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Abstract
The aim of this study was to add knowledge of the longitudinal associations between gaming and emotional closeness between 
parents and their children. We hypothesized that parent–child emotional closeness was linked to less gaming activity over 
time and that more gaming activity was linked to less parent–child emotional closeness over time. We also tested the mod-
erating effect of child gender on these anticipated links. This study involved a sample of Swedish adolescents, spanning the 
developmental years from age 12.5 to 17, and included data from two time points (T1; year 2013 and T2; years 2017/2018) 
with N = 782 participants (T1 Mage = 12.10, SD = 0.40; 49.6% girls). Utilizing a series of Cross-Lagged Panel Models, we 
found that emotional closeness to both mother and father predicted less time spent on gaming over time. More time spent on 
gaming predicted less emotional closeness to mother over time. Additionally, gaming activity among girls was specifically 
related to less emotional closeness to their father over time. Strengthening parent–child relationships and emotional bonds 
may be crucial in safeguarding adolescents from developing habits of excessive gaming that could potentially pose problems 
for their psychosocial development.
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With the development of interactive digital techniques and 
online games, the practice or activity of playing computer 
or video games i.e., gaming, has become a common leisure 
activity among adolescents. Nevertheless, there exists a sig-
nificant variation in the amount of time spent on gaming 
and its impact on the everyday functioning of adolescents 

(Panagiotidi, 2017). Building on earlier studies, we under-
stand that the parent–child relationship plays a crucial role 
in the healthy and positive development of the child (e.g., 
Bretherton, 1992). Consequently, the emotional quality of this 
relationship could potentially influence how much time the 
adolescent spends on gaming and vice versa, that the time 
spent on gaming might also impact the parent–child rela-
tionship. While research on gaming is growing, there is still 
limited understanding of the extent to which parent–child 
relationships contribute to adolescent gaming. Moreover, 
excessive gaming activity, characterized by spending a sub-
stantial amount of time gaming, is closely associated with 
child gender as it tends to be more prevalent among boys than 
girls (Choo et al., 2010). To obtain a stronger picture of ado-
lescent gaming and its correlates, understanding the interac-
tion between parent–child relationships and gaming among 
both boys and girls is needed. Therefore, the purpose of this 
study was to investigate the links among adolescent time spent 
on gaming and the emotional closeness to the mother and the 
father, and to explore whether there is a moderating role of 
adolescent gender in these links.
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Gaming as an everyday activity

Gaming, or playing video or computer games, has become 
a common leisure activity among children and youth. Stud-
ies have shown that adults spend an average of nine hours 
per week on gaming, and that children and adolescents 
spend even more time on the activity (Panagiotidi, 2017). 
In Sweden, 48% of the 13-year-olds and 35% of 17-year-
olds, to a large extent boys, play computer games more 
than three hours a day (Swedish Media Council, 2021).

Given the general increase in gaming among children and 
youth, gaming as a time-consuming leisure activity has puz-
zled the adult world. Specifically, parents and professionals 
who work with children and youth express concern about 
the negative effect that gaming may have for child and youth 
development (André et al., 2020, 2022). Therefore, child and 
youth health institutions are increasingly providing recom-
mendations for acceptable amounts of screen time, including 
gaming (AACAP, 2020). Research in the field is, however, 
not consistent regarding concerns related to gaming.

Gaming as a positive activity

Gaming, as an activity, could be linked to more positive 
developmental outcomes for children and adolescents. For 
example, as many of the online games include social inter-
action with other gamers, gaming can be linked to a higher 
sense of belonging in a group (Sharabi & Margalit, 2011). 
Moreover, some studies suggest that gaming can contribute 
to the development of executive functions, such as higher 
logical capacity and vocabulary (Gnambs & Appel, 2017) 
as well as higher overall cognitive functioning (Sauce et al., 
2022). Gaming can also be an activity that brings fami-
lies together. For example, in a study involving parents of 
children of about the age of 11, the findings suggested that 
engaging in co-playing activities within families contributed 
to increased family satisfaction and closeness (Wang et al., 
2018). Similar results were found by Coyne et al., (2011) 
where co-playing with parents had a negative association to 
internalizing and aggression in girls. To some extent, gam-
ing can also help gamers to relax (King & Delfabbro, 2018) 
and to cope with certain situations in times of boredom, 
stress, or loneliness (Vadlin et al., 2016). This was particu-
larly recognized by the World Health Organization (WHO, 
2021) during the COVID-19 pandemic as it encouraged 
gaming to keep people safe while connected to each other. 
However, health professionals were also encouraged to raise 
awareness of how increased gaming during the pandemic 
could contribute to the development of gaming problems 
(Ko &Yen, 2020).

Gaming as a problematic activity

Contrary to the view of gaming as a social and relaxing 
activity (e.g., King & Delfabbro, 2018), alarming reports 
from studies worldwide suggest that excessive gaming could 
be related to poorer developmental outcomes, such as lower 
impulse control and reduced school performance (Choo 
et al., 2010). Further, studies show that gaming can pose 
a risk to adolescent mental health as excessive gaming has 
been associated with problematic gaming, which is linked 
to poorer psychological health (i.e., increased mental illness 
and lower life satisfaction) and less face-to-face sociabil-
ity among adolescents (Männikkö et al., 2015). The links 
between problematic gaming and increasing externalizing 
problems such as aggressiveness and behavioral disorders, 
and internalizing problems, such as anxiety and depression 
have also been found (Lobel et al., 2017). These issues are 
more commonly observed in boys than in girls, as consistent 
gender differences have been identified, with a higher pro-
portion of boys categorized as problematic gamers compared 
to girls (André et al., 2021; Choo et al., 2010; Gentile, 2009).

The available evidence on prospective risks with gam-
ing was reflected in the introduction of ‘Gaming disorder’ 
in the 11th revision of the International Classification of 
Diseases (ICD-11; WHO, 2019; WHO, 2021), characterized 
by impaired control over gaming, giving precedented prior-
ity to gaming over other activities, withdrawal symptoms, 
and continuation of gaming despite negative consequences, 
including impairment in different areas of functioning. With 
this new diagnosis it is more important than before to gain 
more knowledge about risks and protective factors such as, 
for example, parenting.

The role of parent–child relationships 
for adolescent adjustment

In this section, parent–child relationship and its link to ado-
lescent adjustment will be introduced through three thematic 
lenses: firstly, through the attachment perspective and emo-
tional bond between the parent and the child; then through 
the parental strategies perspective; and lastly, through the 
reciprocal perspective where adolescent behavior also affects 
the parent–child relationship.

Although child development happens in mutual inter-
action with parents (Sameroff, 2010), parents are the key 
socializing agents in their children’s proximal environment. 
The quality of the relationship, and the attachment between 
child and parent, is of great importance for the child's future 
positive development (Bretherton, 1992). Attachment theory 
describes the invisible emotional bond that exists between 
the child and the parent, and how important attachment is 
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both for the child's survival and for the child's understand-
ing of himself and the outside world. The affiliation can be 
divided into two main categories: safe and insecure. When 
the child feels safe, the parent–child relationship is charac-
terized by emotional closeness and, when feeling unsafe, by 
emotional distance. Further, studies on pre-school children 
have also revealed gender differences where mother-daugh-
ter dyads showed higher emotional closeness compared to 
mother-son dyads (Benenson et al., 1998). The emotional 
closeness between children and their parents has also been 
mapped in a Swedish survey where adolescents were asked 
who they would talk to if they felt sad. The results show 
that they preferred to talk their mother (46%), then a friend 
(22%), or no one at all (17%). Only seven per cent said they 
preferred to talk to Dad when they were sad (Kamratposten, 
2018). Help seeking preferences among adolescents were 
explored through focus group interviews in the Netherlands 
and the findings suggest that adolescents primarily chose 
informal help sources, such as friends and the internet, when 
confronted with mild emotional and behavioral problems. 
When the problems were more severe, adolescents more 
often chose to seek help from a trusted person, such as a 
mentor at school or a parent (van der Toren et al., 2019).

Indeed, parents are essential for children’s development 
both in childhood and adolescence, and strong emotional 
bonds have a well-known positive effect on adolescent 
adjustment (Moretti & Peled, 2004; Attar-Schwartz 2015). 
For example, Kapetanovic and Skoog (2021) claim that 
the effect of parenting practices on adolescent functioning 
is dependent on the quality of family emotional climate, 
and thus emotional bonds between parents and their ado-
lescent children. While parental monitoring is generally 
seen as a key measure for positive developmental outcomes 
of children and adolescents (Racz & McMahon, 2011), 
Kapetanovic and Skoog (2021) suggest that monitoring is 
only efficient when parent–child emotional bonds are strong. 
Thus, strong family emotional bonds seem to be central for 
development of positive psychosocial outcomes in children 
and adolescents.

It is important to note that parenting is not stable, and that 
children and adolescents play an important role for the qual-
ity of parent–child relationships and interactions. Indeed, 
parents and adolescents are involved in a chain of actions 
and reactions and in such a way they influence each other 
and their behaviors (e.g., Sameroff, 2010). Research that has 
addressed the reciprocal associations between parenting and 
adolescents’ behavior suggests that adolescents’ behavior is 
predictive of changes in parenting more robustly than the 
other way around (Kerr et al., 2012). Scholars suggest that 
although parents do have impact on their children’s behav-
ioral development, when adolescents express maladaptive 
behaviors, such as norm-breaking behaviors, parents are 
likely to withdraw from warm and responsive parenting over 

time, possibly because they become more insecure in their 
own ability to influence their adolescents (Glatz et al. 2011). 
On the other hand, when adolescents are willing to com-
municate with their parents, that stimulates more engage-
ment from parents (Kapetanovic et al., 2019), which could 
play role for development of more close emotional bonds. 
In other words, parents and adolescents are dependent on 
each other and they influence each other, which is why it is 
critical to address the reciprocity in their interactions and 
behaviors.

Parent–child relationship and gaming

Given the critical role that parent–child relationships and 
interactions play for adolescent functioning, it is also likely 
that bonds between parents and their adolescent children 
are important in terms of gaming. The correlational studies 
suggest that hostility in parent–child relationships (Kwon 
et al., 2011) and poor communication between parents and 
their adolescents (Punamäki et al., 2009) are some of the 
parenting factors linked to more problem gaming in ado-
lescents. Moreover, the results from interviews with Swed-
ish adolescents diagnosed with Internet Gaming Disorder 
show that parent–child relationships are strained, although 
they improve when adolescents reduce their gaming (Gurdal 
et al., 2023). Although research on parenting and gaming 
in a longitudinal perspective is scarce, it is suggested that 
parental support, but not parent–child relationship, is related 
to less gaming problems over time (She et al., 2022). On the 
other hand, another 3-wave study with Chinese adolescents, 
showed that parent–child relationship, in particular rela-
tionship to father, had protective effect on development of 
problem gaming, while also gaming had negative effect on 
the quality of parent–child relationship over time (Su et al., 
2018). Given the results from the study by Su et al (2018) it 
is possible that parents have an impact on development of 
problem gaming in adolescents, while these activities may 
also elicit changes in parenting and parent–child relation-
ships. However, given the somewhat inconsistent results in 
the previous longitudinal studies there is a need to explore 
the idea of reciprocity in associations between parent–child 
relationships and adolescent time spent on gaming. In addi-
tion, it is yet to be explored whether these potential links 
differ by the gender of the parent as well as the gender of 
the child.

The current study

The aim of this study is to contribute to the knowledge 
about the potential associations between adolescent gaming 
and emotional closeness to the mother and the father. The 
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research questions are: 1) How is adolescent gaming at T1 
associated with emotional closeness to the mother/father at 
T2 (and vice versa)? 2) Are the potential links in mother 
and father models moderated by adolescent gender? Based 
on the aforementioned principles from attachment theory 
(e.g., Bretherton, 1992) and the transactional model of child 
development (Sameroff, 2010), as well as empirical evidence 
for an association between problematic gaming and the 
quality of the parent–child relationship (Su et al., 2018), we 
hypothesized a reciprocal association between gaming and 
parental emotional closeness. Specifically, we hypothesized 
that parental emotional closeness at T1 would be linked to 
less gaming activity at T2 and that more gaming activity 
at T1 would be linked to less parental emotional closeness 
at T2. Due to limited previous research, we employed an 
explorative approach to the potential mother/father and gen-
der effects.

Method

This study was performed using data originally collected 
within the framework of the five-wave program Longitudinal 
Research on Development in Adolescence (LoRDIA) which 
focused on social, behavioral, and psychological develop-
mental trajectories from age 12–18 in a general population. 
LoRDIA started in 2013 in four small and medium-sized 
municipalities (10,000–38,000 inhabitants) in southern Swe-
den. All children in two school-year cohorts were invited to 
participate. For a detailed description of the program and 
procedure, see Boson et al. (2016) and Kapetanovic et al. 
(2020).

Procedure

The first data collection (T1) was in 2013, when the partic-
ipants from the two age cohorts were about 12 and 13 years 
old, respectively. They were followed up yearly until 2017 
and 2018, when the participants were about 17 years old. 
Some weeks before the start of the first data collection, all 
caregivers and children received an information letter that 
briefly explained the purpose of the study. Passive consent 
from the caregiver was requested for the children’s partici-
pation when under 15 years (i.e., no active “no” response). 
An active written consent (i.e., active yes/no response) was 
nevertheless requested from the adolescent. The partici-
pants completed the questionnaires during school hours in 
their classrooms, while project researchers were present 
to answer questions. The survey, consisting of about 350 
questions in total, took approximately one to two hours to 
complete. Absent students got their questionnaire posted 
to their home by regular mail. Out of all 2,150 invited, 

1,885 (88%) agreed to participate with parental accept-
ance and they constitute the LoRDIA study population. 
Those who declined participation showed no differences 
in demography (gender and immigration status) or school 
performance (merit rating and attendance) (Kapetanovic 
et al., 2020). Comprehensive data collections were con-
ducted annually in three or four waves for the respective 
cohorts up to grade 9 at about age 15. During these years, 
the data collection had a high turnout, with 96% partici-
pating at least once and 70–85% on each occasion. Wave 
5 questionnaires were collected in the autumns of 2017 
and 2018, respectively, when the two cohorts were in their 
second year of upper secondary school and approximately 
17 years old. In Wave 5, slightly more than half (i.e., 63%) 
of the original study population participated. Internal 
attrition analyses from one of the original studies within 
the LoRDIA project, presented by Boson et al. (2016), 
indicate that especially boys with externalizing problems 
dropped out over time.

Participants

This study used longitudinal data from two data collections: 
Wave 1, i.e., when adolescents were about 12 years of age, 
and Wave 5, i.e., when adolescents were about 17 years of 
age. From now Wave 1 is referred to as time point 1 (T1) and 
Wave 5 as time point 2 (T2). The analytical sample consisted 
of adolescents who at baseline responded to questions about 
gaming, N = 782 (50.4% boys). Most lived with both par-
ents (79.5%) and were of Swedish ethnicity (70.8%). Most 
of the adolescents (64.5%) reported having as much money 
as their classmates, while 17.3% reported that their family 
had more money than their classmates’ families, and 15.7% 
reported that their family had less money than the fami-
lies of their classmates. The mean ages of the participants 
were T1: M = 12.10 years (SD = 0.40); T2: M = 16.92 years 
(SD = 0.37).

Measures

Gaming

Time involved in gaming activity was measured with a sin-
gle item question at T1 and T2: Approximately how many 
hours do you play computer games or video games (or simi-
lar on mobile) on a normal weekday? Answers were scored 
on a 4-point Likert scale from 1 = Almost never or never, 
2 = Less than an hour every day, 3 = About 1–2 h every day, 
and 4 = More than 1–2 h every day.
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Parent–child emotional closeness

A scale, developed by Biesecker (2007) and used in Tilton-
Weaver et al. (2010) and Kapetanovic and Skoog (2021), 
assessed the extent of child’s emotional closeness to mother 
and father separately. The items of the scale are: 1) I know 
Mom/Dad is there when I need her/him, 2) I feel like I can 
try new things because I know Mom/Dad supports me, 
3) I am happy to share my private thoughts and feelings 
with Mom/Dad, 4) When I'm angry, sad, or worried, mom/
dad makes me feel better, and, 5) Mom/Dad encourages 
me to make my dreams come true. Answers were scored 
on a 3grade Likert-scale from 1 = No, 2 = Sometimes and, 
3 = Yes. The internal properties were satisfactory with Cron-
bach alpha for the mother scale (T1: 0.78, T2: 0.85) and for 
the father scale (T1: 0.81, T2: 0.85). Adolescent gender was 
entered as “1” for girl and “2” for boy.

Statistical analyses

First, we tested whether the missing data was missing 
at random. Missing data analysis showed that Little’s 
MCAR (missing completely at random) was significant 
(p = 0.009); however, the normed chi-square (χ2/df) was 
low (96.029/66 = 1.45), implying a low violation of the 
MCAR assumption. Further attrition analyses showed that 
63% of the original sample (N = 1515) continued to provide 
data at T2. Attrited adolescents did not significantly differ 
from the retained adolescents in terms of gender, mother/
father-child emotional closeness, or gaming. Next, we con-
ducted t-tests for analyzing potential gender differences in 
terms of mother/father closeness and gaming. We calculated 
effect sizes (Cohens d) to add qualitative value to the results. 
An effect size of ± 0.2 to 0.3 can be interpreted as “small,” 
around ± 0.5 as “medium,” and ± 0.8 or more as “large” 
(Cohen, 1988). We also calculated bivariate correlations 
between the study constructs.

In the next step, we implemented structural equation 
modelling using AMOS 28.0. We utilized full information 
maximum likelihood (FIML) estimation. Such a procedure 
accounts for missing data and it is possible to produce unbi-
ased parameter estimates and bias-corrected confidence inter-
vals (Byrne, 2013). We fitted separate measurement models 
to evaluate autoregressive cross-lagged associations between 
each parent–child connectedness measure (i.e., mother/father-
child connectedness) and adolescent gaming. Thus, the latent 
construct of T1 parent–child connectedness was regressed 
on T2 adolescent gaming, and T1 adolescent gaming was 
regressed on T2 parent–child connectedness. Evaluation of 
model fit was based on recommended fit index cut-off val-
ues (CFI > 0.90, TLI > 0.95, RMSEA < 0.08 (Byrne, 2013). 
Finally, we conducted multi-group analyses in the separate 
models to test whether the links between parent–child con-
nectedness and adolescent gaming were moderated by adoles-
cent gender. A constrained model, where effects are equiva-
lent across groups, was compared with an unconstrained 
model with freely varying effects using χ2-difference tests. 
A significantly better fit of the unconstrained model (as indi-
cated by significant Δχ2) would indicate a moderation effect 
(Byrne, 2013).

Results

The bivariate correlations among the study’s variables are 
shown in Table 1. T1 and T2 mother–child emotional close-
ness were negatively correlated with T1 and T2 gaming. 
T1 and T2 father-child closeness were negatively correlated 
with T1 gaming, yet not with T2 gaming.

Independent sample t-tests (see Table 2) showed that 
adolescent girls (M = 0.91 SD = 0.15) reported higher T1 
mother–child emotional closeness (t(772) = 2.35 p = 0.019) 
than adolescent boys (M = 0.89 SD = 0.15). In addition, 
adolescent boys (T1: M = 3.13 SD = 0.82; T2: M = 2.81 
SD = 1.06) reported higher T1 gaming (t(780) = -11.98 
p < 0.001) and T2 gaming (t(436) = -11.04 p < 0.001) in 

Table 1  Means, standard 
deviations, and correlations 
between mother/father-child 
emotional closeness, gaming, 
and adolescent gender

*p < 0.05 **p < 0.001; MCEC = mother–child emotional closeness; FCEC = father-child emotional closeness

1 2 3 4 5 6 7

1. Gender - -0.084* -0.041 0.394** -0.031 0.063 0.468**
2. T1 MCEC - 0.765** -.109** 0.362** 0.354** -0.133*
3. T1 FCEC - -0.114** 0.279** 0.450** -0.102
4. T1 Gaming - -0.131** -0.119* 0.438**
5. T2 MCEC - 0.676** -0.136**
6. T2 FCEC - -0.041
7. T2 Gaming
Mean - 0.90 0.88 2.75 0.86 0.82 2.26
SD - 0.14 0.16 0.95 0.15 0.16 1.15



 Current Psychology

comparison to adolescent girls (T1: M = 2.38 SD = 0.93; T2: 
M = 1.73 SD = 0.99).

Links between parent–child emotional 
closeness and adolescent gaming

The two-wave cross-lagged model with mother–child emo-
tional closeness and adolescent gaming had acceptable model 
fit ( �2(43) = 170.257 p = 0.000; TLI = 0 0.953; CFI = 0.969; 
RMSEA = 0.056). As shown in Fig. 1, T1 mother–child 
emotional closeness was negatively linked to T2 gaming 
(β = -0.08 p = 0.015) and T1 gaming was negatively linked 
to T2 mother–child emotional closeness (β = -0.08 p = 0.043), 
suggesting reciprocal associations between mother–child 
emotional closeness and adolescent gaming.

In addition, the two-wave cross-lagged model with 
father-child emotional closeness and adolescent gaming 
also had acceptable model fit ( �2(42) = 113.180 p < 0.0001; 
TLI = 0.976; CFI = 0.985; RMSEA = 0.042). Figure 2 shows 
that T1 father-child emotional closeness was negatively 
linked to T2 gaming (β = -0.09 p = 0.005), while the link 
between T1 gaming and T2 father-child emotional closeness 
was not significant.

In the next set of analyses, we tested the moderating role 
of adolescent gender on the links between mother–child/
father-child emotional closeness and adolescent gaming. 
The multi-group analyses revealed that gender moderated 
the links between T1 gaming and T2 father-child emotional 
closeness ( �2Δ(1) = 4.985 p = 0.026). While this link was 
not significant for adolescent boys (β = -0.02 p = 0.707), 
the link was significant and negative for adolescent girls 

Table 2  Group mean differences 
between mother–child/father-
child emotional closeness, 
gaming, and adolescent gender

An effect size of ± .2 to .3 can be interpreted as “small,” around ± .5 as “medium,” and ± .8 or more as 
“large” (Cohen, 1988)
*  p < 0.05 ** p < 0.001

Girls Boys t-test (2-tailed) Effect size

Measure n M (SD) n M (SD) p Cohen´s d

T1: Emotional closeness to
  Mother 386 0.91 (0.15) 388 0.89 (0.15) 0.019* 0.169
  Father 376 0.88 (0.16) 383 0.87 (0.17) 0.261 0.082

T2: Emotional closeness to
  Mother 235 0.86 (0.16) 238 0.86 (0.14) 0.498 0.062
  Father 232 0.82 (0.17) 232 0.84 (0.14) 0.176 -0.126

T1: Time 
involved in 
gaming activ-
ity

388 2.38 (0.93) 394 3.13 (0.82)  < 0.001** -0.857

T2: Time 
involved in 
gaming activ-
ity

223 1.73 (0.99) 215 2.81 (1.06)  < 0.001** -1.056

T2 Mother-

Child closeness

.49**

-.10*

T1 Mother-

Child closeness

T1 Gaming T2 Gaming

-.08*

.57**

Fig. 1  Cross-lagged links between mother–child emotional closeness and adolescent gaming. Note: * < 0.05 ** < 0.001
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(β = -0.12 p = 0.004) suggesting that T1 gaming is linked 
to less father-child emotional closeness in adolescent girls, 
yet not in adolescent boys. No other links were moderated 
by gender.

Discussion

In this study, we have addressed the question of longitu-
dinal associations between adolescent gaming and emo-
tional closeness to the parents. The theoretical framework 
is grounded in attachment theory (e.g., Bretherton, 1992) 
and the transactional model of child development (Sameroff, 
2010), and the results from previous research (Su et al., 
2018). We hypothesized reciprocal associations between 
the constructs such that parental emotional closeness at T1 
would be linked to less gaming activity (i.e., less time spent 
on gaming) at T2 and that more gaming activity at T1 would 
be linked to less parental emotional closeness T2. We con-
ducted separate models for mothers and fathers and explored 
potential moderating effect of gender on the specified links 
to gain more in-depth knowledge about the relationship 
between emotional bonds and time spent gaming.

Associations between parent–child 
emotional closeness and gaming

Our findings suggest that less gaming activity particularly 
when children are in their early adolescence, is related to 
greater emotional closeness. In a longitudinal manner, we 
found that links between mother–child emotional bonds 
and gaming were negative and reciprocal, indicating that 
closer emotional mother–child bonds were related to less 
time spent gaming, and vice versa, that more time spent on 
gaming was linked to lower mother–child emotional bonds 
over time. Contrary to the mother model, the links between 
father-child connectedness and gaming were unidirectional, 
showing that higher emotional bonds between fathers and 
children were linked to less gaming over time. Gaming 
was not, however, linked to less father-child closeness over 

time. The explanation for these links needs further explora-
tion but, tentatively, it is possible that other mechanisms in 
mother/father-child relationship, such as parents’ involve-
ment and attitudes towards gaming, would explain the links 
between parent–child relationship and gaming (Coyne et al., 
2011; Wang et al., 2018). Our data does not include that kind 
of variable. However, another Swedish study on parental 
mediation of gaming and internet use concluded that par-
ents are involved in their adolescents’ gaming and internet 
use mainly by restricting access to these media (Eklund & 
Helmersson Bergmark, 2013). Mothers are generally more 
restrictive than fathers and have negative views of gaming 
as an activity (Choo et al., 2015). In addition, if fathers are 
more supportive of an activity such as gaming, they may 
show more interest in gaming than mothers. Thus, time spent 
on gaming might not be an issue of conflict in the father-
child relation as it could be in the mother–child relation-
ships. Instead, co-playing might contribute to parent–child 
emotional closeness (as seen in Coyne et al., 2011 and Wang 
et al., 2018). These thoughts need to be explored further in 
relation to mothers and fathers separately.

The adverse associations between parent–child closeness 
and gaming can be explored in the context of high-quality 
relationships, where the bond with either the mother or the 
father plays a role in shaping future behaviors and activities. 
In comparison to adolescents with poor parent–child bonds, 
adolescents who perceive having positive parent–child rela-
tionships, including feeling confident in sharing information 
with their parents (Kapetanovic & Skoog, 2021), generally 
have healthier psychosocial development (Moretti & Peled, 
2004). In that sense, more positive parent–child bonds would 
be protective of spending excessive time on gaming. On the 
contrary, for adolescents who cannot turn to their parents, 
especially mothers, during the challenging times of adoles-
cence, gaming can provide an alternative social context. In 
this context, adolescents may form close connections with 
others who share similar interests, creating an alternative 
reality that could have both positive and negative implica-
tions for their psychosocial development. Although there is 
an ongoing debate about the extent to which excessive time 
spent on gaming is harmful to adolescent development (e.g., 

Fig. 2  Cross-lagged links 
between father-child emotional 
closeness and adolescent gam-
ing. Note: * < 0.05 ** < 0.001
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Sauce et al., 2022; Vadlin et al., 2016), gaming can offer an 
alternative reality and a sense of security that may influence 
adolescent interactions with others, including their parents.

Moderation by adolescent gender

In line with the previous findings (e.g., Choo et al., 2010), 
we found that boys report more time spent gaming than 
girls both during early and late adolescence. This implies 
that gaming in our sample seems to be a gendered activ-
ity. Relationships between parents may differ depending on 
child gender (Benenson et al., 1998), as also shown in our 
study. Therefore, we wanted to investigate whether the links 
between parent–child closeness and gaming differed between 
boys and girls. Indeed, we found that gaming among girls 
was related to less emotional closeness with their father over 
time, which was not evident for boys’ gaming. Why such a 
moderating effect is only evident in girls is puzzling. Given 
gaming being a gendered activity, the effect that gaming has 
on the relationship with the father may also be gendered. 
Thus, as men generally play computer games to a higher 
extent than females (Swedish Media Council, 2021), it is 
possible that fathers are more supportive of boys’ gam-
ing than of girls’ gaming. In turn, unsupportive parenting 
would have adverse effect on parent–child relationship over 
time. We also speculate whether it is possible that fathers 
spend more joint time gaming with sons than with daugh-
ters, which could potentially explain these findings. In fact, 
there are some differences in the preference of gaming 
activities among boys and girls, as well as among male and 
female gamers in general. While girls tend to spend time 
on games with more adventure and less action and fighting, 
and game to learn new things (Sjöberg, 2002), boys enjoy 
strategic games and roleplay as well as interactive games 
like Fortnite, Minecraft, and FIFA (Swedish Media Council, 
2023). As similar preferences are evident among adult males 
and females (Leonhardt & Overå, 2021), it is possible that 
fathers and daughters do not game together in the same way 
as fathers and sons, which in turn would have impact on their 
future relationship. Future research needs to further explore 
such an idea.

Implications

Despite the vast interest in children and adolescents´ screen 
behavior in both popular science and more clinical and sci-
entific contexts, to date there is neither consensus regarding 
what is acceptable screen-time, including gaming. Indeed, 
professionals who work with children and adolescents 
express concerns about the effect that gaming may have for 

child and adolescent development (e.g., André et al., 2022). 
The results from our study provide important knowledge 
about the interaction between parent–child relationships and 
adolescent gaming, and hence the importance of understand-
ing the child interaction with the proximal social context 
in which adolescent behaviors develop. Gaming is a large 
part of children’s lives today; hence, parents should actively 
engage in their children’s gaming activities, by trying out 
games together with the child or just stay updated on the cur-
rent games of use and their content as means to strengthen 
the family bonds (Coyne et al., 2011; Wang et al., 2018). As 
our results show, parents and their emotional relationships 
with their children play a role for how much time adoles-
cents spend on gaming, while also gaming has a bearing on 
parent–child relationships over time. Although we do not 
know what mechanisms may drive these associations, the 
knowledge resulting from our study may serve as a basis 
for developing preventive efforts and treatment programs. 
Up to date, most treatment programs for problematic gam-
ing have focused only on the child or adolescent (André 
et al., 2023; Gentile et al., 2017; Zajac et al., 2017, 2020) 
but our findings indicate that a child´s gaming habits are not 
only attributed to the child themselves, but to the family as 
a system. Parents and the family are important protective 
factors for adolescent development and previous research 
have shown that treatment for problematic gaming becomes 
more effective when parents are involved, such as in the 
multidimensional family therapy approach (MDFT; Bon-
naire et al., 2019). Therefore, clinical interventions should 
not only focus on the child but rather involve the family to 
strengthen the emotional closeness.

Limitations

This study should be interpreted considering its limita-
tions. The measures used were based on self-reports, which 
implies a risk of recall bias. Further, only the adolescent/
child perspective is considered, which means that we do 
not have the parental perspective on the emotional close-
ness between them and the child. The study also has sig-
nificant internal attrition due to drop-out from the first 
data collection at 12.5 years of age to the last when they 
were approximately 17 years old. However, our analyses 
showed that attrited adolescents did not significantly differ 
from the retained adolescents in terms of gender, mother/
father-child emotional closeness, or gaming. Moreover, our 
measure for gaming was only one item showing the extent 
of gaming activity and not necessarily problematic gaming. 
As the measures of interest to our study were not collected 
in all study waves, we were not able to control for gaming 
or parent–child connectedness at Wave 2 to 4. Given the 
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significant gap between the timepoints, it is possible that 
there are other confounding factors and mechanisms that 
could explain the links between the variables in the study.

Conclusions

Although the research on gaming is still in its early stage, 
our findings suggest that emotional closeness in the par-
ent–child relationship is linked to less time spent on gaming 
over time while the amount of time the adolescent spends on 
gaming is linked to poorer mother–child, but not father-child 
emotional bond over time. Moreover, to what extent adoles-
cents play computer games has a bearing on parent–child 
relationship over time. This is particularly true in terms 
of adolescent relationships to mothers. Even though girls 
spend less time gaming than boys, girls’ gaming, but not 
boys’, is linked to poorer father-child relationship over time, 
suggesting gaming and its’ effects on parent–child relation-
ship being somewhat gendered. In addition, the quality of 
parent–child relationship with high connectedness between 
mother/father and the adolescent is protective of excessive 
time spent on gaming over time. Strengthening parent–child 
relationship and their emotional bonds could be key to pro-
tect adolescents from excessive gaming, that may become 
problematic for adolescent psychosocial development.

Funding Open access funding provided by University West. This work 
was primarily supported by the Swedish Research Council for Health, 
Working Life and Welfare (FORTE) under Grant [No. 2021–01696].

Data availability The dataset analysed during the current study is avail-
able from the corresponding author on reasonable request.

Declarations 

Ethical approval information Ethical approval for the LoRDIA project 
was obtained from the Regional Research Ethics Board in Gothenburg: 
Sept. 25, 2013 (No. T362–13); May 20, 2014 (No. T446-14) and July 
31, 2015 (No. T553-15).

Competing interest On behalf of all authors, the corresponding author 
states that there is no conflict of interest.

Open Access This article is licensed under a Creative Commons Attri-
bution 4.0 International License, which permits use, sharing, adapta-
tion, distribution and reproduction in any medium or format, as long 
as you give appropriate credit to the original author(s) and the source, 
provide a link to the Creative Commons licence, and indicate if changes 
were made. The images or other third party material in this article are 
included in the article’s Creative Commons licence, unless indicated 
otherwise in a credit line to the material. If material is not included in 
the article’s Creative Commons licence and your intended use is not 
permitted by statutory regulation or exceeds the permitted use, you will 
need to obtain permission directly from the copyright holder. To view a 
copy of this licence, visit http://creativecommons.org/licenses/by/4.0/.

References

American Academy of Child and Adolescent Psychiatry (AACAP). 
Screen Time and Children. No54; Updated February 2020. 
Retrieved 2023–05–14 from https:// www. aacap. org/ AACAP/ 
Famil ies_ and_ Youth/ Facts_ for_ Famil ies/ FFF- Guide/ Child ren- 
And- Watch ing- TV- 054. aspx

André, F., Claesdotter-Knutsson, E., Fridh, M., Delfin, C., Håkansson, 
A., & Lindström, M. (2021). A cross-sectional study on extensive 
gaming in adolescents. Journal of Public Health Research, 11(1), 
2498. https:// doi. org/ 10. 4081/ jphr. 2021. 2498

André, F., Kapetanovic, S., Einarsson, I., Trebbin Harvard, S., Fran-
zén, L., Möttus, A., Håkansson, A., & Claesdotter-Knutsson, E. 
(2023). Relapse prevention therapy for internet gaming disorder 
in Swedish child and adolescent psychiatric clinics: A randomized 
controlled trial. Frontiers in Psychiatry, 14, 1256413. https:// doi. 
org/ 10. 3389/ fpsyt. 2023. 12564 13

André, F., Broman, N., Håkansson, A., & Claesdotter-Knutsson, E. 
(2020). Gaming addiction, problematic gaming and engaged gam-
ing – Prevalence and associated characteristics. Addictive Behav-
iors Reports, 12. https:// doi- org. ezpro xy. server. hv. se/ 10. 1016/j. 
abrep. 2020. 100324

André, F., Håkansson, A., Johansson, B. A., Claesdotter-Knutsson, E. 
(2022). The prevalence of gaming and gambling in a child and 
adolescent psychiatry unit. Journal of Public Health Research, 
11(2). https:// doi. org/ 10. 1177/ 22799 03622 11041 60

Attar-Schwartz, S. (2015). Emotional closeness to parents and grand-
parents: A moderated mediation model predicting adolescent 
adjustment. The American Journal of Orthopsychiatry, 85(5), 
495–503. https:// doi. org/ 10. 1037/ ort00 00082

Biesecker, G. (2007). The secure base questionnaire for adolescents 
and parents: Introducing a new measure. Unpublished Manuscript, 
University of Illinois, Chicago.

Benenson, J. E., Morash, D., & Petrakos, H. (1998). Gender differ-
ences in emotional closeness between preschool children and their 
mothers. Sex Roles: A Journal of Research, 38(11–12), 975–985. 
https:// doi. org/ 10. 1023/A: 10188 74509 497

Bonnaire, C., Liddle, H. A., Har, A., Nielsen, P., & Phan, O. (2019). 
Why and how to include parents in the treatment of adolescents 
presenting Internet gaming disorder?. Journal of Behavioral 
Addictions, 8(2), 201–212. https:// doi. org/ 10. 1556/ 2006.8. 2019. 
27

Boson, K., Berglund, K., Wennberg, P., & Fahlke, C. (2016). Well-
being, mental health problems, and alcohol experiences among 
young Swedish adolescents: a general population study. Journal 
for Person-Oriented Research, 2(3), 123–134. https:// doi. org/ 10. 
17505/ jpor. 2016. 12

Bretherton, I. (1992). The origins of attachment theory: John Bowlby 
and Mary Ainsworth. Developmental Psychology, 28(5), 759.

Byrne, B. M. (2013). Structural equation modeling with AMOS: Basic 
concepts, applications, and programming. Routledge

Choo, H., Sim, T., Liau, A. K. F., Gentile, D. A., & Khoo, A. (2015). 
Parental influences on pathological symptoms of video-gaming 
among children and adolescents: A prospective study. Journal of 
Child and Family Studies, 24(5), 1429–1441. https:// doi. org/ 10. 
1007/ s10826- 014- 9949-9

Choo, H., Gentile, D. A., Sim, T., Li, D., Khoo, A., & Liau, A. K. 
(2010). Pathological video-gaming among Singaporean youth. 
Annals of the Academy of Medicine, Singapore, 39(11), 822–829.

Cohen, J. (1988). Statistical power analysis for the behavioral sci-
ences. Erlbaum.

Coyne, S. M., Padilla-Walker, L. M., Stockdale, L., & Day, R. D. 
(2011). Game on… girls: Associations between co-playing video 
games and adolescent behavioral and family outcomes. The Jour-
nal of Adolescent Health: Official Publication of the Society for 

http://creativecommons.org/licenses/by/4.0/
https://www.aacap.org/AACAP/Families_and_Youth/Facts_for_Families/FFF-Guide/Children-And-Watching-TV-054.aspx
https://www.aacap.org/AACAP/Families_and_Youth/Facts_for_Families/FFF-Guide/Children-And-Watching-TV-054.aspx
https://www.aacap.org/AACAP/Families_and_Youth/Facts_for_Families/FFF-Guide/Children-And-Watching-TV-054.aspx
https://doi.org/10.4081/jphr.2021.2498
https://doi.org/10.3389/fpsyt.2023.1256413
https://doi.org/10.3389/fpsyt.2023.1256413
https://doi-org.ezproxy.server.hv.se/10.1016/j.abrep.2020.100324
https://doi-org.ezproxy.server.hv.se/10.1016/j.abrep.2020.100324
https://doi.org/10.1177/22799036221104160
https://doi.org/10.1037/ort0000082
https://doi.org/10.1023/A:1018874509497
https://doi.org/10.1556/2006.8.2019.27
https://doi.org/10.1556/2006.8.2019.27
https://doi.org/10.17505/jpor.2016.12
https://doi.org/10.17505/jpor.2016.12
https://doi.org/10.1007/s10826-014-9949-9
https://doi.org/10.1007/s10826-014-9949-9


 Current Psychology

Adolescent Medicine, 49(2), 160–165. https:// doi. org/ 10. 1016/j. 
jadoh ealth. 2010. 11. 249

Eklund, L., & Helmersson Bergmark, K. (2013). Parental mediation 
of digital gaming and internet use. In FDG 2013-The 8th Interna-
tional Conference on the Foundations of Digital Games, 63–70.

Gentile, D. (2009). Pathological video-game use among youth ages 8 
to 18: A national study. Psychological Science, 20(5), 594–602. 
https:// doi. org/ 10. 1111/j. 1467- 9280. 2009. 02340.x

Gentile, D. A., Bailey, K., Bavelier, D., Brockmyer, J. F., Cash, H., 
Coyne, S. M., Doan, A., Grant, D. S., Green, C. S., Griffiths, M., 
Markle, T., Petry, N. M., Prot, S., Rae, C. D., Rehbein, F., Rich, 
M., Sullivan, D., Woolley, E., & Young, K. (2017). Internet Gam-
ing Disorder in Children and Adolescents. Pediatrics, 140(Suppl 
2), S81–S85. https:// doi. org/ 10. 1542/ peds. 2016- 1758H

Glatz, T., Stattin, H., & Kerr, M. (2011). Parents’ reactions to youths’ 
hyperactivity, impulsivity, and attention problems. Journal of 
Abnormal Child Psychology, 39(8), 1125–1135. https:// doi. org/ 
10. 1007/ s10802- 011- 9541-3

Gnambs, T., & Appel, M. (2017). Is computer gaming associated with 
cognitive abilities? A population study among German adoles-
cents. Intelligence, 61, 19–28. https:// doi. org/ 10. 1016/j. intell. 
2016. 12. 004

Gurdal, S., Kapetanovic, S., Einarsson, I., Boson, K., & Claesdotter-
Knutsson, E. (2023). Adolescents’ Perceptions of a Relapse 
Prevention Treatment for Problematic Gaming—A Qualitative 
Study. Healthcare, 11(17), 2366. https:// doi. org/ 10. 3390/ healt 
hcare 11172 366

Kamratposten. (2018). Det här är kåpearnas liv [This is the life of our 
young readers]. Retrieved June, 24, 2023 from https:// www. kpweb 
ben. se/ det- har- ar- kapea rnas- liv/

Kapetanovic, S., Boele, S., & Skoog, T. (2019). Parent-adolescent com-
munication and adolescent delinquency: Unraveling within-family 
processes from between-family differences. Journal of Youth and 
Adolescence, 48, 1707–1723.

Kapetanovic, S., Bohlin, M., Skoog, T., & Gerdner, A. (2020). Struc-
tural relations between sources of parental knowledge, feelings of 
being overly controlled and risk behaviors in early adolescence. 
Journal of Family Studies, 26(2), 226–242. https:// doi. org/ 10. 
1080/ 13229 400. 2017. 13677 13

Kapetanovic, S., & Skoog, T. (2021). The role of the family’s emotional 
climate in the links between parent-adolescent communication 
and adolescent psychosocial functioning. Research on Child and 
Adolescent Psychopathology, 49(2), 141–154. https:// doi. org/ 10. 
1007/ s10802- 020- 00705-9

Kerr, M., Stattin, H., & Özdemir, M. (2012). Perceived parenting style 
and adolescent adjustment: Revisiting directions of effects and 
the role of parental knowledge. Developmental Psychology, 48(6), 
1540–1553. https:// doi. org/ 10. 1037/ a0027 720

King, D. L., & Delfabbro, P. H. (2018). Internet gaming disorder: The-
ory, assessment, treatment, and prevention. Elsevier Academic 
Press.

Ko, C., & Yen, J. (2020). Impact of COVID-19 on gaming disorder: 
Monitoring and prevention. Journal of Behavioral Addictions, 
9(2), 187–189. https:// doi. org/ 10. 1556/ 2006. 2020. 00040

Kwon, J. H., Chung, C. S., & Lee, J. (2011). The effects of escape 
from self and interpersonal relationship on the pathological use of 
internet games. Community Mental Health Journal, 47, 113–121.

Leonhardt, M., & Overå, S. (2021). Are There Differences in Video 
Gaming and Use of Social Media among Boys and Girls? -A 
Mixed Methods Approach. International Journal of Environmen-
tal Research and Public Health, 18(11), 6085. https:// doi. org/ 10. 
3390/ ijerp h1811 6085

Lobel, A., Engels, R. C. M. E., Stone, L. L., Burk, W. J., & Granic, 
I. (2017). Video gaming and children’s psychosocial wellbeing: 
A longitudinal study. Journal of Youth and Adolescence, 46(4), 
884–897. https:// doi. org/ 10. 1007/ s10964- 017- 0646-z

Moretti, M. M., & Peled, M. (2004). Adolescent-parent attachment: 
Bonds that support healthy development. Paediatrics & Child 
Health, 9(8), 551–555. https:// doi. org/ 10. 1093/ pch/9. 8. 551

Männikkö, N., Billieux, J., & Kääriäinen, M. (2015). Problematic digi-
tal gaming behavior and its relation to the psychological, social 
and physical health of Finnish adolescents and young adults. Jour-
nal of Behavioral Addictions, 4(4), 281–288. https:// doi. org/ 10. 
1556/ 2006.4. 2015. 040

Panagiotidi, M. (2017). Problematic Video Game Play and ADHD 
Traits in an Adult Population. Cyberpsychology, Behavior and 
Social Networking, 20(5), 292–295. https:// doi. org/ 10. 1089/ cyber. 
2016. 0676

Punamäki, R. L., Wallenius, M., Holtto, H., Nygard, C. H., & Rimpela, 
A. (2009). The associations between information and communi-
cation technology (ICT) and peer and parent relations in early 
adolescence. International Journal of Behavioral Development, 
33, 556–564.

Racz, S. J., & McMahon, R. J. (2011). The relationship between paren-
tal knowledge and monitoring and child and adolescent conduct 
problems: A 10-year update. Clinical Child and Family Psychol-
ogy Review, 14, 377–398.

Sameroff, A. (2010). A unified theory of development: A dialectic 
integration of nature and nurture. Child Development, 81(1), 6–22. 
https:// doi. org/ 10. 1111/j. 1467- 8624. 2009. 01378.x

Sauce, B., Liebherr, M., Judd, N., & Klingberg, T. (2022). The impact 
of digital media on children’s intelligence while controlling 
for genetic differences in cognition and socioeconomic back-
ground. Scientific Reports, 12(1), 7720. https:// doi. org/ 10. 1038/ 
s41598- 022- 11341-2

Sharabi, A., & Margalit, M. (2011). The mediating role of internet con-
nection, virtual friends, and mood in predicting loneliness among 
students with and without learning disabilities in different edu-
cational environments. Journal of Learning Disabilities, 44(3), 
215–227. https:// doi. org/ 10. 1177/ 00222 19409 357080

She, R., Zhang, Y., & Yang, X. (2022). Parental factors associated with 
internet gaming disorder among first-year high school students: 
Longitudinal study. JMIR Serious Games, 10(4), e33806.

Sjöberg, U. (2002). Screen Rites: A study of Swedish young people´s 
use and meaning-making of screen-based media in everyday life. 
[Doctoral Thesis]. Lund University.

Su, B., Yu, C., Zhang, W., Su, Q., Zhu, J., & Jiang, Y. (2018). Father–
child longitudinal relationship: Parental monitoring and Internet 
gaming disorder in Chinese adolescents. Frontiers in Psychology, 
9, 95.

Swedish Media Council (2021). Youth and media. [Ungar och 
medier]. Statens medieråd. Retrieved 2023–11–16 from https:// 
www. state nsmed ierad. se/ downl oad/ 18. 57e3b 0a17a 75fbf 06549 
16e/ 16323 77641 632/ Ungar% 20och% 20med ier% 202021_ anpas 
sad. pdf

Swedish Media Council (2023). Youth and media. [Ungar och medier]. 
Statens medieråd. Retrieved 2023–11–16 from https:// www. state 
nsmed ierad. se/ downl oad/ 18. 26e92 0df18 b84f6 39146 895/ 16992 
67447 576/ Ungar% 20&% 20Med ier% 202023_ Anpas sad. pdf

Tilton-Weaver, L., Kerr, M., Pakalniskeine, V., Tokic, A., Salihovic, 
S., & Stattin, H. (2010). Open up or close down: How do paren-
tal reactions affect youth information management? Journal of 
Adolescence, 33, 333–346. https:// doi. org/ 10. 1016/j. adole scence. 
2009. 07. 011

https://doi.org/10.1016/j.jadohealth.2010.11.249
https://doi.org/10.1016/j.jadohealth.2010.11.249
https://doi.org/10.1111/j.1467-9280.2009.02340.x
https://doi.org/10.1542/peds.2016-1758H
https://doi.org/10.1007/s10802-011-9541-3
https://doi.org/10.1007/s10802-011-9541-3
https://doi.org/10.1016/j.intell.2016.12.004
https://doi.org/10.1016/j.intell.2016.12.004
https://doi.org/10.3390/healthcare11172366
https://doi.org/10.3390/healthcare11172366
https://www.kpwebben.se/det-har-ar-kapearnas-liv/
https://www.kpwebben.se/det-har-ar-kapearnas-liv/
https://doi.org/10.1080/13229400.2017.1367713
https://doi.org/10.1080/13229400.2017.1367713
https://doi.org/10.1007/s10802-020-00705-9
https://doi.org/10.1007/s10802-020-00705-9
https://doi.org/10.1037/a0027720
https://doi.org/10.1556/2006.2020.00040
https://doi.org/10.3390/ijerph18116085
https://doi.org/10.3390/ijerph18116085
https://doi.org/10.1007/s10964-017-0646-z
https://doi.org/10.1093/pch/9.8.551
https://doi.org/10.1556/2006.4.2015.040
https://doi.org/10.1556/2006.4.2015.040
https://doi.org/10.1089/cyber.2016.0676
https://doi.org/10.1089/cyber.2016.0676
https://doi.org/10.1111/j.1467-8624.2009.01378.x
https://doi.org/10.1038/s41598-022-11341-2
https://doi.org/10.1038/s41598-022-11341-2
https://doi.org/10.1177/0022219409357080
https://www.statensmedierad.se/download/18.57e3b0a17a75fbf0654916e/1632377641632/Ungar%20och%20medier%202021_anpassad.pdf
https://www.statensmedierad.se/download/18.57e3b0a17a75fbf0654916e/1632377641632/Ungar%20och%20medier%202021_anpassad.pdf
https://www.statensmedierad.se/download/18.57e3b0a17a75fbf0654916e/1632377641632/Ungar%20och%20medier%202021_anpassad.pdf
https://www.statensmedierad.se/download/18.57e3b0a17a75fbf0654916e/1632377641632/Ungar%20och%20medier%202021_anpassad.pdf
https://www.statensmedierad.se/download/18.26e920df18b84f639146895/1699267447576/Ungar%20&%20Medier%202023_Anpassad.pdf
https://www.statensmedierad.se/download/18.26e920df18b84f639146895/1699267447576/Ungar%20&%20Medier%202023_Anpassad.pdf
https://www.statensmedierad.se/download/18.26e920df18b84f639146895/1699267447576/Ungar%20&%20Medier%202023_Anpassad.pdf
https://doi.org/10.1016/j.adolescence.2009.07.011
https://doi.org/10.1016/j.adolescence.2009.07.011


Current Psychology 

Vadlin, S., Åslund, C., Hellström, C., & Nilsson, K. W. (2016). Asso-
ciations between problematic gaming and psychiatric symptoms 
among adolescents in two samples. Addictive Behaviors, 61, 8–15. 
https:// doi. org/ 10. 1016/j. addbeh. 2016. 05. 001

van den Toren, S. J., van Grieken, A., Lugtenberg, M., Boelens, M., & 
Raat, H. (2019). Adolescents’ Views on Seeking Help for Emo-
tional and Behavioral Problems: A Focus Group Study. Interna-
tional Journal of Environmental Research and Public Health, 
17(1), 191. https:// doi. org/ 10. 3390/ ijerp h1701 0191

Wang, B., Taylor, L., & Sun, Q. (2018). Families that play together 
stay together: Investigating family bonding through video games. 
New Media & Society, 20(11), 4074–4094. https:// doi. org/ 10. 
1177/ 14614 44818 767667

World Health Organization. (2019). International statistical classifica-
tion of diseases and related health problems (11th ed.). https:// 
icd. who. int/

World Health Organization. (2021). Online games encourage players 
to stay mentally and physically healthy at home. Retrieved June, 

24, 2023 from https:// www. who. int/ news/ item/ 16- 11- 2021- online- 
games- encou rage- playe rs- to- stay- menta lly- and- physi cally- healt 
hy- at- home

Zajac, K., Ginley, M. K., Chang, R., & Petry, N. M. (2017). Treatments 
for Internet gaming disorder and Internet addiction: A systematic 
review. Psychology of Addictive Behaviors: Journal of the Society 
of Psychologists in Addictive Behaviors, 31(8), 979–994. https:// 
doi. org/ 10. 1037/ adb00 00315

Zajac, K., Ginley, M. K., & Chang, R. (2020). Treatments of internet 
gaming disorder: A systematic review of the evidence. Expert 
Review of Neurotherapeutics, 20(1), 85–93. https:// doi. org/ 10. 
1080/ 14737 175. 2020. 16718 24

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

https://doi.org/10.1016/j.addbeh.2016.05.001
https://doi.org/10.3390/ijerph17010191
https://doi.org/10.1177/1461444818767667
https://doi.org/10.1177/1461444818767667
https://icd.who.int/
https://icd.who.int/
https://www.who.int/news/item/16-11-2021-online-games-encourage-players-to-stay-mentally-and-physically-healthy-at-home
https://www.who.int/news/item/16-11-2021-online-games-encourage-players-to-stay-mentally-and-physically-healthy-at-home
https://www.who.int/news/item/16-11-2021-online-games-encourage-players-to-stay-mentally-and-physically-healthy-at-home
https://doi.org/10.1037/adb0000315
https://doi.org/10.1037/adb0000315
https://doi.org/10.1080/14737175.2020.1671824
https://doi.org/10.1080/14737175.2020.1671824

	Adolescent gaming and parent–child emotional closeness: bivariate relationships in a longitudinal perspective
	Abstract
	Gaming as an everyday activity
	Gaming as a positive activity
	Gaming as a problematic activity
	The role of parent–child relationships for adolescent adjustment
	Parent–child relationship and gaming
	The current study
	Method
	Procedure
	Participants
	Measures
	Gaming
	Parent–child emotional closeness

	Statistical analyses
	Results
	Links between parent–child emotional closeness and adolescent gaming
	Discussion
	Associations between parent–child emotional closeness and gaming
	Moderation by adolescent gender
	Implications
	Limitations
	Conclusions
	References


