus, 35% of
students in 3rd year of compulsory secondary education frequently abandon what they
are doing in order to play video games, compared with 25% of students in 1st
year, 22% of students in 4th year, and 18% of students in 2nd year.
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3.2. Relationship Between Gaming Frequency and Indicators of Problematic
Video Game Use

To address the second objective, which focused on analysing the relationship
between video game use frequency and indicators of problematic video game use, it
should first be noted that the participants who showed the highest levels of anger
when interrupted or bothered while playing were those who played every day (27.5%),
followed by those who played several times a week (6.3%), only at weekends
(6.3%), rarely (3.6%), and never (2.0%). Statistically significant differences were found
between video game use frequency and irritability or anger when gameplay is
interrupted (x2(16) =249.090, p < .001) with a small effect size (V < .10). Therefore, the
data analysis indicates that a higher frequency of video game use is associated with
greater irritability when gameplay is interrupted.

90
80
70
60

50 Always
= Almost always
Quite often
40 Sometimes
Never

30

20

0 . . - — .

Every day Several times a week Weekends Rarely Never

Figure 1. Relationship between the frequency of video game use and the need to spend more time playing.

Note. The values represent the percentage of adolescents in each category of gaming frequency (daily,
several times a week, weekends, rarely, and never) who report an increasing need to spend more time

playing.

Along these lines, as shown inFigure 1,29% of adolescents who
play daily report needing to spend increasingly more time playing in order to feel
satisfied. In contrast, the percentage reporting this need is noticeably lower among
those who play several times a week (9.2%), only at weekends (6.3%), rarely (3.7%),
and never (3.4%). A statistically significant relationship was found between video game
use frequency and the need to spend increasingly more time playing in order to feel
satisfied (x*(16) = 180.614, p < .01) with a small effect size (V < .10).

Additionally, those young people who report a higher frequency of video game
use are also the ones who most frequently neglect their responsibilities in order to
continue playing. Thus, 34.8% of those who play every day neglect their responsibilities
in order to spend more time playing, followed by 23.6% of those who play several times
a week, 11.4%of those who play only at weekends, and 17.5% of occasional players. A
statistically ~significant relationship was found betweenvideo game use
frequency and neglecting responsibilities of various kinds (x*(20) = 130.563, p < .01)
with a small effect size (V < .10).
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3.3. Association Between Problematic Video Game Use and Technostress

To address the third objective, which focused on analysing the relationship
between indicators of problematic video game use and technological stress, it should
be noted that a statistically significant association was found between irritability when
gameplay is interrupted and technological stress (x*(4) = 30.550, p < .001) with a small
effect size (V < .10). Thus, 48.3% of the young people who always become irritated
when their gameplay is interrupted and 50.0%of those who become irritated almost
always report feeling technologically stressed, whereas among those who become
irritated only sometimes when prevented from playing, only 24.9% report feeling
stressed. Likewise, as shown in Figure 2, a statistically significant relationship was found
between the need to spend increasingly more time playing in order to feel
satisfied and technological stress (x*(4) = 47.068, p < .001) with a small effect size (V <
.10). This indicates that those users who report a greater need to spend more time
playing (64.5% responding Always and 60% responding Almost always) experience
higher levels of technological stress than those who report this need only Sometimes

(34.1%).
100 %
90 %
80% B 40
52,5
70%
65,9
73,3
60 %
50% No
o Yes
40 %
30%
47,5
20%
26,7
10%
0%
Always Almost always Quite often Sometimes Never

Figure 2. Relationship between technological stress and the need to spend increasingly more time playing.

Note. Values represent the percentage of adolescents reporting technological stress according to their need
to spend increasingly more time playing (Never, Sometimes, Quite often, Almost always, and Always)

Additionally, the data analysis highlights that those young people who stop
going out with their friends in order to play video games are also the group reporting
the highest levels of technological stress (x’(4) = 14.901, p < .005) with a small effect
size (V < .10). Thus, 63% of students who always stop going out in order to spend more
time playing video games report feeling stressed, followed by 50% of those who almost
always stop going out to spend more time playing. In contrast, among students who
stop going out with their friends in favour of gaming only sometimes, the percentage
of stressed adolescents decreases considerably (37.2%). Conversely, no statistically
significant relationship was found between neglecting responsibilities in order to play
video games and technological stress (x’(4) = 7.766, p < .101) with a small effect size (V
<.10).

288


https://doi.org/10.17398/1695-288X.25.2.281
http://relatec.unex.es/

Revista Latinoamericana de Tecnologia Educativa, 25(2) Revista Latinoamericana
https://doi.org/10.17398/1695-288X.25.2.281 r\) E I_AT E C de Tecnologia Educativa

3.4. Frequency of video game use and its impact on social skills

Finally, in order to address the last specific objective, which focused on analysing the
frequency of video game use and its impact on social skills, it is necessary to point out
that students who make more intensive use of the video game console show lower
assertiveness when expressing a different opinion face-to-face than those who play
less frequently. Thus, 31.8% of young people who play video games every day admit
that expressing an opinion different from that of another person during face-to-face
interaction is slightly (10.1%) or very slightly (21.7%) characteristic of themselves. In
contrast, among those who play only at weekends, only 18.8% acknowledge that
expressing a different opinion in a face-to-face interaction is slightly or very slightly
characteristic of themselves. Among occasional players, this percentage is 17.7%. The
data  analysis indicates the existence of astatistically significant
relationship between the frequency of video game console use and the ability to
express a different opinion in person (x*(20) = 46.640, p < .05) with a small effect size (V
<.10).

With regard to thevirtual environment, those adolescents who use the
console more frequently are also those who show lower levels of assertiveness ()(2(16)
=27.361, p < .05, V = .038). In this regard, 31.9% of users who use the console every
day indicate that expressing a different opinion on the Internet is slightly or very
slightly characteristic of their way of being. In contrast, among weekend players, this
percentage decreases to 22.9%. Likewise, the data analysis highlights the existence of
a statistically significant relationship between the frequency of video game console
use and the preference for virtual communication (x2(16) =72.996, p <.01) with a small
effect size (V < .10), with those students who report the highest frequency of use being
those who prefer virtual communication.

Thus, as shown inTable 2,46.3% of students who play the console every
day state that they find it easier to interact through the Internet. By contrast,
only 14.2% of those who rarely play video games and 14.3% of those who never use the
console prefer this type of virtual interaction.

Table 2. Relationship between the frequency of video game use and preference for virtual communication.

Frequency of

e M e | autedfn Samnes Nt g so
Never 24(6.1) 3282 46(118)  134(343) 155(39.6) 390 4 118
Rarely 16(58)  23(84) 38(138)  101(367) 97(353) 387 4 115
Weekendsonly ~ 9(47)  22(11.5) 26(135  60(313) 75(39.1) 3.89 4 118
\fvee‘fkra' timesa 19109  25(144) 22(126)  55(316) 53(305) 356 4 135
Every day 21(304)  11(15.9) 9(13.0) 16(232) 12(174) 281 3 152
Total 89(81)  113(103)  141(128)  366(332) (3359.26) - - —

Note. Values indicate frequency (n) and percentage (%). M = mean; Md = median; SD = standard deviation.
The response variable corresponds to the perceived ease of interacting through the Internet rather than
through face-to-face interaction.
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Likewise, 23.1% of adolescents who use the video game console every day stop
going out with their friends in order to spend more time playing. The same occurs
among 8.4% of those who play several times a week, 2.1% of those who play only at
weekends, and 1.1% of those who rarely play.

These results indicate the existence of a statistically significant
relationship between the frequency of video game useand giving up social outings
with friends in order to spend more time playing, with those students who report the
highest frequency of use also being those who most neglect their social circle in favour
of online gaming (x*(16) = 108.722, p < .01) with a small effect size (V <.10).

4, Discussion and Conclusions

The problematic use of online video gamesis a phenomenon that has gained
increasing relevance in recent years, in parallel with the global rise of ICT. Recent
literature has highlighted its association with indicators of psychological distress, such
as anxiety, depression, insomnia, and stress, as well as with difficulties in interpersonal
relationships (Cudo et al, 2019; Kuss & Griffiths, 2012). For these reasons,
understanding the mechanisms involved in problematic video game use is of key
importance.

The present study sheds light on the understanding of problematic video game
use among adolescents, indicating thatone in every five young people reports
abandoning, interrupting, or neglecting their school obligations in order to spend
more time playing video games. These results differ from those reported by Garcia-
Oliva et al. (2017), who found that only one in every ten students who plays video
games experiences interference in daily life. These findings point to a gradual increase
in the interference of ICT in general, and of video game consoles in particular, in
adolescents' lives over recent years.

On the other hand, sex appears to be a determining factor. In this regard, the
present study found that boys become angrier than girls when they are interrupted
while playing, and they are also more likely to interrupt other activities in order to
continue using video games. These findings are consistent with those reported by Diaz-
Lépez et al. (2020), who also found greater video game consumption among boys than
among girls.

With regard to technological stress, the results of the present study show that
those adolescents who report indicators of problematic video game console use (such
as becoming angry when interrupted, the need to spend increasingly more time
playing, or giving up social activities) present higher levels of technological stress.
These findings are consistent with previous research identifying an association
between problematic video game use and perceived stress (Canale et al., 2019;
Pallavicini et al., 2022; Romero et al., 2025).

One possible interpretation of this relationship may be linked to certain
characteristics of video games, such as the intensity of stimulation or emotional
involvement, especially in competitive or multiplayer settings (Ellithorpe et al., 2022).
However, given the cross-sectional nature of the study, these results should be
interpreted in terms of association rather than causality. Furthermore, extensive use
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may be associated with more severe psychological disorders such as anxiety and
depression (Canale et al., 2019).

Likewise, it has been confirmed that a high frequency of video game useis
associated with the need to spend increasingly more time playing in order to feel
satisfied. This may be related to the fact that individuals can experience a greater sense
of belonging to the group within the video game or during gameplay, especially
in multiplayer game), which would imply greater perceived social support, as also
occurs with the use of social networking sites (Caba-Machado et al., 2022).

In this regard, the findings highlight theindividual psychological
distress associated with problematic video game use during adolescence and the need
to address this issue through primary and secondary prevention strategies, such
as parental training or empowerment programmes.

With regard to social skills, the results indicate that a higher frequency of video
game use is associated with lower levels of assertiveness, both
in online and offline contexts. These findings are consistent with previous studies that
have identified relationships between intensive video game use and certain difficulties
in social interaction (Sauter et al., 2021; Vallejos & Capa, 2010; Valdéz-Castro et al.,
2025). Likewise, it is observed that a relevant proportion of adolescents reduce the time
devoted to face-to-face social activitiesin favour of online gaming, which may be
linked to changes in forms of socialisation characteristic of digital environments.

Additionally, it was found that two out of every ten adolescents stop going out
with their friends in order to spend more time playing. These results are considerably
higher than those reported by Garcia et al. (2014). Likewise, those students who
report the highest frequency of video game console use are also those who most
neglect their social circle in favour of online gaming. The importance of these findings
lies in a broader problem affecting a large proportion of today's society: loneliness,
which, as reported in the literature, is associated with problematic video game use
(Cudo et al., 2019).

Therefore, it is concluded by highlighting that one out of every five young
people acknowledges abandoning, interrupting, or neglecting their school
responsibilities in order to spend more time playing video games. The results obtained
indicate that problematic video game useis associated with higher levels of
technological stressin adolescents, as well as with indicators of interference in
academic and social life. Likewise, intensive ICT useis associated with possible
difficulties in the development of social skills, revealing a partial shift from face-to-face
interactions towards virtual environments. Thus, two out of every ten adolescents have
stopped going out with their friends in order to continue playing video games.

In light of these findings, the need to design and implement parental education
and training programmes to promote a more adaptive use of video games in particular,
and ICT in general, among adolescents becomes evident. This study is not without
limitations. In this regard, the data were obtained through adolescents' self-reports;
therefore, future research should gather information from other sources, such as
families and teachers, which would make it possible to triangulate the information and
gain a deeper understanding of the causes of this problem.
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As a future line of research, the design and implementation of a parental
training programme on the adaptive use of video games during adolescence is

proposed, together
programmes and actions.

with the promotion of parental

empowerment training

With this study, which forms part of and is framed within the broader research
conducted by Diaz-Lépez (2021), the aim is to deepen our understanding of this issue
and to move closer to understanding the consequences of problematic technology use
among Generation Z young people, who, immersed in a fully digitalised society, require
the use of technology in every aspect of their lives.
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