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Data from a survey conducted with 6209 adolescents and young adults were examined. The variables of video
game use, bullying, and antisocial behaviour were dichotomised, and the relationship was analysed using the Odds

Victims of bullying are found to spend more hours playing, as do perpetrators and those who have committed
violence against people and objects. Moreover, the effect size of these differences is larger among women.
According to several authors and interpretative hypotheses derived from the literature, video games offer victims
an escape valve and a safe place. People who engage in violence may find in video games a space where they can

A notable link has been found between excessive video game use and bullying and certain antisocial behaviours,
and it is more pronounced among girls than among boys.
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Introduction

Adolescence is a transitional stage characterised by
intense personal and social changes, in which individuals
seek their identity through experimentation and auton-
omy from established norms [1-3]. During this process,
the interaction between the individual and their environ-
ment can act as a risk or protective factor, influencing the
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emergence or maintenance of risky behaviours, including
antisocial behaviours and bullying.

At this stage, several risk behaviours may coincide,
such as antisocial behaviour (ASB) and bullying, among
others. However, this article will focus on these two spe-
cific violent behaviours.

ASB refers to those actions that typically take the form
of aggression, infringement of social norms, or violation
of the rights of others. These actions cause harm to oth-
ers and to oneself and are not socially accepted [1, 4].

Bullying includes all those behaviours or actions sus-
tained over time and carried out by one or more people
against an individual within the school environment. This
type of harassment can occur either directly or indirectly
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through social exclusion or social networks (cyberbully-
ing) [4-7]. Furthermore, bullying is one of the most prev-
alent victimising experiences worldwide in childhood
and adolescence and can be considered a public health
concern [7].

With the advent of technology and social changes,
these risk behaviours are no longer confined to the offline
environment; they also manifest in the online world,
where young people are very present, affecting how their
personal identity is formed. This online identity may ful-
fil needs that are unmet in the offline world [8-10]; for
instance, video games serve to satisfy the needs of ado-
lescence for competence, autonomy, and belonging to a
group [8, 10-14].

While most individuals who play video games do so in
a non-problematic way, excessive use can have a negative
impact and affect their behaviour and cognitive develop-
ment [8, 10, 14, 15]. According to Gallardo et al. [16], the
use of technology can influence mental health and con-
tribute to the onset of risk behaviours. This relationship
is bidirectional and involves a wide range of underlying
factors that make it difficult to analyse.

Recent literature has shown that video games con-
stitute a complex social environment where aggressive
behaviours can coexist with other prosocial and coopera-
tive behaviours, without there being a consensus on their
behavioural effects [17]. Current research highlights that
video games include both representations of violent and
aggressive content and prosocial dynamics. However,
findings on their influence on social behaviour remain
contradictory, depending on the gaming context, the type
of feedback received, and the personal characteristics of
the players [18].

Classic experiments by Carnagey and Anderson [19]
showed that rewarding aggressive behaviour within
the game increases aggressive emotions, thoughts, and
behaviours; while punishing it causes negative emotions
but not necessarily aggressive behaviours. In contrast,
Ying et al. [20] found that players punished for not being
prosocial learned to behave collaboratively more quickly
than those rewarded for doing so, suggesting that feed-
back from the gaming environment can moderate the
relationship between video game content and aggressive
or prosocial behaviours [17].

In this regard, the competitive or cooperative struc-
ture of the video game has become a key variable. Several
recent studies [18] indicate that competitive contexts can
reinforce the association between aggression and compe-
tition, increasing the likelihood of aggressive responses
after gaming. Conversely, cooperative environments
seem to promote altruism and helpful behaviour, favour-
ing prosocial attitudes among adolescents. These findings
are consistent with the General Aggression Model, which
posits that exposure to competitive and violent stimuli
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can trigger emotional responses such as anger or frustra-
tion, reinforcing patterns of reactive aggression [18, 21].

From an evolutionary perspective, adolescence is a
particularly sensitive stage for these processes. Wei et al.
[18] point out that adolescents spend much of their free
time playing video games, which can have implications
for their emotional and social development. While some
studies point to positive effects, others warn of risks such
as anxiety, depression, addictive behaviour, aggression, or
sexist attitudes. The evidence, however, remains ambiva-
lent and dependent on the type of game, frequency, and
characteristics of the player.

In terms of gender, the findings are also heterogeneous.
Research such as that by Ohannessian [22] and Desai et
al. [23] shows that gaming time may be associated with
lower levels of anxiety in adolescent males, but higher
levels in females. Likewise, in adolescent girls, intensive
use of video games seems to be associated with external-
ising behaviours, such as participating in fights or carry-
ing weapons, an association that is not observed in boys.
These gender differences show that the impact of video
games on mental health and behaviour cannot be inter-
preted in a homogeneous manner [24].

Another emerging area of study is cyberaggression,
defined as the use of information technologies to cause
harm to individuals or groups, motivated both by offline
factors and by dynamics specific to the digital environ-
ment [25]. In recent years, multiplayer gaming envi-
ronments have become a prominent setting for the
emergence of toxic behaviour, characterised by insults,
hostility or sabotage within the gaming community [26].
Although similar to cyberbullying, these behaviours are
integrated into the culture of video games, making it dif-
ficult to recognise them as violence. Anonymity, disinhi-
bition, and the lack of direct consequences facilitate its
normalisation and perpetuation [27].

The unified theory of toxic behaviour proposed by
Zsila et al. [27] argues that reactive aggression, an emo-
tional response to frustration, is common in online gam-
ing environments and is reinforced by normative beliefs
about aggression in cyberspace. These perceptions con-
tribute to establishing social norms that legitimise hostil-
ity among players. Repeated exposure to toxic behaviour
and the perception of a lack of control over it can gen-
erate a cycle of frustration and sustained aggression [28].
Similarly, problematic use of social media and addiction
to digital devices are associated with increased antisocial
and aggressive behaviour, mediated by personality traits
such as sadism, hostility, or moral disengagement [28, 29].

Taken together, the evidence suggests that video games
are not in themselves a cause of aggressive or antisocial
behaviour, but rather act as spaces where pre-existing
individual traits and social dynamics are reflected and
amplified. Therefore, their influence must be understood
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in context, considering personal, social and gender fac-
tors, as well as the nature of the virtual environment in
which adolescents interact.

Despite the advances noted, it remains unclear to what
extent intensive video game use is associated with the
emergence of antisocial behaviour and bullying in adoles-
cence, especially considering gender differences. In this
context, the present study seeks to analyse these asso-
ciations in a large sample of adolescents in the Basque
Country, contributing to a more nuanced understanding
of these phenomena.

Research objectives, questions, and hypotheses
In light of the literature reviewed, this exploratory study
aims to provide empirical evidence on the relationship
between video game use and involvement in antisocial
behaviour and bullying during adolescence. Although
previous research has explored these links, most studies
have focused on general populations or have used small
samples and partial designs. Furthermore, few studies
have analysed the possible effects of gender in a differ-
entiated manner, an aspect that recent literature points
out as crucial [18, 24, 30]. In this sense, the present study
expands and contextualises previous findings using a rep-
resentative sample of adolescents and young people from
the Basque Country.

Based on the theoretical review and existing empirical
evidence, the following research questions are posed:

1. Is there a link between the amount of time spent
playing video games and involvement in bullying
behaviour (as a victim or perpetrator)?

2. Is intensive video game use related to the emergence
of antisocial behaviour, such as violence against
people or objects or minor offences?

3. Are there significant differences in these
relationships based on gender?

Based on these questions, the following exploratory
hypotheses are proposed:

« H1: Adolescents who play video games intensively
(more than two hours per day) are more likely to be
involved in bullying and antisocial behaviour.

+ H2: The associations between intensive video game
use and risky behaviour will be more pronounced in
females than in males.

+ H3: The relationships observed will be correlational
in nature, without implying direct causality.

The objective of this article was twofold: on the one
hand, to understand the relationship between hours
spent playing video games and the incidence of bullying
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and antisocial behaviour, and on the other, to analyse the
existence of gender differences in involvement in such
behaviours.

This approach allows us to advance our understand-
ing of how video games can constitute a space for social
interaction linked to both risk behaviours and coping
dynamics, providing a contextualised and gender-sensi-
tive view.

Methodology

Data were analysed from the survey “Drugs and School
X’, conducted by the Deusto Institute of Drug Addiction
of the University of Deusto and funded by the Depart-
ment of Public Health and Addictions of the Basque Gov-
ernment [31].

This study used two-stage cluster sampling, with edu-
cational centres in the Autonomous Community of the
Basque Country as the reference clusters. These centres
were selected because they had students within the age
range under study.

In the first phase, a letter of invitation was sent to all
educational centres in the Basque community, informing
them of the study’s objectives and requesting their volun-
tary participation. Subsequently, a stratified and weighted
selection was made among the centres that agreed to par-
ticipate in order to ensure the representativeness of the
sample.

Three main stratification variables were taken into
account for this selection: school year, educational net-
work (public or private subsidised) and province (Araba,
Gipuzkoa and Bizkaia). The distribution of schools in the
sample was adjusted according to enrolment data pro-
vided by the Basque Government’s Department of Edu-
cation, so that the final composition reflected the actual
structure of the student body in the region. In the second
stage of sampling, within each selected school, the par-
ticipating classroom groups were chosen at random, thus
ensuring diversity and avoiding biases arising from the
individual selection of students.

The use of two-stage cluster sampling was particularly
appropriate for this study, given that the target popula-
tion (secondary school students) is distributed across
different educational institutions and is not isolated.
This approach allows for the optimisation of logistical
resources, reduces travel costs, and maintains the hetero-
geneity necessary to make valid inferences at the popula-
tion level, while ensuring the feasibility of fieldwork.

Data were collected between October 2021 and April
2022. It consisted of 6,209 secondary school students in
the Basque Country [31], with the mean age being 15.1
years (SD = 2.8), and 52.6% of those participating were
male.
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Instruments

In order to measure the amount of time spent on video
games (those that can be played without an internet con-
nection and the person typically plays alone) and online
games (video games that can be played with other people,
often requiring cooperation to progress), participants
were asked about the number of hours they played per
day, both during the week and at weekends.

To assess bullying, items based on Olweus’ clas-
sic model [32, 33] were used, adapted to the context of
the Drugs and School X survey [31]. The instrument
included two sections: one on victimisation and the other
on aggression.

The first section assessed how often the participant had
suffered behaviours such as teasing, insults, theft, dam-
age to personal belongings, physical aggression or online
harassment. The second section included parallel items
to assess involvement as a perpetrator, investigating
behaviours of harassment or harm towards others (e.g.,
insulting, hitting, stealing, or online harassment, includ-
ing sexual harassment).

Responses were collected using a four-point Likert
scale: 1 = Never; 2 = Once or twice a month; 3 = Three to
five times; and 4 = Six or more times. For the analyses, a
participant was considered to have experienced or perpe-
trated bullying when they indicated a frequency greater
than ‘Never’ for any of the behaviours. This criterion is
consistent with previous studies on the prevalence of bul-
lying in adolescent populations [7, 33].

An adaptation of the Scale of Antisocial and Criminal
Behaviour in Adolescents [34] was used to assess antiso-
cial and criminal behaviour. The questionnaire included
twenty items ranging from minor offences to violent
or vandalistic acts, rated on a 4-point Likert scale (1
= Never; 2 = Sometimes [less than 5 times]; 3 = 5 to 10
times; 4 = More than 10 times).

The items were grouped into three conceptual factors,
following the structure of the original scale:

(a) Violence against persons (VP), for example, carrying
or using a weapon, threatening or assaulting another
person, participating in fights;

(b) Violence against property or vandalism (VP), for
example, breaking public or school property, painting
on walls, or intentionally starting fires; and.

(c) Offences or pre-delinquent behaviour (F), for
example, travelling without paying, petty theft,
driving without a licence, or trading in illegal goods
or substances.

This structure allows for differentiation between the fre-
quency and type of antisocial behaviour, ensuring accu-
rate measurement consistent with previous studies [34].
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Analysis

The use of video games and online gaming (VyJo) was
classified into two groups according to daily usage time:
less than or more than two hours, both on school days
and weekends. This classification is based on scientific
evidence analysing the effects of screen time on adoles-
cents. Strasburger et al. [35] recommend limiting total
digital entertainment time to less than one or two hours
per day to prevent possible negative consequences on
physical and mental health. In addition, several studies
have pointed out that two to four hours of continuous use
can lead to atypical visual or musculoskeletal problems
[36, 37]. Likewise, in the specific field of video games,
Stavropoulos et al. [38] and Anderson et al. [39] consider
that moderate use (between 7 and 10 h per week) is not
usually associated with adverse effects, while Siddiqui et
al. [28] classify those who spend more than 10 h per week
as excessive gamers. Based on these references [40], this
research adopts the threshold of two hours per day as an
operational criterion to distinguish between moderate
and potentially excessive use of video games.

In the case of bullying, participants were considered
victims if they responded affirmatively to any of the four
items related to being a victim, and were classified as per-
petrators if they answered yes to any of the four items
related to aggression.

In order to analyse ASB, the three behavioural fac-
tors of the scale were selected: violent behaviour or
violence against people (VP) (e.g., assaulting someone
with a knife, stick, or other weapon), vandalism or vio-
lence against objects (VO) (e.g., damaging or destroying
school furniture), and pre-delinquent behaviour or minor
offences (e.g., travelling by bus, underground, or train
without paying). The responses obtained were dichot-
omised, following the same criteria as for bullying.

The distribution of some of these variables is character-
ised by skewness, primarily because of the high percent-
age of participants who do not engage in such behaviour.
Consequently, non-parametric statistics were used, and
once these variables were dichotomised, an Odds Ratio
(OR) analysis was applied to examine the connection
between V&Og use, bullying, and ASB. This analysis
compares the proportion of occurrences of a phenom-
enon (e.g., the proportion of participants who are victims
of bullying) between two groups (e.g., those who exces-
sively use video games and those who do not). The Odds
Ratio (OR) result indicates the direction of the relation-
ship (e.g., whether the proportion of victims of bullying
is higher or lower among those who engage in excessive
video game use), the strength of the relationship, and its
statistical significance (if zero is not included in the esti-
mated interval).
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can be observed in the use of video games at weekends,
whereas no differences are seen between the use of
V&Og in the case of VO and minor offences.

Discussion

According to the findings, adolescents and young adults
in the Basque Country generally spend less than two
hours a day playing video games, with the highest per-
centages occurring at weekends. A possible explanation
for this could be that they have fewer commitments on
those days of the week [11, 40].

The results obtained confirm the existence of signifi-
cant associations between intensive video game use and
involvement in antisocial behaviour and bullying, espe-
cially in the case of women. This finding coincides with
recent studies that highlight the influence of gender on
the relationship between video games and risky behav-
iour [18, 24]. In particular, while males tend to be more
involved in competitive gaming and experiences linked to
instrumental aggression, female adolescents may have a
more emotional and self-referential relationship with the
digital environment, which could explain their greater
vulnerability to bullying or victimisation [22-24]

If we examine these percentages of use alongside those
from the ESTUDES survey (Survey on Drug Use in Sec-
ondary Education in Spain), we can see that Basque
adolescents and young adults play less than the national
average [42]. In line with the national level, men are found
to dedicate more hours to video games than women,
which is consistent with other studies [12, 43, 44].

This study explored the relationship between hours
spent playing video games and bullying and ASB, seek-
ing to gain insights into how video game use is related to
these types of behaviour. Furthermore, gender differences
were also analysed to determine whether there is a pos-
sible moderating effect.

Firstly, in relation to bullying, differences in video game
use during the week were found according to whether
young people were victims or non-victims, perpetrators
or non-perpetrators, male victims or non-victims, female
victims or non-victims, and female perpetrators or non-
perpetrators. Concerning video game use at weekends,
distinctions were observed among the following groups:
victims and non-victims, perpetrators and non-perpe-
trators, male perpetrators and non-perpetrators, female
victims and non-victims, and female perpetrators and
non-perpetrators. Meanwhile, online gaming during the
week showed variations among victims and non-victims
of bullying, perpetrators and non-perpetrators, female
victims and non-victims, and female perpetrators and
non-perpetrators. Finally, regarding differences in online
game usage by the bullying groups, variations were
observed among perpetrators and non-perpetrators,
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female victims and non-victims, and female perpetrators
and non-perpetrators.

Given that both victims and perpetrators of bullying
tend to spend more time per day playing, the relationship
between bullying and excessive use of V&Og is likely to
be quite distinct in nature for victims and perpetrators.

According to several authors and interpretative hypoth-
eses derived from the literature, for example, the investi-
gations of Gonzalez-Bueso et al. [12] and Chamarro et al.
[43], video games can serve as a means of escape, provid-
ing a safe haven for individuals who have been victims of
bullying where they can connect with others who have
similar interests to their own. In fact, video games allow
the player to create an ideal version of themselves and
detach from their offline reality and problems [45, 46].

In the case of ASB, differences were only found in the
use of video games during the week among the groups
that have committed VP and VO and in women who
have committed VP. With respect to video game use
at weekends, distinctions emerged among the women
who have engaged in VP. When examining online gam-
ing during the week, differences can be seen among the
groups who have committed VP and VO and in women
who have committed VP. Lastly, regarding online gaming
patterns during the weekend, variations emerged among
those who have engaged in VP and VO, as well as among
women who have engaged in VP.

Additionally, individuals who have committed VP and
VO also devote more time to V&Og, with the exception
of the use of video games at the weekend, where no dif-
ferences were found. A possible explanation for this vari-
ation may be that weekend use is more widespread, as it
is when people have more free time and fewer responsi-
bilities [47].

Conversely, no differences can be seen in the amount
of time spent playing among people who have committed
minor offences, which could be due to the fact that ado-
lescence often involves engaging in risky behaviour and
committing minor offences [48].

While components of violence and aggression are
indeed evident in bullying, PV, and VO, the connec-
tion between video game use and violence is not clearly
demonstrated, and, as stated by Mendoza [49], there
is a general tendency to stigmatise video game use. It is
not possible to determine whether it is the use of video
games that leads to violent and aggressive behaviour, or
if the reverse is true. Nonetheless, Gallardo [16] argues
that video game exposure has a causal impact on aggres-
sion and that glorifying risk may alter self-perception and
affect real-life behaviour.

All of these maladaptive behaviours may be associated
with the stage of life involving change and transition that
adolescents and young adults go through. As already dis-
cussed by Santibéiiez et al. [48], addictions, violence, and
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Table 4 Relationship between the daily use of V&Og and being a victim or perpetrator of school bullying in female

OR

Victim

Non-Victim

95% Confidence Intervals

Use>2 h/day

Use <2 h/day

%

Use>2 h/day

%

Use <2 h/day

%

Upper
2.36
235
2.23
2.38

Lower
145
1.28
1.39
1.39

1.85
1.74
1.76
1.82

1686 549 163 30.8 750 45.1 134
1742 103 799 82
181 733
131 765
OR

1655
1701

Vg W 69.2

Victim

443

314

557

68.6

Vg We
OgW

141

438

30.7

56.2

69.3

107

310 45.0

55.0

Non-Perpetrator

69.0

OgWe

Perpetrator

95% Confidence Intervals

Use > 2 h/day

%

Use <2 h/day

%

Use >2 h/day

%

Use <2 h/day

%

(2026) 14:325

Upper
2.10
2.77
1.92
243

Lower
118
142
1.09
132

1.58
1.98
145
1.79

72
53
73

63

24.2

16.8

226
132
250
177

832 2032

Vg W
Vg We
OgW

Perpetrator

429 286

402

16.8

2120
1991
2060

83.2

226

16.8

774

832

738 16.6 26.3

Vg W Daily use of video games during the week, Vg We Daily use of video games at the weekend, Og W Daily use of online games during the week, Og We Daily use of online games at the weekend

834

Og We
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petty crime fall under the category of risk behaviours [3].
Most of these behaviours are typically influenced by simi-
lar risk factors, such as poor school integration, family
problems, or social inclusion [50].

As for the analysis of gender differences, the findings
reveal that men have a higher prevalence of video game
use, bullying, and ASB. However, in women, excessive
use of video games is more closely tied to bullying and
ASB, indicating a greater effect size.

This could be attributed to the fact that women who
spend more hours playing video games tend to display
more aggressive behaviours, a greater likelihood of get-
ting into fights, hypersexualisation (online and offline),
and more externalising behaviours than men [51, 52].
European female gamers typically play with the objec-
tive of both escaping and competing, which could explain
why the effect size is larger for these behaviours [51, 52].

Overall, the findings of this study are consistent with
the literature that views video games not as a direct cause
of aggression or bullying, but rather as spaces for social
interaction where pre-existing individual traits or group
dynamics can be reflected and amplified [17, 25, 26]. In
this sense, competitiveness, exposure to norms of toler-
ated aggression, or lack of emotional regulation could act
as mediating factors, as proposed by the General Aggres-
sion Model [21].

Despite its cross-sectional design, this study provides
novel evidence by simultaneously analysing video game
use, bullying, and antisocial behaviour in a large sample
of adolescents in the Basque Country, while also inte-
grating a gender perspective. These results reinforce the
importance of promoting moderate and supervised use
of video games, oriented towards cooperative and pro-
social contexts, as well as incorporating digital and emo-
tional education as a preventive tool against violent and
bullying behaviours.

Conclusions

Links have been found between the use of video games
and bullying and ASB (VP and VO). This may be due to
the fact that video games today are a social space that
must be taken into account when working with adoles-
cents and young adults. Thus, it is imperative to acknowl-
edge and gain insight into the online world to be able to
address the reality of this group of people.

The online environment sees a convergence of risk
behaviours like bullying and antisocial behaviour, two of
the most studied phenomena in adolescents and young
adults, together with the use of video games and other
practices linked to technologies. However, these behav-
iours are typically explored separately, lacking an inte-
grated connection. Therefore, it is essential to adopt
a global and holistic approach to address these issues
effectively.



Page 9 of 14

(2026) 14:325

Gonzalez-Alvarez et al. BMC Psychology

puasaam ay3 1e saweb auljuo jo asn Kjle@ IM 60 “@am ay3 bulinp saweb suljuo jo asn Ajled M O ‘puasjeam ay3 1e saweb 03pIA Jo 3sn Ajleq apm bA aam ayy bulinp saweb oapIA jo asn Ajled M b

7Ll S680 LO°L 8179 8y 8.1 9y 998 LS Lovc A oM bo
L1 8960 Ll 572% 9 9661 474 0SS ¥'SS [4°7x4 85 MBO
6€6'0 87,0 80 91L L6E LLLL 24 8801 €09 [81C 99 M BA
oLt €580 L60 605 6Ly or6l L'ty S0L 189 909¢ €L5 M BA SOSUSHO JOUIN
1addn 19M07 u % u % N % u %
S|eAIS3U| 92USPYUOD %S6 Kep/yg<asn Kep/y z>asn Kep/yz<asn Kep/y z>asn
Ho S3SUBYO JOUIN S9SUBYO JOUl|\ ON
6¢'L 80°L al 509 'ee 6lcl l'6¢ £00L 999 LL6C 6'0L M B0
571 8Ll 9¢'L GSE 85¢E 08€L 6C 8¢9 r9 7433 V4 Mbo
8C'L 00°L et 8/S [43 0SLL '6C 9cel 89 ¥9/¢C 90L M BA
L7l 80°L vl 601 L'EE O€el c6C €08 €99 1443 80L M BA OA
J9YBIH 19MOT u % u % N % u %
S|eAIS3U| 92UBPYUOD %S6 Kep/yz<asn Kep/yz>asn Kep/ygz<asn Kep/yg>asn
- [o] OA OA©ON
651 €0l 8C'L €el 88 ¥6C L 9/EL L6 868€ €6 3 60
6€°¢C €51 6L 8Ll 6L €le 99 ¥/8 1’88 oty v'€6 Mb0
'l 1960 [ LGl '8 08¢ [ 8791 916 L€9¢E 86 M BA
0T €€l 91 6¢lL 901 L0€ 89 €801 768 vy g6 MBA dA
19Yyb6IH 1Mo u % u % N % u %
S|BAIS3U| 92USPYUO) %S6 Kep/yz<asn Kep/yg>asn Kep/y z<asn Kep/yg>asn
4o dA dAON

asv

S9DUBHO JOUIW IO ‘OA A PRIHUILLIOD BulAey pue BOIZA JO ash Ajlep ay3 usamiag diysuone|sy § ajqer



Page 10 of 14

(2026) 14:325

Gonzalez-Alvarez et al. BMC Psychology

pua23am ay31 1e saweb auljuo jo asn Ajleg 3mM 60 “j@am sy bulinp ssweb suljuo jo asn Ajleg M O ‘puaseam ay1 1e saweb 03pIA Jo asn Aj1eg apm b @am a1 buinp saweb oapIA Jo asn Ajleg M b

0480 0590 S0 87§ ey 98 €0S 0cL 89S 58 YA 4 oM Bo
91£0 9¢50 90 809 cly 708 L'eS 898 885 L1z 69 MBO
€0l [47A0] /80 65¢€ Sy SS0lL 6'LY YAa% §'SS oLl ¢S M BA Sasuayjo
L¥6°0 8890 180 S6¢ (% 0L 98y 81§ 95 1801 7'LS M BA Jouly
Jaddn 1Mo u % N % N % u %
S|eAI2)U| S2USPLYUOD) %S6 Kep/y z<asn Kep/yg>asn Kep/yg<asn Kep/yg>asn
'Te) S3SUIYO JOUI S9SURJJO JoUll\ ON
71l 080 86'0 Sev Ve 109 (23 1€8 959 eclLl 1’59 oM B0
6660 6€L°0 980 S8y 6¢C¢ LSS €9¢ 166 L'/9 196 €9 MBO
el 560 el'l 96¢ £9¢ 8/ 0ve 0LS €€9 Syl 099 M BA
14l 0060 90'L 743 9G¢ L 9% /85 9 98¢l /59 M BA OA
Jaddn J19MOT u % u % N % u %
S|EAIS3U| 92USPLYUOD %S6 Kep/yg<asn Kep/y z>asn Kep/y z<asn Kep/y z>asn
40 OA OAON
G880 [¥S0 00 el 06 cle 7l 4N 0le L0GL 9/8 oM Bo
¢SL0 69%°0 650 7l 78 €0¢ el el 916 LLEL 998 MBO
851 560 €Cl 001l Sl 8¢¢ 70l €0, S/8 061 968 M BA
[Vl 9060 9Ll 601 oclL cec 901 66/ 088 1881 768 M BA dA
Jaddn 19MOo7 u % u % N % u %
S|eAIS3U| 92UBPYUOD %S6 Kep/y z<asn Kep/yg>asn Kep/yg<asn Kep/yg>asn
40 dA dAON

UL U] S9DUBHO JOUJUI IO ‘OA dA PRRIWWIOD Buiaey pue BOmA JO asn Ajiep 2yl usamiag diysuoiie;ey 9 ajqer



Page 11 of 14

(2026) 14:325

Gonzalez-Alvarez et al. BMC Psychology

pua2am ay31 1e saweb auljuo jo asn Ajleg 3mM 60 “@am sy bulinp saweb suljuo jo asn Ajleg M O ‘puasjeam ay1 1e saweb 03pIA Jo asn Ajleg apm b @am a1 Bulinp saweb oapIA Jo asn Ajleg M b

lAd) 1580 Ll S6 6'6¢ 916 [YAS vl 1’09 orSL L9 oM bo
/860 0090 110 €0l €ce L6 €8¢ 9l¢ L'/9 0Lyl L'19 yele)
€8l 00'L Ge'l 18 15474 L€6 0/¢e 0l /'SS 8661 0¢9 M BA Sasuayjo
6l (8.0 00°L Lt 9/¢ cl6 S/e 7381 ¥'C9 8lGl S'¢9 M BA JOUIN
Jaddn 1Mo u % u % N % u %
S|eAI2)U| S2USPLYUOD) %S6 Kep/yg<asn Kep/yz>asn Kep/yz<asn Kep/yg>asn
4o S95UYO Joull S35UdY0 Joull\ ON
8G°L €80 L1 /9 '8¢ 919 0S¢ L1 SR (V81 062 M B0
9G'L §C60 ot L6 §'8¢C 96§ 0'sc 8¢¢ Sl 6/l 0SL M B0
6L 00l 6¢'L /A e€le 609 8¢ Scl /89 clel SL M BA
oGl 6060 6Ll €8 '8¢ 509 5374 LLe 1L LeglL [47A M BA OA
1addn 19MO u % N % N % u %
S|BAJS3U| 92USPYUOD %S6 Kep/yg<asn Kep/y z>asn Kep/y z<asn Kep/yz>asn
40 oA OAON
4574 €5l LSC 6l 6/ 08 43 0cc L'ce £€8¢€¢C 896 M B0
oeY L2l Yard 9¢ 8 9/ 43 [dY4 816 c€lec 896 M B0
[Y'S 88°L lce 3l 86 €8 €€ 91 06 9S¥C 196 M BA
8¢'¢ e 70'C 0c¢ L9 €8 e Yyx4 £¢6 05¢€C 99 M BA dA
Jaddn 1Mo u % u % N % u %
S|BAJS3U| 22UBPLUOD %S6 Kep/yg<asn Kep/yz>asn Kep/yg<asn Kep/yg>asn
4o dA dAON

3[PWI3} Ul S9DUDHO JOUJW 10 ‘OA ‘gA PRRILILIOD BulAry pue BOIZA JO asn Ajiep ay3 usamiag diysuone|sy £ ajqel



Gonzélez-Alvarez et al. BMC Psychology (2026) 14:325

Although the results obtained in this research show
that, although the use of video games among adoles-
cents and young people in the Basque Country is below
the national average, this phenomenon is associated with
both bullying and various antisocial behaviours, and fur-
ther study is needed.

It is necessary to emphasise once again that we are talk-
ing about causality, if not the existence of a correlation
between involvement in both behaviours. In particular, it
has been observed that both victims and perpetrators of
bullying tend to spend more hours playing video games,
which suggests that the digital gaming environment can
play different roles (positive or negative) depending on
the profile of the user, potentially encouraging escapism
and refuge in victims, and the expression or reinforce-
ment of aggression in aggressors.

Something similar occurs with gender, which is often
analysed in isolation and underrepresented in stud-
ies, especially those related to video games. However, it
is a key cross-cutting variable, as these behaviours vary
significantly according to gender. The differences and
similarities in the use of video games between men and
women suggest that not segmenting the data could gen-
erate biases, making women invisible, especially in the
abusive use of video games, traditionally associated with
a male profile. All of this highlights the need to incorpo-
rate a cross-cutting gender perspective in the analysis
and approach to these dynamics, which has been a key
focus of this research.

When intervening or preventing risk behaviours in
young people and adolescents who are not properly
integrated into their offline or online environment, it is
necessary to address the problem comprehensively, influ-
encing both risk and protective factors. Thus, protective
factors such as proper inclusion in school, adequate fam-
ily relationships, and good social participation and peer
group involvement, among others, can reduce the likeli-
hood that people in this transitional stage will engage in
risky behaviours or, if they do, that these behaviours will
become problematic and chronic.

Within this framework, and based on these findings, it
is appropriate to promote the development of integrated
public policies in the areas of education, health and com-
munity, aimed at promoting healthy and critical use of
video games. We are not talking about prohibition or
criminalisation, but we do consider it essential to pro-
vide safe spaces that encourage and develop digital liter-
acy strategies, as well as programmes for the prevention
of online and offline violence, whether between peers,
in romantic relationships, or in other socio-emotional
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contexts. Public policies must intervene in complex
situations that are already taking place, both with ado-
lescents and with the main systems or agents that accom-
pany their transition to adulthood, i.e. school, family and
community.

Last but not least, it is important to focus on preventive
approaches, providing tools to all those involved, under-
standing that video games can have key potential as cre-
ators and strengtheners of relational and learning spaces,
and even as key spaces in the construction of adolescent
identity. However, if they become spaces associated with
conflict and violence, they can influence not only abusive
behaviour but also the experience of violence, both online
and offline. For all these reasons, it will be essential to
incorporate a preventive approach based on scientific
evidence and the analysis of risk and protective factors,
which promotes appropriate and adjusted use, rather
than disruptive or risky behaviour among adolescents.

Limitations of the study
This study has a number of limitations that should be
taken into account when interpreting the results.

Firstly, the cross-sectional design used does not allow
causal relationships to be established between video
game use, antisocial behaviour and bullying. The results
should therefore be understood as correlational asso-
ciations, consistent with the exploratory nature of the
research [17, 21].

Secondly, the statistical analysis was based mainly on
bivariate associations and the calculation of odds ratios
adjusted only for gender. Although this approach is com-
mon in descriptive and initial screening studies [24, 30],
it prevents the simultaneous control of the effect of mul-
tiple variables. Therefore, future research should incor-
porate multivariate models (e.g., logistic or structural
regressions) that allow for the exploration of possible
mediations or moderations and incorporate other key
factors. Gender was the only control variable included
in the analyses, a decision based on the theoretical rel-
evance of differences between men and women in the
use of video games and the expression of aggressive or
prosocial behaviours [18, 24]. However, future studies
should consider other demographic and contextual vari-
ables, such as age, socioeconomic status, or family envi-
ronment, to increase the accuracy and validity of the
estimates.

Future studies should continue to update and con-
trast these findings to better understand the dynamics
between video game use, gender differences, and social
behaviours in adolescence.
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Abbreviations

ASB Antisocial behaviour

DUW Daily use during the week

DUWe  Daily use at the weekend

OgW Daily use of online games during the week
OgWe  Daily use of online games at the weekend

OR Odds Ratio

V&0Og Video games and online gaming

Vgw Daily use of video games during the week

Vg We Daily use of video games at the weekend
VO Vandalism or violence against objects
VP Violent behaviour or violence against people

Acknowledgements
Not applicable.

Authors’ contributions
All authors (SGA, MRN and JS) wrote the main manuscript text, prepared
figures and reviewed the manuscript.

Funding
Funded by the Department of Public Health and Addictions of the Basque
Government.

Data availability
No datasets were generated or analysed during the current study.

Declarations

Ethics approval and consent to participate

This research obtained the informed consent of the participants before
completing the questionnaires (or of their parents or legal guardians in the
case of children under 16 years of age). Likewise, consent was obtained
from all participating schools. This research complies with the Declaration
of Helsinki and did not require the approval of an ethics committee due

to its observational epidemiological nature, in which no intervention on

the participants was carried out and no clinical or biological variables were
manipulated.

Following the guidelines of the ‘Guidelines for requesting the assessment of
the ethical suitability of a research project’ of the Research Ethics Committee
of the University of Deusto (CEI-UD), this research is exempt from this
committee, as it is a study with anonymous data that does not entail any risk
for the participants when answering the questionnaire.

This research does not deal with personal data (European Data Protection
Regulation 2016/679 and Ley Organica 2/2018 de 5 de diciembre de
Proteccion de Datos Personales y garantia de los derechos digitales), as

the information is managed anonymously and it is not possible to identify
the natural person or reverse the process to identify them, conserving the
information in such a way as to prevent their identification. The information
obtained cannot be associated with an identified or identifiable person.

The study was carried out through the application of completely anonymous

questionnaires, guaranteeing the confidentiality and privacy of personal data.

Moreover, as in other research of this nature [53-55], the legal and ethical
procedures in force were strictly followed, including obtaining the signed
consent of the schools and the parents or legal guardians of the participating
students, thus ensuring compliance with data protection regulations and the
rights of the minors involved.

Consent for publication
Not applicable.

Competing interests
The authors declare no competing interests.

Received: 26 May 2025 / Accepted: 9 January 2026
Published online: 06 February 2026

Page 13 of 14

References

1. Gonzdlez de Audikana JM, Moro Inchaurtieta A, Ruiz Narezo M, Arostegui
Santamaria E, Elzo Imaz JF, Estévez Gutiérrez A, et al. editors. Consumo de
Drogas y conductas de Riesgo En La adolescencia. Barcelona: Grad; 2021.

2. Musitu G, Buelga S, Lila M, Cava M. Familia y adolescencia: anélisis de Un
Modelo de intervencién psicosocial. Madrid: Sintesis; 2001.

3. Jessor R. Risk behavior in adolescence: A psychosocial framework for Under-
standing and action. J Adolesc Health. 1991;12:597-605.

4. Moro A, Ruiz-Narezo M. Drogas y escuela. Factores asociados al Consumo de
Drogas y conductas de Riesgo En La Ensefianza secundaria Del Pais Vasco.
Barcelona: Octaedro; 2024.

5. Olweus D. Aggression in the schools. Bullies and whipping boys. Washington:
Hemisphere; 1978.

6. Olweus D. Bullying at school: what we know and what we can do. MA: Black-
well; 1993.

7. Rial-Boubeta A, Theotonio A, Neira-de Paz A, Brana-Tobio T, Varela-Mallou J.
Relacion entre el consumo de videojuegos PEGI18 con violencia explicita,
bullying y cyberbullying. Psychol Soc Educ. 2024;16(1):10-9. Available from: h
ttps://doi.org/10.21071/pse.v16i1.16718. Cited 2025 Jun 2.

8. Ayllén-Salas P, Lorenzo-Martin ME, Camufas-Garcfa D, Hinojo-Lucena FJ. Adic-
cién a los videojuegos entre la poblacion adolescente de Andalucfa. Revista
CENTRA de Ciencias Sociales. 2024;3(2):11-30. Available from: https://doi.org/
10.54790/rccs.89. Cited 2025 Jun 2.

9. Nogueira-Lopez A, Rial-Boubeta A, Guadix-Garcia |, Villanueva-Blasco VJ,
Billieux J. Prevalence of problematic Internet use and problematic gaming in
Spanish adolescents. Psychiatry Res. 2023;326:115317. Available from: https://
doi.org/10.1016/J.PSYCHRES.2023.115317. Cited 2025 Jun 2.

10. Pérez-Marco M, Ferndndez-Sogorb A, Fuster-Rico A, Arrdez Vera MG. Impacto
de la adiccion a videojuegos en adolescentes: diferencias en funcién del
sexo, la asistencia al instituto y el rendimiento académico. EPSIR. 2024;9:1-15.
Available from: https://epsirnet/index.php/epsir/article/view/341. Cited 2025
Jun 2.

11, Gonzélez-Alvarez S, Solabarrieta J, Ruiz-Narezo M. Uso y abuso de video-
juegos en jovenes vascos de 12 a 22 afos. In: Barragan AB, Molero MM,
Martos A, Simén MM, Pérez MC. Investigando la salud a lo largo del ciclo vital:
Nuevos retos y actualizaciones. Madrid: Dykinson; 2022;89-100.

12. Gonzélez-BuesoV, Santamarfa JJ, Ferndndez D, Merino L, Montero E, Ribas J.
Association between Internet Gaming Disorder or Pathological Video-Game
Use and Comorbid Psychopathology: A Comprehensive Review. Int J Environ
Res Public Health. 2018;15(4):668. Available from: https://doi.org/10.3390/ijer
ph15040668. Cited 2025 Jun 2.

13.  Loren D, Gominguez R, Glores J, Santolaria R, Mico MV. Guia Breve de inter-
vencién En Tratamiento de Trastorno Por Juego y Videojuegos. A Corufa:
Federacion Espafiola de Jugadores de Azar Rehabilitados; 2021.

14. Yildiz H, Haktanir A, Saritepeci M. Examining the Predictors of Video Game
Addiction According to Expertise Levels of the Players. Int J Ment Health
Addict. 2023;1. Available from: https://doi.org/10.1007/511469-023-01073-3.
Cited 2025 Jun 2.

15.  Sanchez-Llorens M, Mari-SanMillan M, Benito A, Rodriguez-Ruiz F, Castellano-
Garcfa F, Aimoddvar |, Haro G. Rasgos de personalidad y psicopatologia en
adolescentes con adiccién a videojuegos. Adicciones. 2023;35(2):151-64.
Available from: https://www.adicciones.es/index.php/adicciones/article/view
/1629/1278. Cited 2025 Jun 2.

16. Gallardo Perez JM, Rivilla Arias I, Ramirez Murioz A, Castro Lépez R. San Juan
Ferrer B, Prieto Andreu JM. Videojuegos, implicaciones educativas. REDU.
2024;1:185-221. Available from: https://doi.org/10.4438/1988-592X-RE-202
4-405-632. Cited 2025 Jun 2.

17. Qiu B, Zhang W. Video game feedback learning and aggressive or prosocial
effects. Soc Sci Comput Rev. 2025;43(4):872-87. Available from: https://doi.or
9/10.1177/08944393241277556. Cited 2025 Nov 8.

18. Wei M-C, Chen S,Wang X, Liu Y-L. The impact of competitive gaming context
on aggressive behavior in high school students: The positive role of coopera-
tive gaming context. J Adolesc. 2025,97(6):1656-66. Available from: https://d
0i.0rg/10.1002/jad.12526. Cited 2025 Nov 8.

19. Carnagey NL, Anderson CA. The effects of reward and punishment in violent
video games on aggressive affect, cognition, and behavior. Psychol Sci.
2005;16(11):882-9. Available from: https://doi.org/10.1111/j.1467-9280.2005.0
1632.x. Cited 2025 Nov 8.


https://doi.org/10.21071/pse.v16i1.16718
https://doi.org/10.21071/pse.v16i1.16718
https://doi.org/10.54790/rccs.89
https://doi.org/10.54790/rccs.89
https://doi.org/10.1016/J.PSYCHRES.2023.115317
https://doi.org/10.1016/J.PSYCHRES.2023.115317
https://epsir.net/index.php/epsir/article/view/341
https://doi.org/10.3390/ijerph15040668
https://doi.org/10.3390/ijerph15040668
https://doi.org/10.1007/S11469-023-01073-3
https://www.adicciones.es/index.php/adicciones/article/view/1629/1278
https://www.adicciones.es/index.php/adicciones/article/view/1629/1278
https://doi.org/10.4438/1988-592X-RE-2024-405-632
https://doi.org/10.4438/1988-592X-RE-2024-405-632
https://doi.org/10.1177/08944393241277556
https://doi.org/10.1177/08944393241277556
https://doi.org/10.1002/jad.12526
https://doi.org/10.1002/jad.12526
https://doi.org/10.1111/j.1467-9280.2005.01632.x
https://doi.org/10.1111/j.1467-9280.2005.01632.x

Gonzélez-Alvarez et al. BMC Psychology

20.

22.

23.

24.

25.

26.

27.

28.

29.

30.

31.

32.
33.

34.

35.

36.

37.

38.

(2026) 14:325

Yin M, Qiu B, He X, Tao Z, Zhuang C, Xie Q, et al. Effects of reward and punish-
ment in prosocial video games on attentional bias and prosocial behaviors.
Comput Hum Behav. 2022;137(107441):107441. Available from: https://doi.or
9/10.1016/j.chb.2022.107441. Cited 2025 Nov 8.

Bushman BJ, Anderson CA. Violent video games and hostile expecta-

tions: A test of the General Aggression Model. Pers Soc Psychol Bull.
2002;28(12):1679-86. Available from: https://doi.org/10.1177/0146167022376
49. Cited 2025 Nov 8.

Ohannessian CM. Media use and adolescent psychological adjustment: An
examination of gender differences. J Child Fam Stud. 2009;18(5):582-93.
Available from: https://doi.org/10.1007/510826-009-9261-2. Cited 2025 Nov 8.
Desai RA, Krishnan-Sarin S, Cavallo D, Potenza MN. Video-gaming among
high school students: health correlates, gender differences, and problematic
gaming. Pediatrics. 2010;126(6):.e1414-24. Available from: https://doi.org/10.1
542/peds.2009-2706. Cited 2025 Nov 8.

Cosquer M, Finck C, Jousselme C, Lefebvre A. Violent video gaming among
French adolescents: Impact on mental health by gender. Encephale.
2025;51(2):119-26. Available from: https://doi.org/10.1016/j.encep.2024.02.00
1. Cited 2025 Nov 8.

ChenY,Wang L, Guo S, Gu Q. Violent or competitive? Unpacking adolescent
cyber-aggressive behavior in text, video, and game context. Front Psychol.
2025;16:1577717. Available from: https://doi.org/10.3389/fpsyg.2025.157771
7. Cited 2025 Nov 8.

Zsila A, Demetrovics Z. Taxonomy of toxic behaviors in multiplayer gaming
environments: An extension of the context of peer aggression. J Behav
Addict. 2025. Available from: https://doi.org/10.1556/2006.2025.00034. Cited
2025 Nov 8.

Zsila A, Orosz G, Demetrovics Z. Reducing toxic behaviors in the gaming
community: A social-psychological intervention with lasting effects. Comput
Hum Behav. 2025;(108827):108827. Available from: https://doi.org/10.1016/j.c
hb.2025.108827. Cited 2025 Nov 8.

Siddiqui S, Schultze-Krumbholz A, Kamran M. Influences of online
computer-mediated activities on the development of aggressive behavior: A
systematic literature review comparing Eurasian regions. Psychol Pop Media.
2025;14(3):354-66. Available from: https://doi.org/10.1037/ppm0000573.
Cited 2025 Nov 8.

Jones CM, Scholes L, Johnson D, Katsikitis M, Carras MC. Gaming well:

links between videogames and flourishing mental health. Front Psychol.
2014;5:260. Available from: https://doi.org/10.3389/fpsyg.2014.00260. Cited
2025 Nov 8.

Gonzélez-Alvarez S, Solabarrieta J, Ruiz-Narezo M. Uso y abuso de video-
juegos en jovenes y adolescentes del Pais Vasco. Relacién con variables
sociodemograficas e interpersonales: Use and abuse of video games in
young people and adolescents in the Basque Country, and its relationship
with sociodemographic and interpersonal variables. Psicogente. 2025;27(52).
Available from: https://revistas.unisimon.edu.co/index.php/psicogente/articl
e/view/7345. Cited 2025 Nov 8.

Moro Inchaurtieta A. Drogas y escuela X. Encuesta sobre Uso de drogas, entre
escolares de La Comunidad Auténoma Del Pais Vasco. Bilbao: Universidad de
Deusto; 2022.

Olweus D. Aggression in the schools: bullies and whipping BOYS. Washing-
ton: Hemisphere Publ; 1978.

Olweus D. Bullying at school: what we know and what we can do. Malden,
MA: Blackwell Publishing; 1993.

Andreu JM, Pefa ME. Propiedades psicométricas de la Escala de Conducta
Antisocial y Delictiva en adolescentes. Psicol. 2013;29(2):516-22. Available
from: https://doi.org/10.6018/analesps.29.2.135951. Cited 2025 Jun 2.
Strasburger VC, Jordan AB, Donnerstein E. Health effects of media on children
and adolescents. Pediatr. 2013;132(5):958-61. Available from: https://doi.org/
10.1542/peds.2013-2656. Cited 2025 Nov 8.

loannidis K, Hook R, Goudriaan AE, Vlies S, Fineberg NA, Grant JE, Chamber-
lain SR. Cognitive deficits in problematic internet use: meta-analysis of 40
studies. Br J Psychiatry. 2020;217(6):639-46. Available from: https://doi.org/10.
1192/bjp.2019.3. Cited 2025 Nov 8.

Small GW, Lee J, Kaufman A, Jalil J, Siddarth P, Gaddipati H, et al. Brain

health consequences of digital technology use. Dialogues Clin Neurosci.
2020;22(2):179-87. Available from: https://doi.org/10.31887/DCNS.2020.22.2/
gsmall. Cited 2025 Nov 8.

Stavropoulos V, Gomez R, Mueller A, Yucel M, Griffiths MD. User-avatar bond
profiles: How do they relate with disordered gaming behaviors? Addict
Behav. 2019,93:276-82. Available from: https://doi.org/10.1016/j.addbeh.2018
.12.008. Cited 2025 Nov. 8.

39.

40.

41.

42.

43.

44,

45.

46.

47.

48.

49.

50.

51.

52.

53.

54.

55.

Page 14 of 14

Anderson CA, Suzuki K, Swing EL, Groves CL, Gentile DA, Prot S, et al. Media
violence and other aggression risk factors in seven nations. Pers Soc Psychol
Bull. 2017,43(7):986-98. Available from: https://doi.org/10.1177/01461672177
03064. Cited 2025 Nov 8.

Gomez-Gonzalvo F, Devis-Devis J, Molina-Alventosa P. El tiempo de uso de los
videojuegos en el rendimiento académico de los adolescentes. Comunicar.
2020;28(65):89-99. Available from: https://doi.org/10.3916/C65-2020-08.
Cited 2025 Jun 2.

Chen H, Cohen P, Chen S. How big is a big odds ratio? Interpreting the
magnitudes of odds ratios in epidemiological studies. Commun Stat Simul
Comput. 2010;39(4):860-4. Available from: https://doi.org/10.1080/03610911
003650383. Cited 2025 Jun 2.

Observatorio. Espanol de Las Drogas y Las adicciones. Informe sobre adiccio-
nes comportamentales y Otros Trastornos adictivos 2023. Madrid: Ministerio
de Sanidad; 2023.

Chamarro A, Oberst U, Cladellas R, Fuster H. Effect of the Frustration of
Psychological Needs on Addictive Behaviors in Mobile Videogamers - The
Mediating Role of Use Expectancies and Time Spent Gaming. Int J Environ
Res Public Health. 2020;17(17):6429. Available from: https://doi.org/10.3390/ij
erph17176429. Cited 2025 Jun 2.

Fazeli S, Mohammadi |, Lin CY, Namdar P, Griffiths MD, Ahorsu DK, et al.
Depression, anxiety, and stress mediate the associations between internet
gaming disorder, insomnia, and quality of life during the COVID-19 outbreak.
Addict Behav Rep. 2020;12:100307. Available from: https://doi.org/10.1016/j.a
brep.2020.100307. Cited 2025 Jun 2.

Green R, Delfabbro PH, King DL. Avatar identification and problematic gam-
ing: The role of self-concept clarity. Addict Behav. 2021;113:106694. Available
from: https://doi.org/10.1016/j.addbeh.2020.106694. Cited 2025 Jun 2.
Lemenager T, Neissner M, Sabo T, Mann K, Kiefer F, Who Am I, How Should I.
Be: a Systematic Review on Self-Concept and Avatar Identification in Gaming
Disorder. Curr Addict Rep. 2020;7(2):166-93. Available from: https://doi.org/1
0.1007/540429-020-00307-x. Cited 2025 Jun 2.

Chacén Cuberos R, Zurita Ortega F, Martinez Martinez A, Castro Sénchez

M, Espejo Garcés T, Pinel Martinez C. Relacién entre factores académicos y
consumo de videojuegos en universitarios. Un modelo de regresion. Pixel-Bit.
2017,(50):109-21. Available from: https://recyt fecyt.es/index.php/pixel/article
iew/61771. Cited 2025 Jun 2.

Santibanez R, Ruiz-Narezo M, de Audikana MG, Moro A, Fonseca J, Pérez J.
Factores de Riesgo y conductas de Riesgo En La adolescencia. Madrid: Sinte-
sis; 2020.

Mendoza Saico B. Dependencia a los videojuegos y habilidades sociales en
adolescentes escolares. EDUSER. 2023;10(1):7-17. Available from: https://doi.
0rg/10.18050/eduserv10nTal. Cited 2025 Jun 2.

Gonzélez-Alvarez S, Solabarrieta J, Ruiz-Narezo M. Uso y abuso de video-
juegos en jovenes y adolescentes del Pais Vasco. Psicogente. 2025;27(52).
Available from: https://doi.org/10.17081/psico.27.52.7345. Cited 2025 Jun 2.
Lopez-Fernandez O, Williams AJ, Kuss DJ. Measuring Female Gaming: Gamer
Profile, Predictors, Prevalence, and Characteristics From Psychological and
Gender Perspectives. Front Psychol. 2019;10. Available from: https://doi.org/1
0.3389/fpsyg.2019.00898. Cited 2025 Jun 2.

Vermeulen L, Van Bauwel S, Van Looy J. (2017). Tracing female gamer identity.
An empirical study into gender and stereotype threat perceptions. Comput
Hum Behav. 2017;71:90-8. Available from: https://doi.org/10.1016/j.chb.2017.
01.054. Cited 2025 Jun 2.

Currie C, Zanotti C, Morgan A, Currie D, de Looze M, Roberts C, et al. Social
determinants of health and well-being among young people. Health behav-
jour in School-aged children (HBSC) study: international report from the
2009/2010 survey. Copenhagen: WHO Regional Office for Europe; 2012.
WHO Regional Office for Europe. Adolescent alcohol-related behaviours:
trends and inequalities in the WHO European Region, 2002-2014. Observa-
tions from the health behaviour in School-aged children (HBSC) WHO collab-
orative cross-national study. Copenhagen: WHO Regional Office for Europe;
2016.

Moreno C, Ramos P, Rivera F, Jiménez-Iglesias A, Garcia-Moya |, Sénchez-
Queija |, et al. Las Conductas relacionadas Con La Salud y El desarrollo de

Los adolescentes escolares. Resultados Del estudio HBSC-2010 En Espafa.
Madrid: Ministerio de Sanidad, Servicios Sociales e Igualdad; 2012.

Publisher’s note
Springer Nature remains neutral with regard to jurisdictional claims in
published maps and institutional affiliations.


https://doi.org/10.1016/j.chb.2022.107441
https://doi.org/10.1016/j.chb.2022.107441
https://doi.org/10.1177/014616702237649
https://doi.org/10.1177/014616702237649
https://doi.org/10.1007/s10826-009-9261-2
https://doi.org/10.1542/peds.2009-2706
https://doi.org/10.1542/peds.2009-2706
https://doi.org/10.1016/j.encep.2024.02.001
https://doi.org/10.1016/j.encep.2024.02.001
https://doi.org/10.3389/fpsyg.2025.1577717
https://doi.org/10.3389/fpsyg.2025.1577717
https://doi.org/10.1556/2006.2025.00034
https://doi.org/10.1016/j.chb.2025.108827
https://doi.org/10.1016/j.chb.2025.108827
https://doi.org/10.1037/ppm0000573
https://doi.org/10.3389/fpsyg.2014.00260
https://revistas.unisimon.edu.co/index.php/psicogente/article/view/7345
https://revistas.unisimon.edu.co/index.php/psicogente/article/view/7345
https://doi.org/10.6018/analesps.29.2.135951
https://doi.org/10.1542/peds.2013-2656
https://doi.org/10.1542/peds.2013-2656
https://doi.org/10.1192/bjp.2019.3
https://doi.org/10.1192/bjp.2019.3
https://doi.org/10.31887/DCNS.2020.22.2/gsmall
https://doi.org/10.31887/DCNS.2020.22.2/gsmall
https://doi.org/10.1016/j.addbeh.2018.12.008
https://doi.org/10.1016/j.addbeh.2018.12.008
https://doi.org/10.1177/0146167217703064
https://doi.org/10.1177/0146167217703064
https://doi.org/10.3916/C65-2020-08
https://doi.org/10.1080/03610911003650383
https://doi.org/10.1080/03610911003650383
https://doi.org/10.3390/ijerph17176429
https://doi.org/10.3390/ijerph17176429
https://doi.org/10.1016/j.abrep.2020.100307
https://doi.org/10.1016/j.abrep.2020.100307
https://doi.org/10.1016/j.addbeh.2020.106694
https://doi.org/10.1007/s40429-020-00307-x
https://doi.org/10.1007/s40429-020-00307-x
https://recyt.fecyt.es/index.php/pixel/article/view/61771
https://recyt.fecyt.es/index.php/pixel/article/view/61771
https://doi.org/10.18050/eduser.v10n1a1
https://doi.org/10.18050/eduser.v10n1a1
https://doi.org/10.17081/psico.27.52.7345
https://doi.org/10.3389/fpsyg.2019.00898
https://doi.org/10.3389/fpsyg.2019.00898
https://doi.org/10.1016/j.chb.2017.01.054
https://doi.org/10.1016/j.chb.2017.01.054

	﻿The relationship between video game use, antisocial behaviour, and bullying in adolescents and young adults, and gender differences
	﻿Abstract
	﻿Introduction
	﻿Research objectives, questions, and hypotheses

	﻿Methodology
	﻿Instruments
	﻿Analysis

	﻿Results
	﻿Discussion
	﻿Conclusions
	﻿Limitations of the study
	﻿References


