
ORIGINAL
JOURNAL OF NEW APPROACHES IN EDUCATIONAL RESEARCH
2021, VOL. 10, NO. 2, 330-346, e-ISSN: 2254-7339
https://doi.org/10.7821/naer.2021.7.750

 

 

Received 2021-03-30
Revised 2021-04-19
Accepted 2021-05-31
Published 2021-07-15

Corresponding Author
José Ángel Martínez-López

Department of Social Work and
Social Services, University of
Murcia, Avda. Teniente Flomesta,
5, 30003 Murcia, Spain

DOI https://doi.org/10.7821/
naer.2021.7.750
Pages: 330-346

Distributed under
Creative Commons CC BY 4.0

Copyright: © The Author(s)

Exploratory Study on Video Game Addiction of College
Students in a Pandemic Scenario
José Gómez-Galán1,2

 

 

, Cristina Lázaro-Pérez3
 

 

and José Ángel Martínez-López4
 

 

1Department of Education, University of Extremadura, Spain
2Cupey Campus, Ana G. Méndez University, Puerto Rico
3Department of Political Sciences, Social Anthropology and Public Finances, University of Murcia, Spain
4Department of Social Work and Social Services, University of Murcia, Spain

ABSTRACT

The use of video games has increased significantly in the last decade. The young
population has always been more inclined to use them. However, the risks of
addiction to them are growing with the access to the Internet and new digital
devices, the lower cost of them, and the lack of parental control. On the other hand,
a weird circumstance as the COVID-19 pandemic involves weeks-long
confinements, which may significantly influence increased consumption. This study
aims to know university students’ situation in Spain regarding the problem
described in this pandemic scenario. It analyzes the use of video games and whether
addiction risks appearance, examining which factors are determinants of this
behavior. The method is based on various statistical techniques: descriptive analysis,
the association between variables, and logistic regression to check the phenomenon
studied, which are predictive variables. As a result, high video game consumption
during confinement was got, finding addiction patterns in 16.6%. The excessive use
of social networks and being male show significant relevance. These results also
show the existence of comorbidity, meaning that university students may suffer from
psychological and psychiatric disorders linked to other consumptions. Health and
academic authorities should consider this individual, social, and health problem and
implement prevention, detection, and treatment programs.

Keywords VIDEO GAMES, ADDICTION, DISORDER, UNIVERSITY STUDENTS,
COVID-19

1 INTRODUCTION
In the information and communication technology (ICT) society, the accessibility of digi-
tal devices and the possibilities they offer for leisure is increasing, especially among young
people and adolescents. Video games, in particular, provide a wide variety of genres, and
today, in many cases, they are free of charge, which contributes to the social generaliza-
tion of their use. This easy entry to them, from the computer, mobile, or console (Con-
nolly, Boyle, MacArthur, Hainey, & Boyle, 2012), and the possibility of playing online, has
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allowed multiple forms of play: alone, with a rival, or massively (Chamarro et al., 2014).
Today they make up a virtual world with thousands of players from different parts of the
planet taking part simultaneously (Parra, Segura, Morales, & López-Meneses, 2020), going
from being a private or solitary leisure instrument to a shared activity that creates new social
structures (Carrillo, 2015).

Today, access to video games differs significantly fromprevious decades. Althoughmod-
erate use of video games can bring wide-ranging benefits (Mishra, Anguera, & Gazzaley,
2016), their abuse can be a source of social problems and addictions (Carbonell, 2020; Car-
bonell, Chamarro, Oberst, Rodrigo, & Prades, 2018).

The consumption of video games is developing and has some very determined character-
istics: its easy accessibility, the possibility of doing it in an intimate space without supervi-
sion or social contact, the incorporation, its wide offer, incorporating associative or collab-
orative character, etc., makes it difficult to put limits to this type of addiction. Also, the lack
of parental limits about its consumption is a handicap in the problem’s awareness. Parents
and educators require information regarding the diagnosis and treatment of this addiction.

The expansion of these online games has created a significant focus of interest by the pri-
mary social strata such as politics, parents, and the scientific community (Prot, McDonald,
Anderson, & Gentile, 2012), motivated mainly by the harmful consequences that exces-
sive consumption can generate: social isolation, avoidance of daily routine activities (Kuss,
Louws, & Wiers, 2012), great inactivity by addicted people, etc. These behaviors can trigger
obesity and chronic diseases (Beltrán, Devís, & Peiró, 2012), aggressive behaviors (Torre-
Luque & Aguayo, 2013), eating disorders (Cimino et al., 2018), depression (Strong, Lee,
Chao, Lin, & Tsai, 2018), low sensitivity to aggression (Carnagey, Anderson, & Bushman,
2007), etc. In adolescents’ case, some results confirm that video games’ excessive use is asso-
ciated with a series of problems that resemble a dependency syndrome (Tejeiro & Bersabé,
2002).

Among the essential characteristics of online video game addiction, DSM-5 includes
repeated and persistent behavior over many hours that produce clinically relevant impair-
ment, over 12 months, and is accompanied by psychological, social, tolerance, and with-
drawal symptoms (American Psychiatric Association, 2013). The ICD-11, to determine
video game use disorder, considers a model of behavior with persistent or recurrent gam-
ing, both online and offline, and requires 12months for its diagnosis (King&Potenza, 2019).
These two diagnosticmanuals will allow us to differentiate between disorder and social con-
cern and between people who use video games for entertainment and those who use them
in a professional context (Carbonell, 2020).

However, in the medical field, video game addiction is still a topic of debate among
researchers and health professionals (Aarseth et al., 2017; Buiza-Aguado et al., 2017; Fried-
man, 2020; Király & Demetrovics, 2017; Király et al., 2020). It should be noted that, accord-
ing to the DSM-5 (American Psychiatric Association, 2013), there is insufficient and inad-
equate evidence to determine that Internet gaming disorder is a unique disorder, nor clear
criteria to classify it.
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Moreover, it is difficult to pinpoint the difference between what could be understood as
an addiction or an Internet gaming disorder (Andreassen et al., 2016) (Andreassen et al.,
2016). Diagnostic criteria such as those referred to above can be assumed, but it is very
complex to determine to what extent this can be precisely established. On the other hand,
it is also difficult to distinguish between what would be Internet addiction disorder (IAD)
and internet gaming disorder (IGD), whose impact has been determined at early ages (Fam,
2018; Paulus, Ohmann, von Gontard, & Popow, 2018), and the presence of video games in
this context. It is complex to separate the use made of the network –which can be used,
for example, to play games– and its implications in the psychological sphere. However,
today it seems logical to think that addiction does not have to involve consuming toxic
substances (as may be the case, for example, gambling) for it to be accepted by the medical
and psychiatric community. There would be no theoretical reason why other problematic
and habitual behaviors (such as shopping, work, exercise, video games themselves, etc.)
could not be classified as a genuine addiction (Griffiths & Pontes, 2014). However, and
in an educational context, it would not be so important to analyze it exclusively with the
health or clinical field frameworks. It is more interesting to establish its possible impact on
training processes, as is the case of university studies, although all these perspectives should
naturally be considered as a whole

A relevant and indispensable question is determining the damage that video games can
cause in the respective contexts in which the young person develops: academic, family,
and personal (Kuss & Griffiths, 2012; Van-Rooij, Schoenmakers, Vermulst, Den Eijnden,
& De Mheen, 2011). In this way, any initiative to prevent maladaptive behavior related to
video game addiction could be addressed more effectively. Thus, any initiatives to prevent
maladaptive behaviors related to video game addiction could be managed more effectively.
Especially when the cause may be due to a lack of social integration and supports, which
can lead to increased isolation and increased video game consumption that, in turn, fuels a
lack of social contact (Paulus et al., 2018; Phan, Prieur, Bonnaire, & Obradovic, 2020).

As with the socialization of other addictions such as alcohol and tobacco, video games
are implemented in today’s society in young people. Their consequences often go unno-
ticed both by health institutions and, in this case, by university institutions. Although
integration of the digital paradigm in higher education is necessary (Cabrero & Óscar
Costa Román, 2018; González-Zamar, Abad-Segura, López-Meneses, & Gómez-Galán,
2020; Roig-Vila & Moreno-Isac, 2020), strategies that go beyond didactic aspects are not
frequent, when today ICTs should be considered as an object of study and not only as
instructional resources (Rosa, Bucheli, Galán, & Meneses, 2019). Here, training programs
to prevent addictions generated within these powerful technologies and media should be
developed.

Due to the first wave of the COVID-19 pandemic, in March 2020, a state of alarm was
declared in Spain and subsequent confinement for several months. During this stage, the
use of the Internet and digital devices, as a pastime and socialization, increased due to the
social distancing and mobility limitation measures imposed (Ariza, Monzonís, Magaña, &
Méndez, 2021; Balluerka et al., 2020; Gómez-Galán, Ángel Martínez-López, Lázaro-Pérez,
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& Sánchez-Serrano, 2020). Some studies have indirectly determined that Spain registered
global web traffic peaks (Orte & Nevot-Caldentey, 2020).

The university population increased its consumption of social networks and video
games (Gómez-Galán, Ángel Martínez-López, Lázaro-Pérez, & García-Cabrero, 2021).
The pandemic, therefore, may have contributed to the increase in the factors risk in video
game addiction among students (Pasquale, Chiappedi, Sciacca, Martinelli, & Hichy, 2021).
This makes it essential to determine and describe this situation to get information from
those months and subsequent comparative studies.

2 MATERIAL AND METHODS
2.1 Objectives
Video game addictions are present in scientific studies from different disciplines: psychol-
ogy, psychiatry, sociology, education, etc. In all of them, it is clear how this type of addiction
has consequences in the subjects’ presence and repercussions shortly. This research aims
to address this social phenomenon by pursuing the main objective (PO): to discover addic-
tion to video games by Spanish university students during the first wave of the COVID-19
pandemic.

Apart from this general objective, two secondary objectives are pursued because of the
fieldwork’s characteristics. In the first place (SO1), the aim is to determine whether this type
of addiction is related to socio-demographic factors or addictions to other toxic substances
or social networks to establish a pattern of students addicted to video games. Secondly
(SO2), check whether it is a problem of incidence in the university world so that, if so,
the university authorities should create prevention and assistance programs. The research
hypothesis is that video game addiction in university students is determined by other addic-
tions (too toxic substances and/or the Internet/social networks), so comorbidity and socio-
demographic variables are not defined.

Of course, this work’s objectives are focused on the field of educational sciences to
describe a situation that can affect students in their higher education studies. To guarantee
a formative quality framework, the university authorities should take into account to adopt
preventive measures. Therefore, it is not research in psychology, which seeks to establish
degrees of addiction or clinical nature standards. This work aims to determine addiction in
the use of video games by university students to prevent this problem within the framework
of healthy spaces in higher education. The COVID-19 pandemic may have intensified this.

2.2 Study Design and Sample
The study was carried out in a cross-sectional manner between June 1 and 15 through a
simple random sample of university students from different Spanish universities. Therefore,
it has been implemented during the period of confinement in Spain because of the first wave
of the COVID-19 pandemic, thus reflecting the situation described during all the weeks that
it lasted.

Journal of New Approaches in Educational Research, 10(2) | 2021 | https://doi.org/10.7821/naer.2021.7.750 333

https://doi.org/10.7821/naer.2021.7.750


José, Gómez-Galán; et al. Exploratory Study on Video Game Addiction

To carry out this cross-sectional, descriptive, and exploratory research, the Declaration
of Helsinki’s guidelines and the ethical protocols of the universities of the authors of the
study were followed. Although in Spain, approval is only required for experimental stud-
ies and not for descriptive studies, as in this case, the authors subscribed to and signed
the Codes of Good Practice for Research on Human Subjects required by the universities.
The study was registered by the research team composed of the authors under code No.
REPRIN-PEM-04B.

Following the Declaration of Helsinki, the participants in this research (N=310) gave
their consent before applying the questionnaire, which was treated confidentially and
anonymously at all times. It was carried out through a computerized and telematic
application managed by the University of Murcia and designed to maintain confidentiality
at all times. Once the instrument was accessed (which could be done through any device),
the respondent had to give prior consent and accept the ethical conditions explained on
the presentation screen.

The sample was applied to groups of students from 14 different Spanish universities
through professors who collaborate directly or indirectly with the research team that carried
out the work. At all times, they were informed in detail of the entire process to be followed.
As we have pointed out, permission was always got before applying the questionnaire by
the participants, both for those who offered the link and those who responded to the items
presented.

2.3 Variables Used
In the research’s development, the Game Addiction Scale for Adolescents (GASA, short
version) created by Lemmens, Valkenburg, and Peter (2009) and validated in Spain by Irles,
Gomis, Campos, and González (2018). This scale considers seven criteria that correspond
to each of its seven items: salience, tolerance, emotion, abstinence, relapse, conflict, and
problems. Each answer is scored on a 5-point Likert scale (1=never, 2= rarely, 3= some-
times, 4=often, and 5=very often).

The dependent variable in this research is video game addiction. When the criteria used
have a value higher than 3 (”sometimes”), the game is defined as problematic. To determine
video game addiction, an application is used in which subjects who meet at least half of the
criteria are included.

The independent variables used are grouped into two categories: socio-demographic
and addictions to toxic substances or social networks. Regarding the socio-demographic
variables, the following have been selected: 1) Gender (male/female), 2) Age (<21 years,
21-24 years, 25-63 years, and >64 years), and 3) branch of knowledge of the degree (Sci-
ences, Health Sciences, Social; Art and Humanities; and Legal Sciences and Engineering
and Architecture).

Logically, in the research carried out, the variables related to drug use were of great inter-
est in the search for comorbidity. For this reason, the World Health Organization (WHO)
ASSIST questionnaire was used to determine drug use risk. It comprises eight questions
that seek to assess addiction’s risk to different substances: alcohol, tobacco, hallucino-
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gens, amphetamine-type stimulants, sedatives, inhalants, sleeping pills, cannabis, opiates,
cocaine, and other drugs (WHO ASSIST Working Group, 2002). Although the ASSIST
test was initially designed to be administered by primary care health professionals, we con-
sidered it very useful in our research setting. Due to its characteristics (number of items,
response scale, psychometric properties, criteria for evaluating the presence of addiction,
etc.), it was ideal for its application and for obtaining the information sought.

It was also valuable to know the risk of addiction to social networks. As with video
games, young people today extensively use digital technologies and media, which could
also be related to each other. For this purpose, the Social Network Addiction Scale (ARS)
by Escurra and Salas (2014), focused precisely on young university students, was used. It
is a validated and reliable 24-item instrument with a Cronbach’s Alpha above 0.80, which
shows a high internal consistency established by García-Bellido, González Such, and Jornet
(2010).

ARS scale is divided into three subscales, each focusing on different factors. The first,
Obsession with Social Networks (Factor I, Cronbach’s Alpha: 0.91), examines the anxiety,
discomfort, or worry caused by not using social networks, and in parallel, the recurrent
thinking with them. The second, Lack of Personal Control in the Using of Social Networks
(Factor II, Cronbach’s Alpha: 0.88), focuses precisely on the lack of control concerning
social networks and how this affects habitual tasks and studies. The third, Excessive Use of
Social Networks (Factor III, Cronbach’s Alpha: 0.92), is related to the inability to control
the use of social networks, with excessive use of them.

2.4 Statistical Analysis
The exploitation of results was structured in 3 steps through the SPSS v.24 programs. First,
a descriptive analysis of the profile of the young university students was carried out. Sec-
ond, a cross-table analysis was carried out using the dependent variable: addiction to video
games by university students according to their level of significance of the chi-square test
(p<0.005). Third, binary logistic regression was performed to predict the variables that
determine that addiction to video games. With this test’s application, age was established as
a continuous variable (rather than a discrete variable) in cross tables and frequency analysis.
The forward model was the method used in binary logistic regression. The coefficients are
re-evaluated and their significance automatically, and all non-statistically significant vari-
ables are eliminated (Berlanga & Vilà, 2014).

3 RESULTS
In a first descriptive approach to the results, 69.9% are women and 30.1% men. The average
age is 23.7 years old. The most significant number, making an age distribution, is between
21 and 24 years of age (46.1%); in second place are those under 21 years old (31.3%); third
place is university students over 24 years old (22.6%). There was an overrepresentation of
Social and Legal Sciences, which accounted for 47.5% of university students regarding the
branch of knowledge.
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Of the total number of participants, 16.6% show an addiction to video games. Of these,
46.7%were women, and 53.3%weremen; therefore, we observed that the difference accord-
ing to gender was tiny. As regards addictions to toxic substances, there were 4 that pre-
sented a percentage ≥10%: alcohol (36.2%), tobacco (33.2%), cannabis (22.9%), and seda-
tives without a doctor’s prescription (10.3%). About addiction to social networks, according
to factors, 9.0% showed dependence to Factor 1 (Obsession with social networks), 27.7% to
Factor 2 (Lack of personal control in using social networks), and 47.1% to Factor 3 (Exces-
sive use of social networks).

Once the descriptive analysis was obtained, a cross-table analysis was performed, estab-
lishing video game addiction as a dependent variable. We showbelow (Table 1) the obtained
results with Pearson Square Chi (significance level p < 0.05).

Table 1 Variables used in binary logistic regression

1. Gender 9. Addiction Inhalants
Ref. Woman Ref. No
(1) Man (1) Yes
2. Age (Continue) 10. Addiction Sedatives
Ref. ≤20 Ref. No
(1) 21-24 (1) Yes
(2) ≥25 11. Addiction Hallucinogens
3. Knowledge Branch Ref. No
Ref. Arts & Humanities (1) Yes
(1) Science 12. Fam. Addiction Opiates
(2) Engineering & Architecture Ref. No
(3) Health Sciences (1) Yes
(4) Social & Legal Sciences 13. Fam. Addiction Other Drugs
4. Addiction Tobacco Ref. No
Ref. No (1) Yes
(1) Yes 14. Addiction Networks Factor 1
5. Addiction Alcohol Ref. No
Ref. No (1) Yes
(1) Yes 15. Addiction Networks Factor 2
6. Addiction Cannabis Ref. No
Ref. No (1) Yes
(1) Yes 16. Addiction Networks Factor 3
7. Addiction Cocaine Ref. No
Ref. No (1) Yes
(1) Yes
8. Addiction Stimulants
Ref. No
(1) Yes

According to the results of the crossed tables, an association with gender (p=0.000),
addiction to social network Factor 1 (p=0.000), addiction to social network Factor 2
(p=0.006), and addiction to social network Factor 3 (p=0.003) are observed. Therefore,
we can keep the relationship between gender and habits to social networks in general
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(regardless of the factors) with video game addiction.
Subsequently, a binary logistic regressionwas performed through the adelantemethod to

determine if socio-demographic variables related to addiction to toxic substances or social
networks can predict university students’ dependence on video games. Table I show the
variables used.

The binary logistic regression model was statistically significant X2 =31.168, p<0.0005
with video game addiction in the university students studied. The model explained 17.4%
(Nagelkerke’s R2) of video game addiction variance and correctly classified 86.1% of the
cases. Moreover, according to the Hosmer-Lemeshow test, there were no significant differ-
ences between the results observed and those predicted (p=0.951).

The binary logistic regression showed three predictive variables of the phenomenon
of video game addiction: gender, addiction to social networks in Factor 1 and Factor 3.
First, regarding the gender variable, it presents an OR = 3.161 IC95%[1.594−6.269],p=0.001.
In relation to the addiction of Factor 1 of social networks, it shows an OR = 4.079
IC95%[1.570−10.600],p=0.004. In third place, the addiction to Factor 3 of social networks
expresses an OR = 2.142 IC95%[1.016−4.517],p=0.045.

Thus, concerning the socio-demographic variables, being male predicts the addiction
to video games, having three times more possibilities of falling into this addiction than a
woman. Addiction to social networks is closely connected to video game addiction, espe-
cially about Factors 1 (Obsession with social networks) and 3 (Excessive use of social net-
works) of the subscale of addiction to social networks, with a university student with these
addictions being 3 and 2 timesmore likely, respectively, to have an addiction to video games
than one without this type of addiction (Table 2).

Table 2 Variables of the equation in Logistic Regressions according to the
type of addiction

B Sig. Exp(B) 95% C.I. Exp(B)
Lower Superior

Gender (1) 1,151 ,001 3,161 1,594 6,269
Addiction Factor 1 (1) 1,406 ,004 4,079 1,570 10,600
Addiction Factor 3 (1) 0,762 0,045 2,142 1,016 4,517
Constant -2,780 0,000 0,062

4 DISCUSSION
The socialization of video games is a reality established in the young population they live
in every day. Numerous research studies conducted on college students have shown how
video games’ abuse can lead to mental disorders (Cangas et al., 2019; Hsieh, Hsiao, Yang,
Liu, & Yen, 2018; King, Delfabbro, Zwaans, & Kaptsis, 2013; Ni, Yan, Chen, & Liu, 2009)
and impact daily tasks.

In a situation as unique as the one suffered by the COVID-19 pandemic, which involved
confinement and continued stay at home, abuse in the consumption of video games could
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occur. In the present investigation, we observe how the addition to them is currently in
16.6% of Spanish university students. Although it may seem a compact figure initially, it
must be considered that this type of addiction affects both personally and socially, affecting
social habits and work and professional obligations. Therefore, this figure must be taken
with due consideration since this group of students can develop psychological and psychi-
atric pathologies, besides presenting problems in following the students’ academic develop-
ment.

Although it is difficult to compare data from some research developed in a pre-pandemic
context, it can be determined that it is a significant percentage. Concerning the objec-
tives pursued, it has been seen that in practically all educational stages when excessive
use of video games is carried out, academic performance suffers to a greater or lesser
extent (Becerra, 2011; Irles, Perona, & Baños, 2015; Llorca, Bueno, Villar-Fernández, &
Diez, 2010), which is not an exception in higher education (Cuberos et al., 2017). Although
moderate video game use can be positive (Coknaz et al., 2019), even in a pandemic sce-
nario (Marston & Kowert, 2020), this is not the case when consumption is excessive.

Binary logistic regression has shown that video game addiction is determined by gen-
der and social network addiction, specifically, Factor 1 and Factor 3 of the social network
addiction scale.

About gender, men are more likely to be addicted to video games than women. This
data is in line with other research (Brunborg, Mentzoni, & Frøyland, 2014; Buono et al.,
2020; Goudriaan, Oosterlaan, de Beurs, & den Brink, 2004; Hsieh et al., 2018; Phan et al.,
2020; Ross, Månsson, & Daneback, 2012) showing an over-representation of men concern-
ing video game addiction.

With social networks, it can be seen that video game addiction is related to addiction to
Factors 1 and 3, i.e., the obsessionwith social networks and excessive use of them (Mentzoni
et al., 2011; Quaglieri et al., 2020). In this sense, we observe comorbidity of addiction asso-
ciated with the possibilities generated by new technologies in young people: video games
and social networks, in the same way that previous studies found the co-occurrence of sev-
eral addictive behaviors (Kuss & Griffiths, 2012; Wang, Ho, Chan, & Tse, 2015). Numer-
ous studies show the relationship between these two addictions and the psychological and
psychiatric consequences they can have on young people (Andreassen et al., 2016; Buiza-
Aguado, Alonso-Canovas, Conde-Mateos, Buiza-Navarrete, & Gentile, 2018; Cudo, Kopiś,
Stróżak, & Zapała, 2018; Cudo, Torój, Misiuro, & Griffiths, 2020; King et al., 2013; Kuss &
Griffiths, 2012; Strong et al., 2018; Van-Rooij et al., 2011; Wang et al., 2015).

The connection between social networking and video game addiction is not new (Choi et
al., 2015; Derevensky, Hayman, &Gilbeau, 2019; Kim et al., 2016;McNicol &Thorsteinsson,
2017; Moreno-Guerrero, Gómez-García, López-Belmonte, & Rodríguez-Jiménez, 2020).
The results the relationship between social network addictions according to factors and
video game addictions. However, a connection between the use of toxic substances and
video game addiction is not observed, despite high data on alcohol, tobacco, and cannabis
use among university youth. This leads us to believe that video game addiction mainly con-
centrates on a level of addiction inserted into digital technologies, with addiction to social
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networks being the primary determinant. Thus, the research and analysis carried out must
consider the common aspects between these two addictions.

This research is based on the hypothesis that the addiction to toxic substances or social
networks determined video games’ dependence. Socio-demographic variables such as gen-
der, age, or branch of knowledge of the degree we’re not determining factors. We can affirm
the hypothesis is partially confirmed since, even though addiction to social networks pre-
dicts dependence on video games, the same response is not got with addiction to toxic sub-
stances. However, gender, a variable not considered a determinant, acts as a predictor, with
men presenting a higher risk of being addicted to video games than women.

In this context, the educational world must develop and apply different digital literacy
strategies that allow students to face the dangers of the excessive consumption of digital
technologies and media (Gómez-Galán, 2003, 2020; Roig-Vila & Mengual-Andrés, 2014).
Among them are video games (Saunders et al., 2017). While moderate use of video games
can even have positive educational and/or training effects (Marín-Díaz, Morales-Díaz, &
Reche-Urbano, 2019; Merino & Castillo, 2016; Moral, 2014), excessive use can lead to dan-
gerous addiction. Health and academic authorities should know the serious individual and
social problems that habits can cause and their consequences derived from unhealthy con-
sumption. Hence, they should implement prevention, detection, and treatment programs
to tackle them (del Castillo & Velasco, 2020; Király et al., 2020).

University initiatives for addiction prevention programs, such as those described
by Werch, Pappas, and Castellon-Vogel (1996), Zamora (2005) or Milroy et al. (2015),
should also specifically contemplate video games today. Precisely, our exploratory study
aims to make an approach to the analysis of the problem, present both in Spain and
internationally, as it is a global problem.

Such an exceptional circumstance as the COVID-19 pandemic, involving home confine-
ment, has undoubtedly contributed to increasing different addictions (Dong, Yang, Lu, &
Hao, 2020; Gómez-Galán et al., 2020; King & Potenza, 2019; Király et al., 2020; Lázaro-
Pérez, Ángel Martínez-López, & Gómez-Galán, 2020; Mallet, Dubertret, & Strat, 2021;
Mestre-Bach, Blycker, & Potenza, 2020). Preventive programs are essential, not only for
the present but also for possible similar future scenarios.

The research conducted has some limitations. First, the size of the sample should be
noted. It turned out to be more limited than expected, but this was because of the extreme
circumstances in which the fieldwork was carried out. At the beginning of June in Spain,
the first wave’s impact was waning, but all university campuses were still closed, and exams
were being conducted using online systems. Because for several weeks, students had been
working on their academic activities using virtual platforms. They were highly saturated to
carry out the answers through a telematics system such as the one we used.

This meant that in the end, participation was lower than expected, and we discarded
those questionnaires that we found had not been answered objectively or had not been given
the expected time. At all times, we had the valuable help of university colleagues whom
we asked to act as intermediaries to encourage maximum participation. However, a larger
sample than that obtained would not have provided us with anymore information than that
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finally obtained. From the point of view of an exploratory study, we consider it sufficient to
obtain valuable data.

The sample also partly conditioned the statistical analysis related to the dependent vari-
able/gambling addiction’s heterogeneous distribution. The use of many predictors can be a
strategy that generates problems with the analysis, particularly if the predictors have limited
cases in each category, as could have happened due to the small number of participants.
It would be interesting to consider the possibility of conceptualizing the dependent vari-
able/gambling addiction as a continuous variable (as opposed to a dichotomous variable),
which would perhaps solve the possible statistical and theoretical problems derived from
the cross-sectional nature of the study. We will do so in a future comparative research with
a larger sample.

We should also understand as a limitation that the focus and development of this
research are centered exclusively on an educational and socio-educational level. Although
a self-report measure should have been used to estimate the prevalence of a mental prob-
lem such as video game addiction, it should in no way be understood as equivalent to a
diagnosis in the psychotherapeutic setting. A single self-assessment questionnaire can only
indicate that a problem might be present or is likely to be present. For our objectives, which
are framed in education, formative evaluation, and the search for preventive measures to
address students’ problems in higher education, always in the area of socio-educational and
notmedical-health research, is sufficient. Of course, it should not be understood as research
within psychiatry or clinical psychology.

The essential thingwas to carry out the process in a rigorousmanner andwith the highest
quality, which was effectively achieved, and all this taking into account the adverse circum-
stances in which Spain found itself at the time un. We also believe that having obtained
this information may be of great interest for future comparative studies. Precisely what we
have sought with this study is to get descriptive information on this problem in Spain in the
COVID-19 pandemic.

5 CONCLUSIONS
The approach to addictions by young university students reflects a problem that can be gen-
eralized to all young Spaniards. From a theoretical and empirical perspective, this type
of addiction must be analyzed, considered, and treated since it can cause psychological and
psychiatric disorders in young people, conditioning their present and future daily activities.

The results, developed during the first wave of the COVID-19 pandemic, should alert the
institutions involved by establishing mechanisms for identifying and preventing this addic-
tion. And treatment should be implemented for those subjects who require it, especially
if the health crisis context should recur and young university students are once again con-
fined. In this sense, it is essential to implement health prevention programs that include the
consequences of addiction to digital technologies, relating video game addiction to social
networks. In this way, the fight against this addiction, which is so silent about others, such
as toxic substances, is decisive.
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As Carbonell (2020) points out, video game addiction is a relevant challenge for profes-
sionals because of the need to respond effectively to the symptoms and the disorder itself.
Still, it is also essential to know the characteristics of the video games and the players who
use them, the social context, and the comorbidity. All this will help better to understand the
disorder, its diagnosis, and treatment. Finally, and especially when the world is free of this
pandemic that is plaguing it and for those people most prone to this addiction, a change of
habits towards others related to physical exercise and recovery of physical, social relation-
ships that avoid permanent contact with the Internet and video games, in particular, should
be encouraged.
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