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King et al., 2019; Männikkö et al., 2020; Schettler, Thomasius & Paschke, 2021; 

Popular leisure activity

Excessive
gaming can lead
to an addiction

Adolescents are more 
susceptible to develop
problematic gaming

It could have social and 
psychological negative 
consequences

GAMING
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Average number of days on games during the last 7 days

2.5
(EU average)

3.6
(EU average)

1.5
(EU average)

1.4

3.6

ESPAD Group, 2020
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21%
(EU average)

31%
(EU average)

9.4%
(EU average)

Self-perceived high risk of problems with gaming

ESPAD Group, 2020
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Problem gaming…what could be the negative consequences?

Stattin & Kerr, 2000; Rehbein et al., 2015; Chen et al., 2018; Paulus et al., 2018; Sugaya et al., 2019; Coyne et al., 2020; Männikkö et al., 2020; Nielsen et al., 2020; Ji et al., 2021

Lower academic achievementAnxiety and depressive symptoms

Problems with peers

Aggressive behaviourSleep disturbance

Lower self-esteem



Background and aims

Problem gaming…what could be the protective factors?

Cheng et al., 2018; Paulus et al., 2018; Maroney et al., 2019; Sugaya et al., 2019; Coyne et al., 2020; Männikkö et al., 2020; Nielsen et al., 2020; Ji et al., 2021

School environmentPsychosocial wellbeing

Social support

Coping styleFamily environment

Parental monitoring
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EXPLORING CROSS-LEVEL INTERACTIONS BETWEEN INDIVIDUAL FAMILY VARIABLES AND COUNTRY-LEVEL FAMILY BENEFITS

ESTIMATING 
THE CONTRIBUTION OF:

Individual factors 
(e.g., family 
characteristics
and self-reported
measures on gaming 
time)

Country-level
factors
(economic inequalities
and benefits for families 
and children)

In order to 
explain cross-
national
variations in 
adolescents’ 
risk Problem
Gaming

AIM

Colasante et al., 2022
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30 EUROPEAN COUNTRIES

88,998 PARTICIPANTS

49.2% 50.8%

EUROSTAT, 2017; 2019; Kaluderovic et al., 2019; Mustafa et al., 2019; Worlds Bank, 2019;  Colasante e al., 2022

DATA

ESPAD 

EUROSTAT (Gini coefficient)

World Bank

National thematic reports on social protection provided by 
the European Social Policy Network

DATA SET



ESPAD AT A GLANCE

Since 1995

7 cross-sectional surveys

Last ESPAD Wave: 2019

More than 49 EU countries

Over 600,000 students

Hibell et al., 2012; ESPAD Group, 2020

Methods
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Measures and data analysis

Holstein et al.,2014; Colasante e al., 2022

VARIABLES – Dependent variable

Risk of Problem Gaming (PG) - Perceived Problem Scale (PPS) 

“I think I spend way too much time playing computer games”

“I get in a bad mood when I cannot spend time on computer games”

“My parents tell me I spend way too much time on computer gaming”

Low Risk of PG

or 

High Risk of PG



Measures and data analysis

Colasante e al., 2022

VARIABLES – Independent variables

• Parental regulation
• Parental monitoring
• Family support 

Individual-level

Control variables: 
• gender 
• average amount of time spent 

gaming on electronic devices 
during a school day 

Country-level
• Economic inequality

(Gini coefficient)
• Family benefits (GDP)



Measures and data analysis

Colasante e al., 2022

DATA ANALYSIS

Dependent
variable

Independent variable

Multi-level logistic regression analysis

Model I - Empty model
No explanatory variables

Model II – Within-country model
Individual variables and high risk of PG linkage for 
individual I in country J

Model III - Between-country model
Influence of country variables on high risk of PG
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30.2%

12.0%

High risk of 
Problem Gaming

Results

20% of participants had a 
high risk of PG 

30.8%

9.4%

Colasante e al., 2022

Romania

Denmark
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Correlates of the risk problematic gaming (within-country model)*

* Only significant associations

Results

0 0.5 1 1.5 2

Non-traditional family structure

Family support

Parental regulation

Gaming hours on a school day

Being female
Being female, having parental regulation, 
and family support are associated with a 
lower risk of PG

Daily number of hours spent on gaming and 
living in a non-traditional family structure 
increase the risk of PG
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Correlates of the risk problematic gaming (between-country model)*

* Only significant associations

Results

0 0.5 1 1.5 2

Benefit families/children (% of GDP)

Gini coefficient

Non-traditional family structure

Family support

Parental regulation

Gaming hours on a school day

Being female

Living in a country which provides higher 
welfare family benefits (GDP) reduced the 
risk of PG

Conversely, economic inequality
(Gini coefficient) is associated with a higher 
risk of PG
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Discussion

PROBLEMATIC GAMING CAN BE CONSIDERED AN EMERGING 
ISSUE THAT NEEDS TO BE TAKE INTO ACCOUNT

BOTH FAMILY CHARACTERISTICS AND FUNCTIONING AND 
COUNTRY-LEVEL FACTORS HAVE A ROLE IN PROBLEMATIC 
GAMING PHENOMENON

TO DATE, BOYS ARE MORE INVOLVED IN THIS KIND OF RISKY 
BEHAVIOUR COMPARED TO GIRLS

data.espad.org



Discussion

data.espad.org

…PAY ATTENTION!

DESPITE GIRLS ARE LESS INVOLVED IN PROBLEMATIC 
GAMING, THEY ARE MORE SENSITIVE REGARDING HIGH 
RISK OF PROBLEMS WITH SOCIAL MEDIA USE

46%
(EU average)

37%
(EU average)

54%
(EU average)

ESPAD Group, 2020

Self-perceived high risk of problems with social media use



Conclusions

IN ORDER TO PROVIDE USEFUL DATA FOR THE DEVELOPMENT OF 
EFFECTIVE PREVENTIVE INTERVENTIONS AND PROGRAMS.
IT IS NEEDED TO TAKE INTO ACCOUNT 
BOTH FAMILY CHARACTERISTICS AND COUNTRY-LEVEL FACTORS 

data.espad.org



ESPAD
European School Survey Project on Alcohol and Other Drugs

ESPAD data access



ESPAD Data access

Additional
tables

European
report

www.espad.org

www.emcdda.europa.eu



Additional
tables

European
report

data.espad.org

ESPAD Data access
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ESPAD Data access

data.espad.org https://youtu.be/HvyeAWr8z78?t=85
ESPAD Trend DB Platform Video tutorial

Platform for ESPAD Trend DB data consultation

https://youtu.be/HvyeAWr8z78?t=85


ESPAD project / Platform for application

epid-prod.ifc.cnr.it/ESPAD-Appl/
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WHAT WE LEARNED 

TO REDUCE NATIONAL ECONOMIC INEQUALITIES AND  TO SPEND 
ON FAMILY ASSISTANCE CAN HELP PREVENTING ADOLESCENTS 
FROM GAME-RELATED PROBLEMS

PROMOTING SOCIAL PROTECTION MEASURES AND PARENTS’ 
EDUCATION ABOUT THE INFLUENCE OF FAMILY ON RISKY 
BEHAVIOURS CAN REPRESENT THE GOAL OF FUTURE 
PREVENTIVE PROGRAMS

data.espad.org
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