
 
 

What this article is about 

Playing video games is a popular leisure activity. Some 
people, however, experience problems due to their 
gaming behaviour. Suicidality is a public health matter 
that may have a link to problem gaming. Suicidality 
has three different aspects. Suicidal ideation is when a 
person thinks about or plans for suicide. Suicide 
attempt is when a person non-fatally injures 
themselves with an intent to die. Suicide refers to 
death caused by self-injury with an intent to die.  

There are several pathways that may link problem 
gaming to suicidality. First, problem gaming may 
increase the risk of suicidality by increasing mental 
distress and impulsive behaviour. Secondly, people at 
risk of suicidality may use gaming as a way to escape 
from distress. Finally, problem gaming and suicidality 
may have some common underlying causes, such as 
depression. This article is a review of current evidence 
on the relationship between problem gaming and 
suicidality. The authors investigated if a relationship 
does exist, the strength of this relationship, and 
evidence regarding the mechanisms behind it.  

What was done? 

The authors followed the guidelines of the Preferred 
Reporting Items for Systematic Reviews and Meta-
Analyses (PRISMA). They searched for relevant articles 
using several academic databases and Google Scholar. 
To be included, articles must meet the following 
criteria: (1) peer-reviewed studies examining the 
relationship between problem gaming and suicidality; 
(2) published between the year 2000 to the time of 
the search (September 2021); and (3) be written in 
any European language. The authors excluded studies 
that examined internet addiction or problematic 

internet use. They also excluded studies that looked 
at mental health outcomes other than suicidality. 

The authors initially found 817 unique articles and 
screened them for eligibility. This step resulted in 36 
articles that were read in full text. Another 24 articles 
were excluded for various reasons, such as examining 
gaming rather than problem gaming. This left 12 
studies for the review. The authors also assessed the 
risk of bias using the Newcastle-Ottawa Quality 
Assessment Scale. Each study was rated from 0 to 10 
stars, where a higher number indicated a lower risk. 

What you need to know 

Study characteristics 

The 12 studies were published between 2009–2021. 
One study was carried out in Africa, two in South 
America, four in Asia, and five in Europe. Most studies 
had a large sample size, with 10 studies having over 
500 to 44,610 participants. Most studies involved 
adolescents, and one study involved children and 

Why is this article important? 

This article is a review of current evidence on the 
relationship between problem gaming and 
suicidality. The authors found 12 studies that were 
published between 2009–2021. All 12 studies 
examined suicidal ideation. Three studies also 
examined suicide attempts. None of the studies 
looked at suicide as an outcome. Overall, the 
findings suggest that problem gaming is associated 
with suicidal ideation. The evidence concerning 
suicide attempts is weaker. This review provides 
insights into current evidence regarding problem 
gaming and suicidality, as well as the limitations.  
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adolescents between 7–16 years. Only two studies 
involved adults. The percentage of male participants 
varied from 41.4% to 79.3%. The prevalence rates of 
problem gaming ranged from 2.2% to 61.3%. 

All 12 studies were cross-sectional studies that 
assessed participants at only one point in time. Two 
studies used a diagnostic interview to measure 
problem gaming, while 10 studies used a self-report 
form. Two studies defined problem gaming as 
spending more than 4 or more than 5 hours gaming 
daily. The other studies used various measures of 
problem gaming based on an addiction framework. 

All 12 studies measured suicidal ideation. Three 
studies also measured suicide attempts. Two studies 
used a diagnostic interview to assess suicidal ideation, 
while 10 studies used a self-report form. Most studies 
defined suicidal ideation in a categorical manner (e.g., 
presence vs. absence). Only one study assessed it in a 
continuous manner. Suicide attempts were also 
assessed in a categorical manner in the three studies. 

Relationship between problem gaming and suicidality 

All 10 studies that examined problem gaming and 
suicidal ideation (separately from suicide attempts) 
found a positive relationship. In one study, the 
relationship was significant only for girls and not for 
boys. Of the three studies that examined suicide 
attempts, two studies reported a positive relationship.  

Only five studies adjusted for the possible influences 
of other factors on suicidal ideation. These factors 
included gender, age, health, and family situation, 
amongst others. Three of the studies still found a 
positive association between problem gaming and 
suicidal ideation after adjusting for these influences.  

Around half of the studies reported a small or very 
small relationship between problem gaming and 
suicidal ideation/attempts. The other half reported a 
moderate or large relationship. The risk of bias ranged 
from 3 to 8 stars, with an average of 5.8 stars.  

Who is it intended for? 

This review can inform future studies. The authors 
highlighted some limitations of current research. An 
important limitation is the lack of longitudinal study 

that follows participants over time. Another limitation 
is that different studies used different measures of 
problem gaming and suicidal ideation/attempts. This 
prevents comparison of results. Also, none of the 
studies looked at the possible influences of gaming 
characteristics (e.g., game genre played). Future 
research could take these limitations into account.  

About the researchers 

Eilin K. Erevik, Helene Landrø, Joakim H. Kristensen, 
Puneet Kaur, and Ståle Pallesen are affiliated with the 
Department of Psychosocial Science at the University 
of Bergen in Bergen, Norway. Åse L. Mattson is 
affiliated with the Resource Centre on Violence, 
Traumatic Stress and Suicide Prevention at Haukeland 
University Hospital in Bergen, Norway. For more 
information about this review, please contact Eilin K. 
Erevik at eilin.erevik@uib.no.   

Citation 

Erevik, E. K., Landrø, H., Mattson, A. L., Kristensen, J. 
H., Kaur, P., & Pallesen, S. (2022). Problem gaming and 
suicidality: A systematic literature review. Addictive 
Behaviors Reports, 15, 100419. 
https://doi.org/10.1016/j.abrep.2022.100419 

Study funding 

This review was funded by the Norwegian 
Competence Center for Gambling and Gaming 
Research.

 
About Greo 

Greo has partnered with the Knowledge Mobilization 
Unit at York University to produce Research 
Snapshots. Greo is an independent knowledge 
translation and exchange organization with almost 
two decades of international experience in 
generating, synthesizing, and mobilizing research into 
action across the health and wellbeing sectors. Greo 
helps organizations improve their strategies, policies, 
and practices by harnessing the power of evidence 
and stakeholder insight. 

Learn more about Greo by visiting greo.ca or emailing 
info@greo.ca. 

https://creativecommons.org/licenses/by-nc/4.0/
mailto:eilin.erevik@uib.no
mailto:eilin.erevik@uib.no
https://doi.org/10.1016/j.abrep.2022.100419
https://doi.org/10.1016/j.abrep.2022.100419
mailto:info@greo.ca
mailto:info@greo.ca



