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ABSTRACT

This study aimed to predict video game addiction based on the variables of self-
confidence and social exclusion among adolescent girls in Mashhad. The
research employed a descriptive-correlational design with an applied purpose.
The statistical population comprised all female high school students aged 16-18
in Mashhad during the 2024-2025 academic year. A sample of 310 participants
was selected through cluster sampling. Data collection instruments included
Wang and Chang’s (2022) Video Game Addiction Questionnaire, Moradi et al.’s
(2024) Self-confidence Questionnaire, Hof and Roman’s (2011) Social Exclusion
Questionnaire. Data analysis was performed using SPSS version 26. Descriptive
statistics (mean, standard deviation, skewness, and kurtosis) were calculated,
while inferential analysis employed stepwise linear regression and Pearson’s
correlation coefficient. The results revealed Social exclusion alone accounted for
37 percent of the variance in video game addiction (R>=0.37), A significant
positive correlation was found between video game addiction and both self-
confidence and social exclusion. Together, these variables predicted 43percent of
video game addiction variance (R?=0.43, F=118.781, p<0.001). Video game
addiction was significantly predictable based on self-confidence and social
exclusion measures. The results demonstrate that both self-confidence and social
exclusion serve as crucial predictive factors for video game addiction among
adolescent girls. These findings suggest that School counselors and adolescent
psychologists should prioritize these variables when addressing video game
addiction cases, Intervention programs should focus on enhancing self-
confidence while reducing social exclusion experiences, Preventive strategies
need to incorporate both psychological and social dimensions.
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Introduction

Video games are considered one of the most exciting human activities of the 21st century, with
many children and adolescents spending significant hours of their day playing them. The appeal
of these games and their widespread popularity among youth have secured them a unique
position among other forms of entertainment. With the rapid expansion of video games and the
considerable time children and adolescents dedicate to them, concerns have grown among
parents, professionals, and health organizations in recent decades (Dadfar, Shahnazari, &
Ostovar, 2020). A recent study by Anderson & Jiang (2021) indicates that approximately 88
percent of adolescents aged 13—18 spend more than 3 hours daily on digital gaming—a
significant increase compared to the previous decade .

There are differing perspectives on video games. Some researchers hold a supportive and
positive view, while others emphasize their negative effects. Proponents argue that video games
can Improve problem-solving skills by 23 percent, Enhance learning motivation, and Strengthen
hand-eye coordination (Hamari & Keronen, 2021; Bediou, 2018). Conversely, critics argue that
Violent games can increase aggression by 37 percent, Excessive use leads to psychological
dependence, and 68 percent of gaming-addicted teens suffer from sleep disorders (Prescott et
al., 2022; Paulus et al., 2021) .

Although video games offer positive aspects, such as educational value and entertainment,
recent research suggests they may also contribute to issues like aggression, social isolation,
obesity, and psychological disorders—manifested as Internet Gaming Disorder (IGD) (Zajac et
al., 2020; Limon et al., 2023). Video game addiction refers to an inability to control gaming
habits, disrupting daily life, academic performance, and social functioning. Like other
addictions, it involves tolerance, withdrawal, and behavioral changes (Dadfar, Shahnazari, &
Ostovar, 2020). Studies show that adolescents with low self-confidence often turn to online
games to compensate for feelings of inadequacy, such as an inability to handle daily
responsibilities (Dadfar, Shahnazari, & Ostovar, 2020; Zandi Payam et al., 2020; Sicarelli et al.,
2022). Consequently, a lack of social self-confidence drives individuals toward social exclusion,
avoidance of real-world interactions, and increased time in virtual spaces where they feel free to
express themselves (Wu et al., 2024). This study aimed to predict video game addiction based
on self-confidence and social exclusion among adolescent girls in Mashhad. The research tested
three hypotheses :

-Self-confidence and social exclusion can predict video game addiction in adolescent girls .

-Self-confidence alone can predict video game addiction in adolescent girls.

- Social exclusion alone can predict video game addiction in adolescent girls.

METHODOLOGY

This study employed a descriptive-correlational design and was applied in terms of purpose.
The target population consisted of 1,600 female high school students aged 16—18 in Mashhad
during the 2024-2025 academic year. Due to the impracticality of accessing the entire
population, Morgan and Krejcie’s (1970) table was used to determine the sample size, resulting
in 310 participants. A cluster sampling method was applied as follows Simple random sampling
was used to select 5 schools from District 4 of Mashhad’s all-girls high schools, Cluster
sampling was then employed, with 2-3 classes per school selected based on student population.
After obtaining approval from the university and coordinating with the Department of Education
and Abbaszadegan Research Institute, the researcher Selected District 4, coordinated with
school administrators, and explained the study’s objectives. The research tools included the
Video Game Addiction Questionnaire by Wang and Chang (2002), the Self-Confidence
Questionnaire by Moradi et al. (2013), and the Social Exclusion Questionnaire by Hoff and
Roman (2011). Distributed questionnaires pre-approved by the advisor and committee to
participants. Collected and analyzed data using SPSS, with stepwise linear regression for
hypothesis testing .
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Furthermore, to adhere to ethical considerations, participants voluntarily participated in the
study, and their personal information was kept confidential.

RESULT

The table shows that social exclusion alone significantly predicts 37% of the variance in video
game addiction. In the second model where self-confidence is added to social exclusion, these
two variables together can significantly predict 43% of the variance in video game addiction.
Furthermore, the Durbin-Watson statistic confirms the independence of errors. Table 3 displays
the regression coefficients of the independent variables in each model.

Table 1. displays the regression coefficients for the independent variables in each model

. R? 3 .
Variable P F Adjusted R Durbin-Watson
Social exclusion 0/000 181/864 0/369 0/371  0/609

1/615
Social exclusion, Self-confidence ~ 0/000  118/781 0/433 0/436  0/660

Discussion and Conclusion

In conclusion, this study demonstrated that self-confidence and social exclusion can predict
video game addiction. Numerous factors contribute to an individual's addiction to video games,
with social issues such as social isolation and poor relationships with family and peers being
among the primary ones. Both self-confidence and social exclusion are social factors that
develop in individuals based on social approval or disapproval .Self-confidence is directly
influenced by the system of social and cultural norms, as well as by parental upbringing within
the family. These social factors can either instill or deprive individuals of feelings of self-worth,
trustworthiness, and reliability. Social exclusion, on the other hand, indicates society's
disapproval of an individual, which may result from non-compliance with cultural and social
norms. A socially excluded individual cannot adequately fulfill their internal and external needs
that depend on society. When adolescents maintain proper relationships with their surrounding
society being accepted within their family, friend groups, classmates, and larger social circles
without facing rejection from community members even in small communities like families they
develop higher self-confidence through these social interactions. Consequently, possessing self-
confidence and avoiding social exclusion enables them to engage more with their social
environment and dedicate more time to it. This possibility can significantly reduce excessive
tendencies toward video games. In other words, adolescents with adequate self-confidence who
are not socially excluded will make appropriate and moderate use of video games, rather than
turning to them due to social deficiencies. Conversely, adolescents experiencing social
exclusion and lacking self-confidence, given the entertaining and appealing nature of video
games along with unmet social needs, tend to develop excessive and addictive patterns of video
game use.
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