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ABSTRACT 
Gaming addiction has attracted the attention of researchers and clinicians as a 
current and growing problem. Increased gaming addiction can lead to problems 
such as sleep disorders. The present study aimed to examine the mediating 
effect of resilience on the relationship between game addiction and sleep 
disorders in college students. The study was conducted on 320 college students 
aged between 20 and 27 years. The Internet Gaming Disorder Scale, Brief 
Resilience Scale, and DSM-5 Sleep Disorders Scale were used as data 
collection tools. In the analysis of the data, the SPSS package program and the 
PROCESS macro were used. The results revealed that gaming addiction 
significantly predicted resilience in a negative direction and sleep disorders in a 
positive direction. Resilience, in turn, significantly predicted sleep disorders in a 
negative direction, and it mediated the relationship between gaming addiction 
and sleep disorders. The findings demonstrated that resilience emerged as a 
significant process variable linking gaming addiction and sleep-related 
outcomes, suggesting that lower resilience may partially account for the 
pathway through which gaming behaviors affect sleep quality. 
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Introduction 

With the new opportunities it has created, Internet technology is one 
of the most innovative developments that attracts people from all 
demographic groups (age, education, economic status, etc.). Its rapid 
evolution has had profound effects on various aspects of human life, 
particularly in the realm of entertainment. One significant change brought 
about by technological advancements is in how people meet their 
entertainment needs, which has shifted dramatically with the advent of 
Internet technology. Entertainment, a basic human need (Glasser, 2003), has 
transitioned from traditional formats to digital games, making these games 
increasingly appealing. The attractiveness of games has led individuals to 
spend more time in virtual environments, and as time spent gaming 
increases, so does the likelihood of developing game addiction (Rideout et 
al., 2010). 

Game addiction, classified as a behavioral addiction, shares 
characteristics with substance addiction but does not involve the use or 
abuse of substances (APA, 2013a). These shared characteristics include 
impaired control, compulsive engagement, and the experience of withdrawal 
symptoms. Behavioral addictions have garnered substantial research 
interest due to their significant implications for mental and physical health. 
Game addiction, as a contemporary issue emerging from technological 
advancements, has particularly drawn the attention of researchers and 
clinicians. 

One of the pioneering studies on the diagnostic criteria for game 
addiction was conducted by Griffiths (2005), who proposed six criteria, 
including the prioritization of gaming over other activities, using gaming as an 
escape from negative emotions, playing in increasing amounts, experiencing 
withdrawal symptoms when gaming is reduced or stopped, conflicts arising 
from excessive gaming, and relapsing after attempting to quit. Subsequently, 
the American Psychiatric Association (APA, 2013a) expanded these criteria 
in the Diagnostic and Statistical Manual of Mental Disorders (DSM-5) to 
include nine criteria for diagnosing gaming disorder. Similarly, the World 
Health Organization (2018) outlined three main criteria: loss of control over 
gaming, prioritization of gaming over other life activities, and continued 
gaming despite negative consequences. These overlapping criteria 
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emphasize the pervasive and detrimental impact of gaming addiction on 
individuals’ lives. 

Given the rising prevalence of gaming addiction, researchers have 
sought to understand its correlates and consequences. Studies have 
demonstrated that game addiction is more prevalent among men compared 
to women (Kurt et al., 2018; Tejeiro Salguero & Moran, 2002), and is 
negatively associated with family life satisfaction (Taş et al., 2022) and life 
satisfaction (Baysak et al., 2020). Conversely, it is positively associated with 
alexithymia and social anxiety (Taş & Güneş, 2019), aggression and 
emotional eating (Caner & Evgin, 2021), and narcissistic personality traits 
and cognitive distortions (Zandi Payam & Mirzaeidoostan, 2019). These 
findings indicate that game addiction is associated with broader effects on 
emotional, social, and psychological well-being.   

One significant consequence of excessive gaming is its impact on 
sleep quality. Problematic gaming is associated with adverse sleep status 
(Kristensen et al., 2021). Sleep disorders, defined as negative changes in 
sleep duration, quality, and patterns, are a growing concern in relation to 
game addiction (Kharisma et al., 2020; Tereshchenko et al., 2021). Sleep 
problems, such as insufficient sleep, sleep apnea, narcolepsy, and 
sleepwalking, adversely affect psychological and physiological health, as 
well as quality of life (Fusar-Poli et al., 2021). Mayda et al. (2012) emphasized 
that while sleep patterns can vary among healthy individuals, an average of 
7–8 hours of sleep is necessary for optimal functioning. The disruption of this 
balance can impair social life, work, and family relationships, compounding 
the negative effects of sleep disorders. 

Extensive research highlights the association of sleep disorders with 
various mental health problems, including depression (Lotfi Saeedabad & 
Basharpoor, 2022; Nutt et al., 2008; Zhang et al., 2022), attention deficit 
(Rodrigues & Shigaeff, 2022), sexual dysfunction (Agrawal et al.,  2022; Lew-
Starowicz, 2022), suicide risk (Yiyue et al., 2023), anxiety (Wang et al., 2022), 
stress (Susanti et al., 2022), quality of life (Nowowiejska et al., 2021), and 
aggression (Chervin et al., 2003). Sleep problems negatively affect 
individuals across all life stages, from infancy to old age (Schmitt, 1991; 
Guénolé, 2020). These findings underscore the importance of addressing 
sleep disorders as a pervasive health issue. 
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Technology use further compounds the impact of sleep disorders, 
with studies indicating that technological addictions, such as social media 
and gaming addiction, are strongly associated with poor sleep quality (Dinç, 
2015; Moattari et al., 2017). Adolescents with high social media addiction 
scores report more problematic sleep habits (Güneş et al., 2018). Similarly, 
technology addiction correlates negatively with sleep quality (Shahbal et al., 
2022). Specific to gaming addiction, studies have found significant 
associations with sleep problems, suggesting that excessive gaming may 
coincide with reduced sleep quality and duration (Birol, 2021; Lam, 2014; 
Tuncay & Göger, 2022; Zaman et al., 2022). Studies have identified 
associations between excessive gaming and sleep problems, such as 
reduced sleep duration and increased odds of poor sleep quality (Kristensen 
et al., 2021). While most evidence comes from cross-sectional studies, 
which cannot confirm causality, experimental research shows that 
prolonged gaming (e.g., 150 minutes of violent gameplay) increases 
physiological arousal and delays sleep onset (King et al., 2013).   

On the other hand, research has found that resilience, defined as the 
ability to adapt positively to stress and adversity, is negatively associated 
with game addiction (Kim, 2016; Turan, 2021) and sleep disorders (Liu et al., 
2021). Resilience encompasses coping skills, self-regulation, and positive 
thinking, which enable individuals to maintain mental well-being despite 
challenges (Joyce et al., 2018; Reivich & Shatte, 2002). Masten (2001) 
identified two key components of resilience: encountering difficulties and 
adapting positively to them. This capacity seems vital in mitigating the effects 
of addictive behaviors and sleep disturbances. 

Studies show that resilience is inversely related to psychological 
problems, including depression (Edward, 2005), anxiety (Dolan et al., 2022), 
and emotional distress (Zheng et al., 2022). Moreover, resilience has been 
found to mediate the relationship between gaming addiction and empathy 
(Turan, 2021), highlighting its potential role in addressing complex mental 
health issues. However, there is limited research examining the mediating 
role of resilience in the relationship between game addiction and sleep 
disorders. This gap underscores the need for further investigation. While 
resilience has often been studied as a moderator, its inclusion here as a 
mediator is conceptually in line with “process-oriented” models focusing on 
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adaptation mechanisms. This perspective complements previous research 
by pointing to resilience not as a moderator, but as a part of a mechanism 
connecting behavioral and physiological outcomes.  

In summary, previous research suggested that gaming addiction 
directly decreases resilience by promoting avoidance behaviors, impairing 
emotional regulation, and reducing adaptive coping strategies (Eker & Taş, 
2022; Loton et al., 2016). This diminished resilience then increases 
vulnerability to sleep disorders (Kristensen et al., 2021; Peng et al., 2025). 
Longitudinal evidence shows gaming addiction precedes declines in 
resilience, which subsequently correlate with poorer mental health 
outcomes such as depression (Peng et al., 2025). This study aims to examine 
the mediating role of resilience in the relationship between game addiction 
and sleep disorders in university students. The proposed model (Figure 1) 
illustrates the pathways to be examined, with resilience hypothesized to 
mediate the impact of game addiction on sleep disorders. By framing 
resilience as a mediator rather than as a moderator, the model 
emphasizes process-oriented interventions (e.g., rebuilding resilience skills 
in addicted gamers) rather than merely identifying at-risk subgroups (Wong 
et al., 2024). This aligns with intervention studies showing resilience training 
improves both gaming addiction and sleep outcomes (Turan, 2021; Wong et 
al., 2024).  Although resilience may be seen as a moderator variable as well, 
there are no conceptual obstacles to assume that it is a part of a pathway 
through which a specific behavioral dependence may influence sleep-related 
outcomes. 
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Figure 1  

The Proposed Model: The Mediating Role of Resilience in the Relationship Between 
Game Addiction and Sleep Disorders 

Note. The effect of game addiction on resilience is shown by path “a”, the effect of resilience 
on sleep disorders is shown by path “b”, and the direct effect of game addiction on sleep 
disorders is shown by path “c”.  Path “c1” shows the effect of game addiction on sleep 
disorders after resilience is included in the model as a mediating variable. 

 

Method 

Participants and Procedure 

The sample consisted of 320 college students, 220 (68.8%) women 
and 100 (31.3%) men. The participants’ ages varied between 20 and 27, with 
a mean age of 22.22 years. We aimed to exclude individuals with clinical 
diagnoses and sleep disorders. By excluding participants with pre-existing 
sleep disorders, the study aimed to ensure that observed effects on sleep 
quality were more directly attributable to gaming addiction rather than being 
compounded by other clinical factors. Similarly, by excluding individuals with 
psychiatric diagnoses, we aimed to avoid introducing additional variables 
that could obscure the pathway between gaming addiction and resilience 
(Abdallat et al., 2024). Thus, the survey form was designed so that individuals 
who answer “yes” to the questions “Do you have any psychiatric diagnosis?” 
and “Do you have any sleep disorder diagnosis?” will be directed to the end 
of the survey. However, no one with any diagnosis was encountered.   

Resilience 

                         a       b 

Game c Sleep 

Addiction c' Disorders 
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The data were collected online, and the participation was voluntary. 
In the consent form, it was stated that the data obtained would be used only 
for scientific purposes, that the principle of confidentiality would be followed, 
and that personal data would not be shared anywhere. This study was 
conducted in strict accordance with the ethical standards of the Declaration 
of Helsinki and was approved by the Human Research Ethics Committee of 
Bülent Ecevit University (Project number: 21.12.2022/251619-436). Written 
informed consent was obtained from all participants. 

Instruments 

Internet Gaming Disorder Scale – Short Form (IGDS9-SF) 

The scale was developed by Pontes and Griffiths (2015) and adapted 
to Turkish culture by Arıcak, Dinç, Yay, & Griffiths (2018). The measure is 
unidimensional and consists of nine items with a 5-point Likert-type scale as 
a response format. The response options range from 1 (Never) to 5 (Very 
often), with higher scores indicating a higher level of internet gaming disorder 
(a sample item: Do you play games to temporarily escape or relax from 
negative emotions (e.g. helplessness, guilt, anxiety)?). Within the scope of 
this study, we performed CFA and the results we obtained show that the 
construct validity of the scale was re-established ((χ2 (25) = 80.99, p < .001; 
χ2/sd = 3.24; RMSEA = .084; GFI = .95; AGFI = .90; NFI = .95; RFI = .93; CFI = 
.96; SRMR = .031). The Cronbach’s Alpha Coefficient of our study was found 
to be .91.  

DSM-5 Sleep Disorder Scale 

The DSM-5 Sleep Disorder Scale was developed by the American 
Psychiatric Association (2013b) and adapted to Turkish culture by Yüzeren et 
al. (2017). The scale consists of 8 items and was designed to measure a 
single dimension. It uses a 5-point Likert scale as a response format, with 
response options ranging from 1 (Never) to 5 (Always). Higher scores indicate 
greater sleep disturbance. A sample item illustrating the instrument’s scope 
is: I get through difficult times with very little trouble? Within the scope of this 
study, we performed CFA; the results showed that the construct validity of 
the scale was re-established ((χ2(17) = 62.16, p < .001; χ2/sd = 3.66; RMSEA 
= .091; GFI = .95; AGFI =.90; NFI = .96; RFI = .93; CFI = .97; SRMR = .039). 
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Cronbach’s Alpha Coefficient obtained within the scope of our study was 
found to be .90.  

Brief Resilience Scale 

This scale, developed by Smith et al. (2008) and adapted to Turkish 
culture by Doğan (2015), is used to measure the resilience of individuals. The 
measure consists of 6 items, with a 1 (Not suitable) to 5 (Completely 
suitable) Likert scale as a response format. Higher scores indicate higher 
levels of resilience. A sample item illustrating the instrument’s scope is: I get 
through difficult times with very little trouble? Within the scope of this study, 
we performed CFA and the results we obtained show that the construct 
validity of the scale was re-established ((χ2 (8) = 19.83, p < .05; χ2/sd = 3.24; 
RMSEA = .068; GFI = .98; AGFI = .95; NFI = .95; RFI = .93; CFI = .99; SRMR = 
.024). The Cronbach’s alpha coefficient found in our study was .86.  

Data analysis 

The relationship between gaming addiction, resilience, and sleep 
disorders was tested with a simple mediation model. A simple mediation 
model refers to any causal system in which at least one causal antecedent 
variable (X) is proposed to influence an outcome (Y) through a single 
mediating (M) variable (Hayes, 2018). Mediation tests are tests that fully or 
partially require the presence of another variable in the relationship between 
two variables (Şimşek, 2007). A partial mediation occurs when the direct 
effect (c) remains significant in the model. In social sciences, given that 
behaviors often have multiple causes, partial mediation is considered a more 
plausible scenario compared to full mediation (MacKinnon, 2012). Given the 
cross-sectional nature of the data, the tested model should be interpreted as 
a process model rather than a strictly causal one. The PROCESS macro 
(model 4) in SPSS was used for data analysis. The PROCESS macro, an add-
on using the nonparametric Bootstrap method, performs the analysis with a 
95% confidence interval on a sample size of 5000 people with the resampling 
method (Hayes, 2018). The effect of the independent variable on the 
dependent variable was calculated with direct effect, indirect effect, and 
total effect scores. The effect of the mediating variable is determined based 
on the bootstrap confidence interval. The lower upper bound of the 
confidence interval (BootLLCI-BootULCI) should be below or above zero. In 
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other words, the absence of “0” between both values indicates that the 
intermediary variable mediates. In addition to the absence of “0” between 
both values, when the relationship between the dependent variable and the 
independent variable becomes insignificant, this indicates full mediation and 
when it decreases, this indicates partial mediation. The Bootstrap method is 
a powerful method as it reduces the TYPE II error (Preacher & Hayes, 2008). 

Results 

In the study, descriptive statistics and correlations were computed 
first. The values of Kurtosis and Skewness (Table 1) suggested that the data 
were normally distributed (George & Mallery, 2016). Regarding the 
interrelationships between the variables of interest, we found a significant 
positive relationship between game addiction and sleep disorders, and a 
significant negative relationship between game addiction and resilience and 
between resilience and sleep disorders. 

Table 1  

Descriptive Statistics and Correlation Coefficients 

Variables N M/SE SD Skewness Kurtosis GA SD R 

GA 320 13.57/.33 5.95 1.53 .1.47 -   

SD 320 19.79/.36 6.45 .377 -.557 .26** -  

R 320 19.20/.25 4.57 .071 .136 -.17** -.35** - 

Note.  GA - Game Addiction; SD - Sleep Disorder; R - Resilience. 
**p <.01 

 
The mediation analysis was then conducted, assessing the mediating 

effect of resilience in the relationship between game addiction and sleep 
disorders (Figure 2).  
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Figure 2  

Mediating Effect of Resilience in the Relationship Between Game Addiction and 
Sleep Disorders 

 
Note. **p < .001 

 

Figure 2 shows the a,b,c, and c’ paths and their unstandardized 
regression coefficients for the mediating effect of resilience in the 
relationship between game addiction and sleep disorders. When the model 
is examined, it can be seen that game addiction significantly predicted 
resilience in a negative direction (a = -.1284** 95% CI [-.2119, -.0448]); 
resilience significantly predicted sleep disorders in a negative direction (b = -
.4412** 95% CI [-.5858, -.2965]) and game addiction significantly predicted 
sleep disorders in a positive direction (c = .2816** 95% CI [.1661, .3970]). 
When resilience, which was a mediating variable, was included in the 
analysis along with game addiction, the unstandardized regression 
coefficient between game addiction and sleep disorders (c’ = .2249**; 95% CI 
[.1138, .3361]) decreased. In other words, a significant decrease was found 
when resilience was included in the mediating model (from c =.2816 to c’ = 
.2249).  

The direct effect, indirect effect, total effect, and bootstrap 
confidence interval were analysed to find out whether the intermediary 
variable had an effect on the decline that occurred after the intermediary 
variable was included in the model. The results showed that the total effect 
of game addiction on sleep disorders was .2816 (p < .000), the direct effect 
was .2249 (p < .000), the indirect effect was .0566, and the bootstrap 
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confidence interval (.0173, .1055) did not include zero. Together, our results 
suggested resilience had a partial mediating effect on the relationship 
between game addiction and sleep disorders. 

Discussion 

This study examined the mediating effect of resilience on the 
relationship between gaming addiction and sleep disorders among college 
students. Findings revealed that gaming addiction significantly predicted 
resilience in a negative direction and sleep disorders in a positive direction. 
Resilience, in turn, significantly predicted sleep disorders in a negative 
direction, and it mediated the relationship between gaming addiction and 
sleep disorders. This study positioned resilience as a mediator because it 
was hypothesized to operate as an internal mechanism through which the 
adverse effects of gaming addiction on sleep were filtered. This approach 
aligns with theoretical frameworks suggesting that resilience, as a dynamic 
process, evolves under the influence of stressors (such as gaming addiction) 
and subsequently impacts other outcomes, including sleep disorders 
(Kalisch et al., 2017; Luthar et al., 2000). 

The study found that gaming addiction negatively predicts resilience. 
Such a finding aligns with prior studies (Keskin, 2019; Özmen, 2019; Turan, 
2021; Yen et al., 2019), which highlighted that individuals struggling with 
gaming addiction often turn to games as a coping mechanism to escape from 
negative emotions and stressors (APA, 2013; Griffiths, 2005). Gaming 
addiction, characterized by excessive engagement and emotional 
dependence, depleted psychological resources necessary for adaptive 
coping (e.g., resilience). Resilience encompasses the ability to manage 
difficulties, engage in positive thinking, and adapt to adverse circumstances 
(Park et al., 2004; Reivich & Shatte, 2002).  

Resilience negatively predicted sleep disorders, aligning with earlier 
research (Bilgin & Taş, 2022; Lenzo et al., 2022; Terao et al., 2022). Hughes 
et al. (2018) identified resilience as a buffer against sleep problems, while 
Terkeş et al. (2022) reported that individuals with low resilience experienced 
greater sleep disruptions. Resilience, as a dynamic process of positive 
adaptation (Luthar et al., 2000), mitigated the impact of stressors by fostering 
emotional regulation and coping strategies, thereby promoting better sleep. 
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Conversely, a lack of resilience might amplify the physiological and 
psychological vulnerabilities that led to sleep problems (Palagini et al., 
2018).  

The present study also revealed that gaming addiction positively 
predicts sleep disorders, consistent with previous findings (Cheraghi et al., 
2021; Lam, 2014; Nguyen et al., 2021). Other studies, too, have suggested 
that individuals with gaming addiction often sacrifice sleep for extended 
gaming sessions (Tuncay & Göger, 2022) and that gaming addiction is linked 
to sleep issues, including diminished sleep quality and delayed sleep onset 
(De Rosa et al., 2024). According to APA (2013), gaming addiction itself 
involves not only prolonged screen time and mental preoccupation but also 
neglect of basic needs, including sleep. Moreover, sleep quality is intricately 
linked with mental health variables such as depression, anxiety, and stress 
(İyigün et al., 2017), which are also associated with gaming addiction (Anli & 
Taş, 2018; Brunborg et al., 2014). This co-occurrence suggests that gaming 
addiction and sleep disorders may share overlapping psychological and 
behavioral processes.  

Resilience bridged the pathway from gaming addiction to sleep 
disorders by reflecting an individual’s capacity to absorb, process, and 
respond to the psychological toll of gaming addiction. This conceptualization 
was grounded in stress-coping theories, which posited that resilience buffers 
the effects of stressors and determines adaptive versus maladaptive 
outcomes (Luthar et al., 2000). The results supported the hypothesis that 
resilience mediated the relationship between gaming addiction and sleep 
disorders. In other words, gaming addiction influenced sleep disorders 
indirectly through resilience. Prior studies provided support for these 
findings. For instance, Liu et al. (2016) demonstrated that resilience had a 
protective effect against sleep disorders, while Turan (2021) highlighted the 
mediating role of resilience in the relationship between empathy and video 
game addiction. The current study added to this body of knowledge by 
showing that although gaming addiction directly affected sleep disorders, 
this effect was predominantly channeled through resilience. Individuals with 
low resilience who were addicted to gaming were more likely to experience 
sleep disorders. This was consistent with evidence that resilience was 
negatively associated with both gaming addiction (Kim, 2016; Sert & 
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Sarıtepeci, 2024) and sleep disorders (Liu et al., 2021). Resilience functioned 
as a protective factor by enabling individuals to manage stressors and 
negative emotions effectively, thereby reducing reliance on maladaptive 
coping strategies such as excessive gaming. Increasing resilience among 
those at risk for gaming addiction could reduce the likelihood of sleep 
problems. Moreover, negative emotional states such as depression, anxiety, 
and stress, which were linked to sleep problems (İyigün et al., 2017), were 
also associated with gaming addiction (Anli & Taş, 2018; Brunborg et al., 
2014). This overlap suggested that individuals with higher resilience were 
less affected by these risk factors, mitigating both gaming addiction and 
sleep disorders. 

In conclusion, the findings demonstrated that resilience mediated the 
relationship between gaming addiction and sleep disorders, highlighting its 
critical role as a protective factor. Strengthening resilience in vulnerable 
populations could have served as an effective intervention strategy to 
address both gaming addiction and its associated sleep disturbances.  

Limitations and Recommendations 

This study had several limitations, which should be acknowledged 
when interpreting its findings. The first limitation pertains to the data 
collection tools, as data were obtained through self-report scales. Such tools 
are subject to limitations, including potential difficulties in item 
comprehension, tendencies to respond in a socially desirable manner, and 
influences of participants' momentary emotional states. To mitigate these 
issues, future researchers could utilize alternative data collection methods, 
such as interviews, and adopt diverse research approaches and techniques, 
such as longitudinal designs. Another limitation relates to the generalizability 
of the findings. Although the study included participants aged 20 to 27, the 
predominance of young adults in the sample limits the generalizability of the 
results to other age groups. The sample consists of university students. The 
high level of education of this group may be a limitation in generalizing the 
results to the general population. 

Another limitation of the study may be the use of a mediation model 
within a cross-sectional design. In mediation models, collecting data at a 
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single point in time can be considered a limitation compared to collecting 
data at multiple time points.  

Recommendations were also made for practitioners working in the 
field. Mental health professionals should consider gaming addiction as a 
significant factor when addressing sleep problems. Sleep disturbances 
affect individuals across various domains. Behaviorally, they manifest as 
lethargy, drowsiness, reduced responsiveness to external stimuli, increased 
reaction times, elevated arousal thresholds, and impaired cognition 
(Chokroverty, 2010). Addressing the underlying causes of sleep problems 
could help mitigate these adverse effects. Furthermore, the negative 
association of resilience with both gaming addiction and sleep problems 
highlights the need for professionals to focus on resilience-building 
interventions when addressing these issues. 

The study encompassed a limited age range, and future research 
could investigate these relationships at different developmental stages, such 
as adolescence, young adulthood, and old age. Such research could provide 
valuable insights into how these variables interact across the lifespan. 
Additionally, educators and school counselors might consider integrating 
resilience-building modules into psycho-educational activities aimed at 
preventing gaming addiction. These modules could foster adaptive coping 
skills and emotional regulation to reduce the likelihood of gaming addiction 
and its associated negative outcomes. 

Conflict of interest 

We have no conflicts of interest to disclose. 

Data availability statement 

 The data that support the findings of this study are available from the 
corresponding author upon reasonable request. 

References 

Abdallat, M., Al-Sanouri, M., Al-Salaymeh, S., Zoubi, M., Barakat, T., Badwan, A., 
Alzubi, A., & Murshidi, R. (2024). Internet gaming disorder and sleep quality 
among jordanian university students: a cross-sectional study. Clinical 
Practice and Epidemiology in Mental Health: CP & EMH, 20, 



Taş et al. PP (2025) 18(4), 465–489 

 
 

480 

e17450179310269. 
https://doi.org/10.2174/0117450179310269240820042452 

Agrawal, O., Panwar, V.K., Singh, G., & Mittal, A. (2022). Sleep, sleep disorders, 
and sexual dysfunctions. In R. Gupta, D. N. Neubauer, & S. R. Pandi-
Perumal (Eds.), Sleep and neuropsychiatric disorders (pp. 497-521). 
Springer. https://doi.org/10.1007/978-981-16-0123-1_24  

American Psychiatric Association. (2013). Diagnostic and Statistical Manual of 
Mental Disorders (Fifth Edition). American Psychiatric Association. 
https://doi.org/10.1176/appi.books.9780890425596 

American Psychiatric Association. (2013b). DSM-5 Level 2 – Sleep Disturbance 
(Adult) (PROMIS Sleep Disturbance Short Form) [Assessment measure]. 
American Psychiatric Association. 
https://www.psychiatry.org/File%20Library/Psychiatrists/Practice/DSM/A
PA_DSM5_Level-2-Sleep-Disturbance-Adult.pdf 

Anli, G., & Taş, I. (2018). Ergenler İçin Oyun Bağımlılığı Ölçeği Kısa Formunun 
Geçerlik ve Güvenirlik Çalış [Validity and reliability study of the short form 
of the game addiction scale for adolescents]. Journal of Turkish 
Studies, 13(11), 189–203. 
http://dx.doi.org/10.7827/TurkishStudies.13371 

Arıcak, O. T., Dinç, M., Yay, M., & Griffiths M. D. (2018). İnternet Oyun Oynama 
Bozukluğu Ölçeği Kısa Formu’nun (İOOBÖ9-KF) Türkçeye Uyarlanması: 
Geçerlik ve Güvenirlik Çalışması. [Adaptation of the internet gaming 
disorder scale short form (IGDS9-SF) into Turkish: Validity and reliability 
study]. Addicta: The Turkish Journal on Addictions. 5(4), 615–636. 
https://doi.org/10.15805/addicta.2018.5.4.0027 

Baysak, E., Yertutanol, F. D. K., Şahiner, İ. V., & Candansayar, S. (2020). Çevrimiçi 
oyun oynayanların sosyodemografik özellikleri ve oyun bağımlılığının bazı 
psikososyal etmenlerle ilişkisi [Sociodemographic characteristics of online 
game players and the relationship between game addiction and some 
psychosocial factors]. Klinik Psikiyatri Dergisi, 23(2), 196–203. 
https://doi.org/10.5505/kpd.2020.10337 

Bilgin, O., & Taş, İ. (2022). ). The Relationship between Fear of COVID-19 and 
Sleeping Disorder: Mediator Effect of Psychological Resilience. 
International Journal of Educational Research Review, 7 (Special Issue), 
429–439. https://doi.org/10.24331/ijere.1175865 

Birol, S. Ş. (2021). Dijital oyun kullanımının bireyler üzerindeki olumsuz etkileri 
[Negative effects of digital game use on individuals]. In V. Temel (Ed.)], 

https://doi.org/10.2174/0117450179310269240820042452
https://doi.org/10.1007/978-981-16-0123-1_24
https://doi.org/10.1176/appi.books.9780890425596
https://www.psychiatry.org/File%20Library/Psychiatrists/Practice/DSM/APA_DSM5_Level-2-Sleep-Disturbance-Adult.pdf?utm_source=chatgpt.com
https://www.psychiatry.org/File%20Library/Psychiatrists/Practice/DSM/APA_DSM5_Level-2-Sleep-Disturbance-Adult.pdf?utm_source=chatgpt.com
http://dx.doi.org/10.7827/TurkishStudies.13371
https://doi.org/10.15805/addicta.2018.5.4.0027
https://doi.org/10.5505/kpd.2020.10337
https://doi.org/10.24331/ijere.1175865


PP (2025) 18(4), 465–489 Resilience, Game Addiction, and Sleep Disorders 

 
 

481 

Academic developments on social and education sciences (pp.369–386). 
Duvar Bookshop.  

Brunborg, G. S., Mentzoni, R. A., & Frøyland, L. R. (2014). Is video gaming, or video 
game addiction, associated with depression, academic achievement, 
heavy episodic drinking, or conduct problems? Journal of Behavioral 
Addictions, 3(1), 27–32. https://doi.org/10.1556/JBA.3.2014.002 

Caner, N., & Evgin, D. (2021). Digital risks and adolescents: The relationships 
between digital game addiction, emotional eating, and aggression. 
International Journal of Mental Health Nursing, 30(6), 1599–1609. 
https://doi.org/10.1111/inm.12912 

Cheraghi, F., Bozorgmehr, M., Tapak, L., & Tehrani, T. H. (2021). Relationship 
between Computer Game Addiction and Body Mass Index and Sleep 
Habits of 10 to 12 Years Old Primary School Students in Hamadan. 
Pajouhan Scientific Journal, 19(2), 10–18. 
https://doi.org/10.52547/psj.19.2.10 

Chervin, R. D., Dillon, J. E., Archbold, K. H., & Ruzicka, D. L. (2003). Conduct 
Problems and Symptoms of Sleep Disorders in Children. Journal of the 
American Academy of Child & Adolescent Psychiatry, 42(2), 201–208. 
https://doi.org/10.1097/00004583-200302000-00014 

Chokroverty, S. (2010). Overview of sleep & sleep disorders. The Indian Journal of 
Medical Research, 131, 126–140. 

De Rosa, O., Baker, F. C., Barresi, G., Conte, F., Ficca, G., & De Zambotti, M. 
(2024). Video gaming and sleep in adults: A systematic review. Sleep 
Medicine, 124, 91–105. https://doi.org/10.1016/j.sleep.2024.09.015 

Dinç, M. (2015). Teknoloji bağımlılığı ve gençlik [Technology addiction and 
youth]. Gençlik Araştırmaları Dergisi, 3(3), 31–65. 

Doğan, T. (2015). Kısa psikolojik sağlamlık ölçeği’nin Türkçe uyarlaması: Geçerlik 
ve güvenirlik çalışması [Turkish adaptation of the brief psychological 
resilience scale: a validity and reliability study.]. The Journal of Happiness 
& Well-Being, 3(1), 93–102.  

Dolan, M., Jin, L., Sharma, R., Weiss, N. H., & Contractor, A. A. (2022). The 
relationship between number of trauma types, resilience, and 
psychological symptoms in ex-military personnel from India. Psychological 
Trauma: Theory, Research, Practice, and Policy, 14(3), 437–445. 
https://doi.org/10.1037/tra0001050 

https://doi.org/10.1556/JBA.3.2014.002
https://doi.org/10.1111/inm.12912
https://doi.org/10.52547/psj.19.2.10
https://doi.org/10.1097/00004583-200302000-00014
https://doi.org/10.1016/j.sleep.2024.09.015
https://doi.org/10.1037/tra0001050


Taş et al. PP (2025) 18(4), 465–489 

 
 

482 

Edward, K. (2005). Resilience: A Protector From Depression. Journal of the 
American Psychiatric Nurses Association, 11(4), 241–243. 
https://doi.org/10.1177/1078390305281177 

Eker, H., & Taş, İ. (2022). The Relationship between Game Addiction, Emotional 
Autonomy and Emotion Regulation in Adolescents: A Multiple Mediation 
Model. International Journal of Technology in Education and Science, 6(4), 
569–584. https://doi.org/10.46328/ijtes.390 

Fusar-Poli, L., Surace, T., Aguglia, A., & Aguglia, E. (2021). The relationship between 
sleep disorders and psychotic-like symptoms in the general population. 
European Psychiatry, 64(S1), S170–S170. 
https://doi.org/10.1192/j.eurpsy.2021.451 

George, D., & Mallery, M. (2016). IBM SPSS statistics 23 step by step a simple 
guide and reference (14th ed.). Routledge.  

Glasser. W. (2003). Seçim teorisi [Choice theory] (M. İzmirli, Trans). Hayat 
Yayınları. (Original work published 1998) 

Griffiths, M. (2005). A ‘components’ model of addiction within a biopsychosocial 
framework. Journal of Substance Use, 10(4), 191–197. 
https://doi.org/10.1080/14659890500114359 

Guénolé, F. (2020). Sleep disorders in babies and children. Soins Pediatrie 
Puericulture, 41(316), 22–28. https://doi.org/10.1016/j.spp.2020.08.005 

Güneş, N. A., Akbıyık, D. İ., Aypak, C., & Görpelioğlu, S. (2018). Social media 
dependency and sleep quality in high school students. Turkish Journal of 
Family Practice, 22(4), 185–192. https://doi.org/10.15511/tahd.18.00475 

Hayes, A. F. (2018). Mediation, moderation, and conditional process analysis. 
Introduction to mediation, moderation, and conditional process analysis: A 
regression-based approach.  Guilford Publications. 

Hughes, J. M., Ulmer, C. S., Hastings, S. N., Gierisch, J. M., Mid-Atlantic Va Mirecc 
Workgroup, & Howard, M. O. (2018). Sleep, resilience, and psychological 
distress in United States military Veterans. Military Psychology, 30(5), 
404–414. https://doi.org/10.1080/08995605.2018.1478551 

İyigün, G., Angın, E., Kırmızıgil, B., Öksüz, S., Özdil, A., & Malkoç, M. (2017). 
Üniversite öğrencilerinde uyku kalitesinin mental sağlık, fiziksel sağlık ve 
yaşam kalitesi ile ilişkisi [Association of sleep quality with mental health, 
physical health and quality of life in university students]. Journal of 
Exercise Therapy and Rehabilitation, 4(3), 125–133. 

Joyce, S., Shand, F., Tighe, J., Laurent, S. J., Bryant, R. A., & Harvey, S. B. (2018). 
Road to resilience: A systematic review and meta-analysis of resilience 

https://doi.org/10.1177/1078390305281177
https://doi.org/10.46328/ijtes.390
https://doi.org/10.1192/j.eurpsy.2021.451
https://doi.org/10.1080/14659890500114359
https://doi.org/10.1016/j.spp.2020.08.005
https://doi.org/10.15511/tahd.18.00475
https://doi.org/10.1080/08995605.2018.1478551


PP (2025) 18(4), 465–489 Resilience, Game Addiction, and Sleep Disorders 

 
 

483 

training programmes and interventions. BMJ Open, 8(6), e017858. 
https://doi.org/10.1136/bmjopen-2017-017858 

Kalisch, R., Baker, D. G., Basten, U., Boks, M. P., Bonanno, G. A., Brummelman, E., 
Chmitorz, A., Fernàndez, G., Fiebach, C. J., Galatzer-Levy, I., Geuze, E., 
Groppa, S., Helmreich, I., Hendler, T., Hermans, E. J., Jovanovic, T., Kubiak, 
T., Lieb, K., Lutz, B., … Kleim, B. (2017). The resilience framework as a 
strategy to combat stress-related disorders. Nature Human Behaviour, 
1(11), 784–790. https://doi.org/10.1038/s41562-017-0200-8 

Keskin, B. (2019). Ortaokul öğrencilerinin dijital oyun bağımlılığı ile psikolojik 
sağlamlık ve bilinçli farkındalık düzeyleri arasındaki ilişkinin incelenmesi 
[Yayınlanmamış  yüksek lisans tezi] [Investigation of the relationship 
between digital game addiction and psychological resilience and 
conscious awareness levels of middle school students [Unpublished 
master's thesis]. Bursa Uludağ Üniversitesi. 

Kharisma, A. C., Fitryasari, R., & Rahmawati, P. D. (2020). Online games addiction 
and the decline in sleep quality of college student gamers in the online 
game communities in Surabaya, Indonesia. International Journal of 
Psychosocial Rehabilitation, 24(7), 8987–8993. 

Kim, M. (2016). A Study on Effect on Internet Game Addiction, Ego Resilience, and 
School-Life Adjustment of Internet Game Addiction Prevention Program for 
Multicultural Children. Indian Journal of Science and Technology, 9(43). 
https://doi.org/10.17485/ijst/2016/v9i43/105024 

King, D. L., Gradisar, M., Drummond, A., Lovato, N., Wessel, J., Micic, G., Douglas, 
P., & Delfabbro, P. (2013). The impact of prolonged violent video‐gaming 
on adolescent sleep: An experimental study. Journal of Sleep Research, 
22(2), 137–143. https://doi.org/10.1111/j.1365-2869.2012.01060.x 

Kristensen, J. H., Pallesen, S., King, D. L., Hysing, M., & Erevik, E. K. (2021). 
Problematic Gaming and Sleep: A Systematic Review and Meta-Analysis. 
Frontiers in Psychiatry, 12, 675237. 
https://doi.org/10.3389/fpsyt.2021.675237 

Kurt, A. A., Dogan, E., Erdogmus, Y. K., & Emiroglu, B. G. (2018). Examining 
computer gaming addiction in terms of different variables. World Journal 
on Educational Technology: Current Issues, 10(1), 29–40. 
https://eric.ed.gov/?id=EJ1170394 

Lam, L. T. (2014). Internet Gaming Addiction, Problematic Use of the Internet, and 
Sleep Problems: A Systematic Review. Current Psychiatry Reports, 16(4), 
444. https://doi.org/10.1007/s11920-014-0444-1 

https://doi.org/10.1136/bmjopen-2017-017858
https://doi.org/10.1038/s41562-017-0200-8
https://doi.org/10.17485/ijst/2016/v9i43/105024
https://doi.org/10.1111/j.1365-2869.2012.01060.x
https://doi.org/10.3389/fpsyt.2021.675237
https://eric.ed.gov/?id=EJ1170394
https://doi.org/10.1007/s11920-014-0444-1


Taş et al. PP (2025) 18(4), 465–489 

 
 

484 

Lenzo, V., Sardella, A., Musetti, A., Freda, M. F., Lemmo, D., Vegni, E., Borghi, L., 
Plazzi, G., Palagini, L., Castelnuovo, G., Cattivelli, R., Mariani, R., Michelini, 
G., Manari, T., Saita, E., Quattropani, M. C., & Franceschini, C. (2022). The 
Relationship Between Resilience and Sleep Quality During the Second 
Wave of the COVID-19 Pandemic: A Longitudinal Study. Nature and 
Science of Sleep, Volume 14, 41–51. 
https://doi.org/10.2147/NSS.S344042 

Lew-Starowicz, M. (2022). Sexuality and Sleep Disorders. The Journal of Sexual 
Medicine, 19(6), 890–894. https://doi.org/10.1016/j.jsxm.2022.02.011 

Liu, P.-P., Yin, P., Zhu, Y.-H., Zhang, S., & Sheng, G.-M. (2021). The Correlation of 
Family Resilience with Sleep Quality and Depression of Parents of 
Children with Epilepsy. Journal of Pediatric Nursing, 56, e49–e54. 
https://doi.org/10.1016/j.pedn.2020.07.016 

Liu, X., Liu, C., Tian, X., Zou, G., Li, G., Kong, L., & Li, P. (2016). Associations of 
Perceived Stress, Resilience and Social Support with Sleep Disturbance 
Among Community-dwelling Adults: Sleep Disturbance and Psychosocial 
Correlates. Stress and Health, 32(5), 578–586. 
https://doi.org/10.1002/smi.2664 

Lotfi Saeedabad, S., & Basharpoor, S. (2022). The Mediating Role of Cognitive 
Control in the Relationship Between Sleep Disorders and Depressive 
Symptoms of Early Adolescence in the First and Second High School 
Students in Ardabil in 2020-2021: A Descriptive Study. Journal of 
Rafsanjan University of Medical Sciences, 21(3), 311–326. 
https://doi.org/10.52547/jrums.21.3.311 

Loton, D., Borkoles, E., Lubman, D., & Polman, R. (2016). Video Game Addiction, 
Engagement and Symptoms of Stress, Depression and Anxiety: The 
Mediating Role of Coping. International Journal of Mental Health and 
Addiction, 14(4), 565–578. https://doi.org/10.1007/s11469-015-9578-6 

Luthar, S. S., Cicchetti, D., & Becker, B. (2000). The Construct of Resilience: A 
Critical Evaluation and Guidelines for Future Work. Child Development, 
71(3), 543–562. https://doi.org/10.1111/1467-8624.00164 

MacKinnon, D. P. (2012). Introduction to statistical mediation analysis. Erlbaum 
and Taylor Francis Group. 

Masten, A. S. (2001). Ordinary magic: Resilience processes in development. 
American Psychologist, 56(3), 227–238. https://doi.org/10.1037/0003-
066X.56.3.227 

https://doi.org/10.2147/NSS.S344042
https://doi.org/10.1016/j.jsxm.2022.02.011
https://doi.org/10.1016/j.pedn.2020.07.016
https://doi.org/10.1002/smi.2664
https://doi.org/10.52547/jrums.21.3.311
https://doi.org/10.1007/s11469-015-9578-6
https://doi.org/10.1111/1467-8624.00164
https://doi.org/10.1037/0003-066X.56.3.227
https://doi.org/10.1037/0003-066X.56.3.227


PP (2025) 18(4), 465–489 Resilience, Game Addiction, and Sleep Disorders 

 
 

485 

Mayda, A., Kasap, H., Yıldırım, C., Yılmaz, M., Derdiyok, Ç., Ertan, D., Erten, R., Gül, 
A., Gül, G., Kara, M., Karakaya, H., & Karakaya, H. (2012). 4-5-6. sınıf tıp 
fakültesi öğrencilerinde uyku bozukluğu sıklığı [Prevalence of sleep 
disorders in 4-5-6th grade medical students.]. Düzce Üniversitesi Sağlık 
Bilimleri Enstitüsü Dergisi, 2(2), 8–11. 
https://dergipark.org.tr/en/download/article-file/56543 

Moattari, M., Moattari, F., Kaka, G., Kouchesfahani, H. M., Sadraie, S. H., & Naghdi, 
M. (2017). Smartphone addiction, sleep quality and 
mechanism. International Journal of Cognition Behavior, 1(1), 1–7. 
https://pdfs.semanticscholar.org/44c7/523b8d8a5828ffa84b30a5e9ec3
27c13b788.pdf 

Nguyen, T.H., Huang, W.T., Wong, W.K. (2021). The impact of video game addiction 
on sleep disorder among adolescents and young adults: a systematic 
review. Journal of Management Information and Decision Sciences, 
24(S1), 1–15.  

Nowowiejska, J., Baran, A., & Flisiak, I. (2021). Mutual Relationship Between Sleep 
Disorders, Quality of Life and Psychosocial Aspects in Patients With 
Psoriasis. Frontiers in Psychiatry, 12, 674460. 
https://doi.org/10.3389/fpsyt.2021.674460 

Nutt, D., Wilson, S., & Paterson, L. (2008). Sleep disorders as core symptoms of 
depression. Dialogues in Clinical Neuroscience, 10(3), 329–336. 
https://doi.org/10.31887/DCNS.2008.10.3/dnutt 

Özmen, M. (2019). Ortaokul öğrencilerinde dijital oyun bağımlılığı düzeyinin 
yordanması [Yayınlanmamış yüksek lisans tezi]. [Predicting the level of 
digital game addiction in middle school students][Unpublished master's 
thesis]. Pamukkale Üniversitesi.  

Palagini, L., Moretto, U., Novi, M., Masci, I., Caruso, D., Drake, C. L., & Riemann, D. 
(2018). Lack of Resilience Is Related to Stress-Related Sleep Reactivity, 
Hyperarousal, and Emotion Dysregulation in Insomnia Disorder. Journal of 
Clinical Sleep Medicine, 14(05), 759–766. 
https://doi.org/10.5664/jcsm.7100 

Park, N., Peterson, C., & Seligman, M. E. P. (2004). Strengths of Character and 
Well-Being. Journal of Social and Clinical Psychology, 23(5), 603–619. 
https://doi.org/10.1521/jscp.23.5.603.50748 

Peng, P., Chen, Z. M., Ren, S. L., He, Y., Li, J. G., Liao, A. J., Zhao, L. L., Shao, X., 
Chen, S. S., He, R. N., Liang, Y. D., Tan, Y. G., Chen, X. G., Liao, Y. H., & 
Tang, J. S. (2025). Internet gaming disorder and depression mediated by 

https://dergipark.org.tr/en/download/article-file/56543
https://pdfs.semanticscholar.org/44c7/523b8d8a5828ffa84b30a5e9ec327c13b788.pdf
https://pdfs.semanticscholar.org/44c7/523b8d8a5828ffa84b30a5e9ec327c13b788.pdf
https://doi.org/10.3389/fpsyt.2021.674460
https://doi.org/10.31887/DCNS.2008.10.3/dnutt
https://doi.org/10.5664/jcsm.7100
https://doi.org/10.1521/jscp.23.5.603.50748


Taş et al. PP (2025) 18(4), 465–489 

 
 

486 

impaired resilience and sleep distress: A three-wave longitudinal study 
among Chinese adolescents. Epidemiology and Psychiatric Sciences, 34, 
e11. https://doi.org/10.1017/S2045796025000046 

 Pontes, H. M., & Griffiths, M. D. (2015). Measuring DSM-5 internet gaming 
disorder: Development and validation of a short psychometric scale. 
Computers in Human Behavior, 45, 137–143. 
https://doi.org/10.1016/j.chb.2014.12.006 

Preacher, K. J., & Hayes, A. F. (2008). Asymptotic and resampling strategies for 
assessing and comparing indirect effects in multiple mediator models. 
Behavior Research Methods, 40(3), 879–891. 
https://doi.org/10.3758/BRM.40.3.879 

Reivich, K., & Shatté, A. (2002). The resilience factor: 7 essential skills for 
overcoming life's inevitable obstacles. Broadway books. 

Rideout, V. J., Foehr, U. G., & Roberts, D. F. (2010). Generation M 2: Media in the 
lives of 8-to 18-year-olds. Henry J. Kaiser Family Foundation. 
https://files.eric.ed.gov/fulltext/ED527859.pdf 

Rodrigues, T., & Shigaeff, N. (2022). Sleep disorders and attention: A systematic 
review. Arquivos de Neuro-Psiquiatria, 80(5), 530–538. 
https://doi.org/10.1590/0004-282x-anp-2021-0182 

Schmitt, B. D. (1991). When baby just won’t sleep. In M. I. Gottlieb & J. E. Williams 
(Eds.) Developmental-behavioral disorders (pp.261–278). Springer 
Science+Business Media, LLC. 

Sert, U., & Sarıtepeci, M. (2024). Predictive relationships related to the levels of 
cyberloafıng ın the educational settings and game addiction of university 
students. Eğitim Teknolojisi Kuram ve Uygulama, 14(1), 89–121. 
https://doi.org/10.17943/etku.1296990 

Shahbal, S., Khan, A., Zammar, A. M. A., Hamdi, A. M., Alharbi, H., Alzahrani, A. H., 
Alammi, M. E., Almutairi, H. K., Faisal, H. T., Althawabi, M. M., Alharbi, A. 
A., Almutairy, A. M., Alghamdi, T. S. A., Haloosh, T. A., & Batool, R. (2022). 
Technology addiction, sleep disturbance and physical inactivity among 
psychiatric patients. International Journal of Clinical Skills, 16, 231. 
https://doi.org/10.37532/1753-0431.2022.16(3).231 

Smith, B. W., Dalen, J., Wiggins, K., Tooley, E., Christopher, P., & Bernard, J. (2008). 
The brief resilience scale: Assessing the ability to bounce back. 
International Journal of Behavioral Medicine, 15(3), 194–200. 
https://doi.org/10.1080/10705500802222972 

https://doi.org/10.1017/S2045796025000046
https://doi.org/10.1016/j.chb.2014.12.006
https://doi.org/10.3758/BRM.40.3.879
https://files.eric.ed.gov/fulltext/ED527859.pdf
https://doi.org/10.1590/0004-282x-anp-2021-0182
https://doi.org/10.17943/etku.1296990
https://doi.org/10.37532/1753-0431.2022.16(3).231
https://doi.org/10.1080/10705500802222972


PP (2025) 18(4), 465–489 Resilience, Game Addiction, and Sleep Disorders 

 
 

487 

Susanti, R. D., Sari, C. W. M., Lauren, S. M. D., Lukman, M., & Mulyana, A. M. 
(2023). Stress Levels and Sleep Disorders among Undergraduate Nursing 
Students During COVID-19 Pandemic: A Cross-Sectional Study from 
Indonesia. Journal of Nursing Care, 5(3), 153–163. 
https://doi.org/10.24198/jnc.v5i3.44911 

Şimşek, Ö. F. (2007). Yapısal eşitlik modellemesine giriş (Temel ilkeler ve lisrel 
uygulamaları) [Introduction to structural equation modeling (Basic 
principles and lisrel applications)]. Ekinoks. 

Taş, İ., & Güneş, Z. (2019). 8-12 yaş arası çocuklarda bilgisayar oyun bağımlılığı, 
aleksitimi, sosyal anksiyete, yaş ve cinsiyetin incelenmesi [Investigation of 
computer game addiction, alexithymia, social anxiety, age and gender in 
children aged 8-12 years]. Klinik Psikiyatri, 22(1), 83–92. 

Taş, İ., Karacaoğlu, D., Akpınar, İ., & Taş, Y. (2022). Ergenlerde aile yaşam doyumu 
ile dijital oyun bağımlılığı arasındaki ilişkinin incelenmesi [Investigating the 
relationship between family life satisfaction and digital game addiction in 
adolescents]. Online Journal of Technology Addiction and 
Cyberbullying, 9(1), 28–42. 

Tejeiro Salguero, R. A., & Morán, R. M. B. (2002). Measuring problem video game 
playing in adolescents. Addiction, 97(12), 1601–1606. 
https://doi.org/10.1046/j.1360-0443.2002.00218.x 

Terao, I., Masuya, J., Morishita, C., Higashiyama, M., Shimura, A., Tamada, Y., 
Inoue, T., & Fujimura, Y. (2022). Resilience Moderates the Association of 
Sleep Disturbance and Sleep Reactivity with Depressive Symptoms in 
Adult Volunteers. Neuropsychiatric Disease and Treatment, 18, 1249–
1257. https://doi.org/10.2147/NDT.S361353 

Tereshchenko, S., Kasparov, E., Smolnikova, M., Shubina, M., Gorbacheva, N., & 
Moskalenko, O. (2021). Internet Addiction and Sleep Problems among 
Russian Adolescents: A Field School-Based Study. International Journal of 
Environmental Research and Public Health, 18(19), 10397. 
https://doi.org/10.3390/ijerph181910397 

Terkeş, N., İlter, S., & Yamaç, S. U. (2022). Covid-19 tanısı almış hastaların 
taburculuk sonrası yaşadıkları sağlık sorunları ve psikolojik sağlamlık 
düzeyleri [Health problems and psychological resilience levels of patients 
diagnosed with Covid-19 after discharge]. Kırşehir Ahi Evran Üniversitesi 
Sağlık Bilimleri Dergisi, 6(2), 122–129. 
https://dergipark.org.tr/en/pub/ahievransaglik/issue/72248/1104466  

https://doi.org/10.24198/jnc.v5i3.44911
https://doi.org/10.1046/j.1360-0443.2002.00218.x
https://doi.org/10.2147/NDT.S361353
https://doi.org/10.3390/ijerph181910397
https://dergipark.org.tr/en/pub/ahievransaglik/issue/72248/1104466


Taş et al. PP (2025) 18(4), 465–489 

 
 

488 

Tuncay, B., & Göger, B. (2022). Ergenlerde dijital oyun bağımlılığı ve uyku kalitesi 
arasındaki ilişkinin incelenmesi [Investigating the Relationship Between 
Digital Game Addiction and Sleep Quality in Adolescents]. Journal of 
Turkish Sleep Medicine, 9(1), 79–84. 
https://doi.org/10.4274/jtsm.galenos.2021.52207 

Turan, M. E. (2021). Empathy and video game addiction in adolescents: serial 
mediation by psychological resilience and life satisfaction. International 
Journal of Progressive Education, 17(4), 282–296. 
https://eric.ed.gov/?id=EJ1308639 

Wang, S., Cha, X., Li, F., Li, T., Wang, T., Wang, W., Zhao, Z., Ye, X., Liang, C., Deng, 
Y., & Liu, H. (2022). Associations between sleep disorders and anxiety in 
patients with tinnitus: A cross-sectional study. Frontiers in Psychology, 13, 
963148. https://doi.org/10.3389/fpsyg.2022.963148 

Wong, M. Y. C., Yuan, G. F., Liu, C., Lam, S. K. K., & Fung, H. W. (2024). The 
relationship between internet gaming disorder, sleeping quality, self-
compassion, physical activity participation and psychological distress: A 
path analysis. Cambridge Prisms: Global Mental Health, 11, e67. 
https://doi.org/10.1017/gmh.2024.36 

 World Health Organization (2018). ICD-11 for mortality and morbidity statistics. 
https://icd.who.int/browse11/l-
m/en#/http://id.who.int/icd/entity/1448597234. 

Yen, J.-Y., Lin, H.-C., Chou, W.-P., Liu, T.-L., & Ko, C.-H. (2019). Associations 
Among Resilience, Stress, Depression, and Internet Gaming Disorder in 
Young Adults. International Journal of Environmental Research and Public 
Health, 16(17), 3181. https://doi.org/10.3390/ijerph16173181 

Yiyue, Y., Kaiqi, G., Rujie, W., Honghong, L., Xu, M., Yingxue, F., Yijing, P., Yu, C., 
Yuanyuan, J., Jing, M., Dongxiao, L., Yue, L., & Jing, L. (2023). Effects of 
sleep quality on suicide risk in COVID-19 patients: The chain mediating of 
anxiety and depressive symptoms. Heliyon, 9(4), e15051. 
https://doi.org/10.1016/j.heliyon.2023.e15051 

Yüzeren, S., Herdem, A., Aydemir, Ö., & Grubu, D. (2017). Reliability and validity of 
Turkish Form of Sleep Disorder Scale. Anatolian Journal of Psychiatry, 
18(2), 79–84. https://doi.org/10.5455/apd.241499 

Zaman, M., Babar, M. S., Babar, M., Sabir, F., Ashraf, F., Tahir, M. J., Ullah, I., 
Griffiths, M. D., Lin, C.-Y., & Pakpour, A. H. (2022). Prevalence of gaming 
addiction and its impact on sleep quality: A cross-sectional study from 

https://doi.org/10.4274/jtsm.galenos.2021.52207
https://eric.ed.gov/?id=EJ1308639
https://doi.org/10.3389/fpsyg.2022.963148
https://doi.org/10.1017/gmh.2024.36
https://icd.who.int/browse11/l-m/en#/http://id.who.int/icd/entity/1448597234
https://icd.who.int/browse11/l-m/en#/http://id.who.int/icd/entity/1448597234
https://doi.org/10.3390/ijerph16173181
https://doi.org/10.1016/j.heliyon.2023.e15051
https://doi.org/10.5455/apd.241499


PP (2025) 18(4), 465–489 Resilience, Game Addiction, and Sleep Disorders 

 
 

489 

Pakistan. Annals of Medicine & Surgery, 78. 
https://doi.org/10.1016/j.amsu.2022.103641 

Zandi Payam, A., & Mirzaeidoostan, Z. (2019). Online Game Addiction Relationship 
With Cognitive Distortion, Parenting Style, and Narcissistic Personality 
Traits in Students. Iranian Journal of Psychiatry and Clinical Psychology, 
72–83. https://doi.org/10.32598/ijpcp.25.1.72 

Zhang, M.-M., Ma, Y., Du, L.-T., Wang, K., Li, Z., Zhu, W., Sun, Y.-H., Lu, L., Bao, Y.-
P., & Li, S.-X. (2022). Sleep disorders and non-sleep circadian disorders 
predict depression: A systematic review and meta-analysis of longitudinal 
studies. Neuroscience & Biobehavioral Reviews, 134, 104532. 
https://doi.org/10.1016/j.neubiorev.2022.104532 

Zheng, K., Chu, J., Zhang, X., Ding, Z., Song, Q., Liu, Z., Peng, W., Cao, W., Zou, T., & 
Yi, J. (2022). Psychological resilience and daily stress mediate the effect of 
childhood trauma on depression. Child Abuse & Neglect, 125, 105485. 
https://doi.org/10.1016/j.chiabu.2022.105485 

 

  

https://doi.org/10.1016/j.amsu.2022.103641
https://doi.org/10.32598/ijpcp.25.1.72
https://doi.org/10.1016/j.neubiorev.2022.104532
https://doi.org/10.1016/j.chiabu.2022.105485



