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ABSTRACT

The aim of this study was to explore the moderating role of psychosocial well-being in the relationship 
between gaming motivation and problematic gaming among problematic and recreational online 
gamers. Data from 511 online video game players (M = 24.89, SD = 6.39) were analyzed. Problematic 
online gaming was positively correlated with social anxiety, loneliness, and stress, as well as with 
social escape, competition, coping, skill development, and fantasy motives for playing online video 
games. Negative correlation was found between problematic gaming and life satisfaction. The results 
showed significant interaction terms between loneliness and social motive, life satisfaction and 
recreation and coping motive, and stress and fantasy motive among problematic gamers. Furthermore, 
results showed a significant interaction term between stress and skill development motive among 
recreational gamers. The results are discussed in the framework of the compensatory internet use 
model (Kardefelt-Winther, 2014a).
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INTRODUCTION

Playing video games has become a very popular habitual leisure activity. For many individuals, it 
is mainly a benign source of entertainment that has potential to produce benefits in several areas 
including cognitive, social, educational, and therapeutic (Colder Carras et al., 2018; Granic, Lobel, 
& Engels, 2014). However, there is a growing scientific concern that a minority of gamers, who play 
excessively, meet criteria for addictive gaming, such as loss of control and functional impairment 
with impacts on psychological well-being (Billieux et al., 2017; Jo et al., 2019; Király, Nagygyörgy, 
Griffiths, & Demetrovics, 2014).

Considering significant importance to public health, Internet gaming disorder (IGD) has been 
recently included in the 11th revision of the International Classification of Diseases (WHO, 2019). ICD-11 
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defines internet gaming disorder as a pattern of gaming behavior (“digital-gaming” or “video-gaming”) 
characterized by impaired control over gaming, increasing priority given to gaming over other activities 
to the extent that gaming takes precedence over other interests and daily activities, and continuation or 
escalation of gaming despite the occurrence of negative consequences. Moreover, Internet Gaming Disorder 
(IGD) has been included in Section III of DMS-5-TR by the American Psychiatric Association (2022) 
as a result of research on problematic gaming and its significance for public health, which has provoked 
abundant criticism and a continuing debate among scholars concerning conceptualization and clinical 
significance of problematic gaming as a formal psychiatric diagnosis (Aarseth et al., 2017; Schimmenti 
& Starcevic, 2019). A focal point of disagreements involves a tendency to apply the biomedical approach 
to the concept of IGD, using criteria similar to those of substance-use disorders and addiction, without 
considering alternative etiological models (Billieux et al., 2015; Van Rooij et al., 2018). In line with the 
view of the Internet as a social environment, problematic gaming should not be considered apart from its 
psychosocial context (Musetti & Corsano, 2018) and psychological needs that individuals aim to meet 
(Kardefelt-Winther, 2014a). As proposed by the model of compensatory internet use (CIU) (Kardefelt-
Winther, 2014b), problematic gaming could be intended as a maladaptive coping strategy to compensate 
for psychosocial problems with the underlying motivation to restore psychological well-being. Given 
that socially anxious or lonely people may engage in video gaming for socializing (motive) or stressed 
people to escape (motive) from reality, in this compensatory view problematic gaming may occur when 
individuals are motivated to use video games as a mean to cope with their life problems. Individuals with 
high psychological maladjustment could be more motivated to use video games to alleviate or compensate 
for their negative feelings occurring from unfavorable life situation, potentially starting a vicious circle 
ending with problematic use. Consequently, the aim of this study is to test the CIU model by exploring 
the relationship between motivation, psychological well-being and problematic gaming.

Previous studies have confirmed a relation between problematic gaming and a wide range of 
psychological factors. Studies on excessive forms of gaming have shown a direct positive association 
between problematic gaming and psychosocial factors such as loneliness, lack of social skills, life 
dissatisfaction, and low self-esteem (Festl, Scharkow & Quandt, 2013; Kim & Kim, 2010; Lemmens, 
Valkenburg, & Peter, 2011a). When investigating the relationship between psychological characteristics 
and problematic gaming, it was found that players’ unstable self-esteem and/or hypersensitivity to 
success or failure increase likelihood of problematic gaming (Beard & Wickham, 2016), depending 
on their perceptions of self-efficacy and a sense of achievement experienced during online gaming 
(Calado, Alexandre & Griffiths, 2014). Exploring psychological well-being and motivation for play 
simultaneously may have some merit in understanding problematic gaming.

According to the studies examining the role of gaming motives as mediating factors in the 
development of problematic gaming (Király et al., 2015; Ballabio et al., 2017), psychiatric distress 
has both direct and indirect effects on problematic online gaming, via escape motive for playing 
(but also via competition and fantasy motives, respectively). Li, Liau and Khoo (2011) have found 
that depression mediates the relationship between actual-ideal discrepancies and escapism, and 
escapism in turn mediates the relationship between depression and pathological gaming, suggesting 
that pathological gaming may be an over-regulated coping strategy for approaching the ideal self 
and avoiding the actual self. Likewise, Kardefelt-Winther (2014b) demonstrated that escapism and 
achievement motives mediate the relationship between stress and excessive online gaming.

In the present study gaming refers to playing all types of online games, excluding those that include 
gambling. To determine when and why video gaming, a generally healthy leisure activity, becomes 
problematic, and to gain deeper understanding of the relation between video gaming and psychological 
functioning (Von Der Heiden, Braun, Müller, & Egloff, 2019) we need to concentrate on the minority 
of problematic gamers. By analyzing problematic gamers separately, a better explanation of IGD may 
be obtained, which would otherwise be omitted when examining the full sample of gamers. In line 
with the CIU model, the present study starts from the assumption that a major motivational drive to 
excessive gaming is to relieve psychosocial problems (e.g., loneliness, social anxiety, stress). This 
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can be tested by exploring whether the association between motivations to play and problematic 
gaming vary depending on the level of psychosocial well-being. Hence, the aim of this study is to 
explore moderating role of psychosocial well-being in the relationship between motivations to play 
and problematic gaming among problematic and recreational gamers, classified based on their IGD 
scores. It is hypothesized that motives for playing online games are more strongly associated with 
problematic gaming in individuals who report lower levels of psychosocial well-being, compared to 
those who report higher levels of psychosocial well-being. The interactions between psychological 
well-being and motives to play are expected to be significant only among problematic gamers.

METHOD

Participants and Procedure
The study was conducted among online video game players aged 318 years, using an online questionnaire 
and the snowball sampling method. Links to the survey were placed on various online video game forums 
in the Croatian language (HCL.hr Gaming Forum, Bug Online Forum and Forum.hr), Facebook Groups 
and Pages and Discord gaming groups. All Croatian-language questionnaires were administered in 
accordance with the Croatian Psychological Chamber’s Code of Ethics. Anonymity of the participants 
was guaranteed, and they had not received any form of compensation. From the total of 582 online 
video game players who completed the survey, the analysis included 511 participants who met the 
age-related inclusion criteria (3 18 years) and provided complete, non-stereotyped answers. The sample 
was predominantly male (77.7%, n = 397), aged 18 ‒ 57 years (M = 24.89, SD = 6.39), mostly from 
Croatia (86.8%, n = 444) followed by Serbia (6.3%, n = 32), Bosnia and Herzegovina (3.7%, n = 19) 
and Germany, Austria, Ireland, Czech Republic, Denmark, Sweden (3.1%, n = 16).

Measures

•	 Motives for Online Gaming Questionnaire (MOGQ) (Demetrovics et al., 2011) is a 27-item 
self-report measure used to assess the full range of motives for online gaming. The items are 
measured on a 5-point Likert scale from “never” to “almost always/always”, with higher scores 
indicating higher frequency of respective motivational dimension. Cronbach’s alpha reliability 
coefficients of 7 motivational dimensions assessed by MOGQ subscales were high: Social (α = 
.86), Escape (α = .88), Competition (α = .91), Coping (α = .74), Skill Development (α = .92), 
Fantasy (α = .86), and Recreation (α = .81).

•	 Internet Gaming Disorder Scale (IGDS-SF9) (Pontes & Griffiths, 2015) is a 9-item scale used 
to assess IGD based on DSM-V diagnostic criteria for IGD (APA, 2013). The measure is based 
on gaming over the past 12 months, and each item represents one of the criteria included in 
DSM-V. The questions are answered using a 5-point Likert scale ranging from “never” to “very 
often”. A participant’s score is calculated as a composite score of answers, ranging from 9 to 
45. Higher scores indicate more severe cases of IGD (APA, 2013). In this study the IGDS-SF9 
had a high reliability score, Cronbach’s alpha α = .85.

•	 UCLA Loneliness Scale (USC-8) (Hays & DiMatteo, 1987) is an 8-item short-form UCLA Loneliness 
Scale. The questions are answered using a 4-point Likert scale ranging from “never” to “always”. 
Higher scores indicate greater degrees of loneliness. In this study Cronbach’s alpha was high, α = .89.

•	 Social Interaction Anxiety Scale (SIAS) (Fergus, Valentiner, McGrath, Gier-Lonsway, & Kim, 
2012) is a 6-item short-form self-report measure used to assess generalized social interactional 
anxiety. Participants were asked to rate the extent to which they feel each of six statements is 
true for them using a 4-point Likert scale ranging from “not at all” to “extremely”. The present 
study determined high internal reliability of Cronbach’s alpha α = .86.

•	 Perceived Stress Scale (PSS) (Cohen, Kamarck & Mermelstein, 1983) is a self-report measure that 
evaluates the level of perceived stress. The short form used in this study consisted of 4-items answered 
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on a 5-point Likert scale, ranging from “never” to “very frequently”. Higher scores indicate higher 
perceived stress. Internal reliability of the present study was acceptable, with Cronbach’s alpha α = .66.

•	 Satisfaction with Life Scale (SWLS) (Diener, Emmons, Larsen, & Griffin, 1985) is a self-report 
measure that assesses respondent’s satisfaction with life as a whole. SWLS consists of 5 items, 
answered using a 5-point Likert scale ranging from “strongly disagree” to “strongly agree”. 
Higher score indicates higher life satisfaction. In this study, Cronbach’s alpha was high, α = .81.

RESULTS

On average, the participants reported to play video games for 20.4 (SD = 19.24) hours per week and their 
motivation for online gaming was above average in all of the motive dimensions. The most prominent motive 
was Recreation (M = 4.17; SD = 0.71) and Fantasy (M = 2.37; SD = 1.18) was the least prominent. On 
the IGDS-SF9 scale, the average score obtained by participants was 18.08 (SD = 6.46), which indicates 
that, on average, our gamers had few or none IGD symptoms or problems with gaming (Table 1).

For research purposes, our gamers were classified into a group of problematic gamers (22.5%, N = 
115), consisting of those who answered “sometimes”, “often” or “very often” to 5 or more IGDS-SF9 
questions (DMS-V cut-off point of 5 or more criteria), and a group of recreational gamers (77.5%, N 
= 396) with none, few or less than 5 IGD symptoms. On the psychological well-being scales, a shift 
of the average scores toward lower values on social anxiety and higher values on loneliness, stress 
and life satisfaction scales, implies that the participants were on average less socially anxious but 
lonelier, more stressed and more satisfied with life.

IGD was significantly positively correlated with social anxiety, loneliness, stress, and all 
motivational dimensions except recreation, with the highest correlation for escape motive (Table 2). 
A significant negative correlation was found between IGD and life satisfaction.

The moderating effect of psychosocial well-being on the relationship between motivations to play 
and problematic gaming was tested using multiple regressions with multigroup path analysis for each 

Table 1. 
Descriptive statistics in measures of IGD, social anxiety, life satisfaction, loneliness, stress, motives for online gaming, and 
weekly gaming time

M SD TR α

IGD 18.08 6.46 9-45 .85

Social Anxiety 11.58 5.22 6-30 .86

Life Satisfaction 17.04 4.18 5-25 .81

Loneliness 14.22 5.46 8-32 .89

Stress 9.56 3.15 4-20 .66

Social Motive 2.77 1.10 1-5 .86

Escape Motive 2.65 1.16 1-5 .88

Competition Motive 3.20 1.18 1-5 .91

Coping Motive 3.26 0.91 1-5 .74

Skill Development Motive 3.26 1.15 1-5 .92

Fantasy Motive 2.37 1.18 1-5 .86

Recreation Motive 4.17 0.71 1-5 .81

Weekly Gaming Time (h) 20.4 19.24 - -

Age 24.89 6.39 18-57 -
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moderator: loneliness, life satisfaction, social anxiety and stress. In each path model, motivations to play, 
moderator and control variables (weekly gaming time and age) were entered as predictors. Additionally, 
interactions between motivations to play and moderators were included to test for moderation effects.

The first multigroup path analysis model with loneliness as a moderator, indicated a good fit to 
the data (Table 3).

Results of loneliness model for problematic and recreational gamers are presented in Table 4. 
Among problematic gamers, a significant interaction term was found between loneliness and social 
motive (β = .134, p < .05). In those with high loneliness score, higher levels of social motives result 
in more IGD symptoms (Figure 1) which demonstrates that loneliness moderates the relationship 
between social motives and IGD. The loneliness model did not show any significant interaction between 
loneliness and motives to play among recreational gamers. The loneliness model explained 35.4% of 
variance of IGD symptoms for problematic gamers and 16.0% of variance for recreational gamers.

Table 2. 
Correlations between measures of IGD, social anxiety, life satisfaction, loneliness, stress, motives for online gaming and 
weekly gaming time

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

1. IGD 1 .333** -.302** .407** .376** .216** .459** .243** .245** .116** .304** .274** .062 .354** -.178**

2. Social 
Anxiety

1 -.439** .721** .442* -.004 .402** -.046 .133** -.024 .322** .125** -.018 .050 -.222**

3. Life 
Satisfaction

1 -.528** -.526** .014 -.339** -.010 -.069 .142** -.186** .055 .095* -.015 .132**

4. Loneliness 1 .556** -.022 .438** -.005 .081 -.125** .306** .072 -.082 .111** -.237**

5. Stress 1 .028 .081 .023 .062 .075 .107* -.015 .078 -.008 .025

6. Social 1 .214** .329** .288** .395** .196** .214** .219** .328** -.188**

7. Escape 1 .096* .536** .189** .541** .228** .105* .193** -.196**

8. 
Competition

1 .201** .277** .117** .302** .155** .205** -.218**

9. Coping 1 .428** .420** .254** .349** .092* -.014

10. Skill 
Development

1 .268** .225* .345** .347** -.096*

11. Fantasy 1 .309** .249* .095* -.114**

12. 
Achievement

1 .206** .194** -.155**

13. 
Recreation

1 .091* -.021

14. Weekly 
Gaming 
Time

1 -.224**

15. Age 1

*p < 0.05; **p < 0.01

Table 3. 
Summary of fit indices for social anxiety, life satisfaction, loneliness, and stress moderation model

X2/df RMSEA SRMR CFI GFI

Social Anxiety 1.374 .027 .0341 .996 .992

Life Satisfaction 1.338 .026 0322 .996 .992

Loneliness 1.859 .041 .0398 .988 .989

Stress 1.628 .035 .0372 .993 .991

Note: χ2= Chi-square, df = degrees of freedom, χ2/df = ratio of χ2 to df, CFI = Comparative Fit Index, GFI = Goodness of Fit Index,
SRMR = Standardized Root Mean Square Residual, RMSEA=Root Mean Square Error of Approximation
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The second multigroup path analysis model with life satisfaction as a moderator showed a good 
fit to the data (Table 3). Results of life satisfaction model for problematic and recreational gamers 
are presented in Table 4. Two significant interaction terms were found: between life satisfaction and 
recreation motive (β = .243, p < .05) and between life satisfaction and coping motive (β = -.131, p < 
.05). In problematic gamers with low life satisfaction score, higher levels of both recreation motive 
(Figure 2) and coping motive (Figure 3) result in less IGD symptoms.

This demonstrates that life satisfaction moderates the relationship between motives to play 
(recreation and coping) and IGD. The life satisfaction model did not show any significant interaction 
between life satisfaction and motives to play among recreational gamers. Variables in life satisfaction 

Figure 1. 
Moderation effect of loneliness on association between IGD and social motive in problematic gamers group

Figure 2. 
Moderation effect of life satisfaction on association between IGD and recreation motive in problematic gamers group
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model explained 35.8% of variance of IGD symptoms for problematic gamers and 14.8% of variance 
for recreational gamers.

In the third multigroup path analysis model with social anxiety as a moderator, a good fit to the 
data was obtained (Table 3). Results of social anxiety model for problematic and recreational gamers 
are presented in Table 4. Social anxiety model did not show any interaction between social anxiety 
and any other motive to play among either problematic or recreational gamers. Social anxiety model 
explained 33.1% of variance of IGD symptoms for problematic gamers and 15.9% of variance for 
recreational gamers.

The fourth multigroup path analysis model with stress as a moderator showed a good fit to the 
data (Table 3). Results of stress model for problematic and recreational gamers are presented in Table 
4. Among problematic gamers, two significant interaction terms were found: between stress and 
recreation motive (β = -.267, p < .05), and between stress and fantasy motive (β = -.149, p < .05). 
In those with high stress scores, less IGD symptoms were associated with higher levels of recreation 
motive (Figure 4), whereas in those with low stress scores, less IGD symptoms were associated with 
higher levels of fantasy motive (Figure 5).

This demonstrates that stress moderates the relationship between motives to play (recreation 
and fantasy) and IGD. The stress model displays significant interaction between stress and skill 
development motive (β = .076, p < .05) among recreational gamers (Table 4).

As shown in Figure 6, in recreational gamers with low stress scores, higher levels of skill 
development result in less IGD symptoms. Variables in the stress model explained 37.1% of variance 
of IGD symptoms for problematic gamers and 17.0% of variance for recreational gamers.

DISCUSSION

A hypothesis that motives for playing online games are more strongly associated with problematic 
gaming for individuals who report lower levels of psychosocial well-being, compared to individuals 
who report higher levels of psychosocial well-being was partially supported. Findings of the loneliness 
and life satisfaction models revealed a significant interaction effect in problematic gamers with no 
interaction effects in recreational gamers. Stress model findings identified significant interaction 

Figure 3. 
Moderation effect of life satisfaction on association between IGD and coping motive in problematic gamers group
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effects in both problematic and recreational gamers. There were no significant interaction effects in 
the social anxiety model among problematic gamers. Aspects of psychosocial well-being (loneliness, 
life satisfaction, stress and social anxiety) where analyzed as moderators between motivations to play 
and problematic gaming and discussed separately as a follow up.

Interaction between loneliness and social motive was a significant predictor of disordered gaming 
among problematic gamers. Several studies show a direct positive association between loneliness 
and problematic gaming (Caplan, Williams, & Yee, 2009; Shen & Williams, 2011), suggesting that 
problematics gamers are more likely to be lonely and less socially competent (Khazaal et al., 2016; 
Lemmens, Valkenburg, & Peter, 2011b). The main idea of these studies, supported by our results, is 

Figure 4. 
Moderation effect of stress on association between IGD and recreation motive in problematic gamers group

Figure 5. 
Moderation effect of stress on association between IGD and fantasy motive in problematic gamers group
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that people when feeling lonely or socially deprived, turn to online gaming as a form of compensation 
to satisfy their needs (Blais, Craig, Pepler, & Connolly, 2008; Wan & Chiou, 2006). For lonely people, 
online gaming has socially accommodating characteristics like visual anonymity, greater response 
time, fewer non-verbal clues and it is an easily accessible way to interact with others. Because of 
their rare social interactions, some lonely people could be less socially skilled. Therefore, online 
gaming is very appealing, it can provide a safer way to interact without being really accountable for 
one’s actions and for getting away with fewer repercussions compared to face-to-face interactions. In 
virtual gaming environments, gamers can partially satisfy their unmet need for sociability, and virtual 
relationships are perceived as meaningful as real-world relationships (Billieux et al., 2013). Thus, 
engagement in virtual gaming environments can successfully alleviate the feeling of loneliness, but 
the root cause of loneliness still remains unresolved. According to Caplan (2003), if gamers rely on 
online video games only to alleviate their unmet need for sociability, this would easily boost their 
loneliness and social problems because excessive online playing may substitute activities needed to 
maintain healthy, or creating new relationships. However, study by Snodgrass et al. (2018) showed 
that lonely individuals who engage intensively in online video games “signal” greater passion and thus 
gain social inclusion and support online and offline. In contrast, lonely gamers who do not engage 
with video games in this intense and socially supportive way may increase rather than alleviate their 
perceived loneliness. In this study loneliness was significant moderator between social motive and 
disordered gaming, indicating that for some gamers compensating for loneliness through online 
gaming may result in problematic habit formation and increase IGD symptoms.

With life satisfaction as a moderator, path analysis showed significant interactions in the group of 
problematic gamers with no interactions among recreational gamers. Interaction between life satisfaction 
and coping motive was a significant predictor of disordered gaming among problematic gamers, which 
is in line with the previous studies. Problematic gamers, according to IGD criteria, tend to report lower 
life satisfaction (Bargeron & Hormes, 2017; Forrest, King & Delfabbro, 2016; Sarda, Bègue, Bry, & 
Gentile, 2016) and are more likely to use video games as a mechanism to cope with negative emotions 
(Bowditch, Chapman, Naweed, 2018; Schneider, King, & Delfabbro 2017). Findings from life satisfaction 
model suggest that individuals with low life satisfaction tend to use video games as a coping strategy 
to distract themselves from life problems, resulting with less IGD symptoms.

Figure 6. 
Moderation effect of stress on association between IGD and skill development motive in recreational gamers group
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Results of this study showed significant interactions between fantasy motive and stress 
when predicting IGD in the group of problematic gamers. A number of studies have consistently 
demonstrated a positive significant association between stress and IGD (Canale et al., 2019; Kaess et 
al., 2017; Yen et al., 2019). This could be explained by a possible function of gaming which allows 
gamers to use games as a way to relieve perceived life stress (Snodgrass et al., 2014). Likewise, 
when confronted with life problems and/or stressful situations, online gaming may serve as a way 
to satisfy one’s need for psychological escape (Young & De Abreu, 2011). This is consistent with 
the CIU model (Kardefelt-Winther, 2014a) as well as with the results of our study. It is interesting 
to note that in our findings on stress model as a moderator, significant interaction is found between 
fantasy motive and stress, and not between escape or coping motive and stress, as was expected based 
on previous research. Fantasy motive refers to stepping out of one’s usual identity and trying new 
identities in the fantasy world, which one cannot do in real life. In this context, fantasy motive can 
be seen as a form of cognitive diversion, more specifically cognitive diversion or escape from self. 
Individuals who have problems due to stress, may use online video games as a maladaptive coping 
strategy to manage stress. Seeking relief from stress in gaming, and not facing the core problems of 
stress, could lead to progressive increase of gaming overuse potentially ending in IGD behaviors.

Results of this study showed no significant interactions between social anxiety and other motives 
to play among both recreational and problematic gamers. The review of the existing literature on social 
anxiety and IGD revealed mixed results, and while some studies show positive association between 
IGD and social anxiety (Gentile et al., 2011), one study emphasized the lack of this association (Van 
Rooij et al., 2011). Considering that for socially anxious individuals online video games seem very 
appealing medium as they prefer indirect interaction (Lee & Stapinski, 2012), further research is 
needed to give more insight into this topic. Previous research show that socially anxious gamers tend to 
play highly social game genre, such as MMORPG, more frequently than gamers who are not socially 
anxious (Cole & Hooley, 2013; Park, Han, Kim, Cheong, & Lee, 2016). The CIU model proposes that 
underlying psychosocial vulnerability, leading to social anxiety, may predispose individuals to play 
MMORPG, which could in turn result in problematic gaming. Our results of social anxiety model do 
not support such compensation, possibly because we analyzed gamers who play all genres. Further 
research could test proposed models on MMORPG players, as it is possible that such compensation 
occurs only among these players.

CONCLUSION

In accordance with the hypothesis, moderation of psychosocial well-being (loneliness and life 
satisfaction) was significant between motivations to play (social and coping motive) and problematic 
gaming among problematic games group, but not for recreational gamers. For stress and social anxiety, 
as other aspects of psychosocial well-being, moderation relationship was partially supported by 
hypothesis. Overall, our findings provide valuable insight into the relationship between psychological 
well-being and gaming as a maladaptive coping mechanism, and extends the research by Kardefelt-
Winther (2014c) that shows empirical support for the CIU model. It allows better understanding of 
excessive online gaming by contextualizing motivation for gaming in the presence of psychosocial 
problems. This perspective supports the self-medication hypothesis originating from seminal work on 
substance-use disorders (Khantzian, 1985; Khantzian, 1997), suggesting that excessive gaming, like 
any other potentially addictive behavior, may be conceptualized as self-medication behavior which 
allows addicted individuals to cope with their vulnerabilities and painful states of mind.

Several limitations of this study should be considered. The very nature of self-selecting convenient 
sample limits the possibility of generalization. There is a potential for less reliable data due to issues 
with biases when using self-report measures. Furthermore, the cross-sectional design of the study 
does not allow conclusions on casual relationships. In order to support our results, the relationship 
between investigated variables should be explored using longitudinal study design. However, despite 
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its limitation, this study has several strengths. It adds to existing research on compensatory nature of 
problematic gaming (Di Blasi et al., 2020; Kardefelt-Winther, 2014b; Snodgrass et al., 2018), and by 
examining seven motivational dimensions using Demetrovics et al. (2012) framework of motivation 
and four indicators of psychosocial problems, while controlling for participants’ weekly gaming time 
and age, it extends the research by Kardefelt-Winther (2014b) who explored one motivation and 
two indicators of psychosocial problems. Finally, the study has some relevant clinical implications. 
Our findings imply that psychosocial health problems, or more specifically loneliness, stress and 
life dissatisfaction, may play a significant role in developing IGD via maladaptive coping. This 
could help clinicians to increase understanding and shift focus on underlying psychosocial problems 
when treating problematic online gaming behavior. From a practical standpoint, this may promote 
developing of tailored and effective psychological prevention and treatment programs for individuals 
with problematic gaming.
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