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Background
Internet gaming has become widespread in 2000s. Over 90% of children and 

adolescents in the U.S. play internet games. However, frequent internet gaming may 
cause negative consequences, such as interfering normal routine and functions and 
having mental health problems. “Internet gaming disorder” and “gaming disorder” were 
also included in DSM-5 and ICD-11, respectively, to raise concerns. Research has found 
that about 1% adolescents have internet gaming disorder. 

Research Gaps and Aims
Few study uses national representative samples and measures the negative 

consequences of frequent players instead of disorder patients. This study aims to:
• To estimate the prevalence of frequent internet gaming across sociodemographic 

characteristics using national representative samples in Taiwan.
• To find negative consequences of frequent internet gaming in general population and 

whether there are dose-response relationships.

2018 National Survey of Substance Use (NSSU)
NSSU is a national survey conducted each four years. Participants used an anonymous, 

computer-assisted self-interview (CASI) system on a tablet computer to finish the 
questionnaire. There are two versions for adults and adolescents, respectively, with some 
different questions.

Question about internet gaming frequency in 2018 NSSU
• The frequency of internet gaming regroup as the following in the analysis steps:

- Never (level (5) in the questionnaire)
- Low frequency (level (2), (3), (4) in the questionnaire)
- High frequency (level (1) in the questionnaire)

Participants
• Age: 12-64
• Area: all counties in Taiwan except Jinmen and Lienchiang
• Sample size: 18,626, with 64.6% response rate
Sampling design
• Stratified, multi-staged, probability proportional to size sampling

Sociodemographic characteristics
• Adult: gender, age, marital status, occupation, education, income
• Adolescent: gender, age, single-parent family, truancy, part-time job, monthly 

allowance

Measurements of negative outcomes
• Depressive symptoms

- Center of Epidemiological Study－Depressive scale (CES-D)
- Range from 0 to 60. The higher the score is, the more depressive the participant is. 

• Past-year substance use
- Substance including cigarette, e-cigarette, alcohol, betel nut, and illicit drug

Statistical Analyses
• Using PROC SURVEY in SAS to estimate weighted prevalence in complex sampling 

design.
• For continuous variables, conduct multinomial logistic regression.
• For discrete variables, calculate mean and variance, and conduct Kruskal Wallis test 

and DSCF test.

Sociodemographic characteristics Depressive symptoms Substance use

• Correlates of adult high-frequency internet gamers include male gender, young age, being not married, and having middle-to-high educational level.
• Correlates of adolescent high-frequency internet gamers include male gender, young age, from single-parent family, having truancy experience, and having monthly allowance.
• High frequency players show more depressive symptoms than people never playing internet games or playing in low frequency.
• High frequency players are more likely to use cigarette, e-cigarette, or alcohol among adults, and are more likely to use e-cigarette, alcohol, or betel nuts among adolescents.
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