Table 2 Demographic and psychological characteristics of the overall sample (V= 824) categorised by IGD classification groups

Non-problem (N=757) At-risk (N=41) Clinical (N=26) Group differences Effect size  Post hoc®

M SD M SD M SD F(df=2) p n?
T Age 14.1 1.5 14.5 1.3 14.5 12 9 012  <0.01 ~ :
© Gender 1.5 0.5 1.2 0.4 1.1 03 214 <001 005 C=R>N @
! VG hours/week 48 8.1 20.8 16.3 ik 13.3 141.9 <001 026 C>R>N
Gaming cognition
s Overvaluing 0.8 1.6 35 34 7.8 39 153.6 <001 038 C>R>N
: Maladaptive rules 1.3 2.0 5.6 32 8.7 39 153.4 <0.01 0.38 C>R>N
:: Gaming self-esteem 0.8 1.6 3.8 2.8 74 2.8 184.8 <0.01 042 C>R>N
: Gaming acceptance 0.5 1.5 3.1 29 55 3.0 125.8 <0.01 0.34 C>R>N
- Total score 2.8 4.9 14.8 10.0 29.8 12.4 206.7 <001 048 C>R>N
DASS
: Depression 43 45 7.4 6.9 7.0 6.2 56 <001  0.02 C=R>N
: Anxiety 44 45 6.1 4.4 6.9 5.8 7.6 <001  0.02 C=R>N
: Stress 54 54 7.4 5.7 8.7 5.7 78 <001  0.03 C=R>N

! Gender coding: I Male, 2 Female. >N, Non-problem, R At-risk, C Clinical. * Tukey HSD test. VG Video Gaming
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