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Abstract
Video game addiction is recognized as a mental health problem caused by
uncontrolled access to video gaming platforms. Proper assistance and
counseling programs based on the addiction causing factors are required
to reduce the tendencies of video game addiction. The study aims to
identify the correlation between regulatory focus theory and interpersonal
competence towards the tendencies of video game addiction. The study is
a type of cross-sectional research with the adapted psychological scales. A
total of 136 teenagers, consisting of 86 males and 50 females participated
in the survey of self-reported video game addiction. The data were
analyzed using multiple regression analysis. The findings revealed that
regulatory focus and interpersonal competence simultaneously had a
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game significant effect on the tendencies of video game addiction behavior. The
findings of the study can provide the basis to provide proper assistance
services, in an attempt to reduce the tendencies of video game addiction
among teenagers.

INTRODUCTION

Video game addiction is defined as the realization of negative effects that trigger an
individual to play game in a lot of frequencies and long duration so that in the long run, the
individual’s emotion and identity will get affected (Adiningtiyas, 2017; Dailey et al., 2020;
Griffiths, 2010; Lemmens et al., 2009). Video game addiction case was firstly reported in
1980 and is increasing until now (Griffiths et al., 2012; Soper & Miller, 1983). The results of
a survey on adolescents aged 14-17 years in Europe show that as much as 1.6% of adolescents
was reported experiencing Internet Gaming Disorder (IGD), and 5.1% experienced video
game addiction (Muller et al., 2015).

Similarly, in Indonesia, more than 10% of adolescents at Junior High School and Senior
High School levels were reported experiencing video game addiction (Jap et al., 2013). The
reported individuals were identified based on the criteria of salience, tolerance, mood
modification, withdrawal, relapse, conflict, and problem (Griffiths, 2010; Lemmens et al.,
2009). It was also reported that video game addiction cases are increasing during COVID-19
pandemic (Amin et al., 2020; Sun et al., 2020). However, there has been no information about
the increase of video game addiction by Senior High School students during COVID-19
pandemic.
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The absence of control towards the access of video gaming activities by children may
trigger their aggressiveness, anxiety, impulsivity, and decreasing academic achievements (Hui
et al., 2019; Kim & Kim, 2015; Simcharoen et al., 2018). The shift IN children’s behavior
signifies the symptom of mental health issues due to video game addiction (Stockdale &
Coyne, 2018). The case should be distinctively and comprehensively regarded in line with its
behavioral causing factors (Paulus et al., 2018; Zajac et al., 2017, 2020). The efforts aim to
reveal the causing variables of video game addiction cases, as the basis to arrange proper
counseling programs.

In terms of psychosocial perspective, loneliness is the start of video game addiction
because it can be a reason by individuals to fulfil social interaction needs (Bhagat et al., 2019;
Iskender, 2018; Simcharoen et al., 2018). With regards to the notion, ASEAN countries,
especially Indonesia also consider interpersonal competence as part of the development (Lee
& Kim, 2016; Sari, 2018; Thomas, 2018). Sugaya et al. (2019) mentioned that poor
interpersonal competence in the pattern of parents-children relationship might increase the
tendencies of video game addiction. Interpersonal competence is the individual ability to
express certain feelings and ideas, in addition to receive and offer particular situational
responses verbally and non-verbally (Agustiyana & Awalya, 2016; Bhagat et al., 2019;
Buhrmester et al., 1988; Sari, 2018). Individuals with video game addiction tend to deny the
negative impacts of their behavior (Greenfield, 2018; Kim, 2013).

Previous studies revealed different findings regarding interpersonal competence. Chen
et al. (2018) stated that users with high interpersonal competence utilized video games to
maintain their interpersonal relations in real life. The interpersonal relations established
through video gaming activities lead the users to be more frequently getting involved
(Hussain et al., 2012). However, individuals with low interpersonal competence tend to use
video games as the fulfillment of their social interaction (Dailey et al., 2020). Based on the
notion, teenagers with social anxiety and deterrence tend to get addicted to video gaming
activities (Kim et al., 2017). The correlation between interpersonal competence and video
game addiction among teenagers during the pandemic is considered interesting for research.

Previous studies have offered new insights to identify a number of factors that
motivated individuals to get themselves involved in video gaming (Bhagat et al., 2019; Lee et
al., 2019) based on the Regulatory Focus Theory (RTF) (Higgins, 1997). RTF defines that
every individual possesses a self-regulatory system that consists of promotion focus and
prevention focus (Crowe & Higgins, 1997; Higgins, 1997). The theory explains that users
with video game addiction are motivated by their self-regulatory system that affects their
behavior and decision-making (Debanne et al., 2014; Higgins et al., 2019). The regulatory
focus mechanism significantly relates to the striatum ventral (the part of the brain that
coordinates the reward mechanism system) that regulates the individual motivation to achieve
certain goals (Scult et al., 2017).

Video game players with high promotion focus tend to expect to achieve their goals by
ignoring any possible consequences (Guo & Spina, 2015; Lee et al., 2013). On the other hand,
gamers with prevention focus tend to be aware, avoid losses, and aim at the final goals
(Debanne et al., 2014; Fuglestad et al., 2013). Ho et al. (2011) revealed that a number of
players utilized video games to escape from particular problems and make their new roles in a
different ecosystem.

Lee et al. (2019) even highlighted that solitariness had nothing to do with low
interpersonal competence. It is more likely triggered by excessive prevention focus, as part of
the causing factors of the decreasing interpersonal competence (iskender, 2018; Lee et al.,
2019). According to Winterheld & Simpson (2016), individuals with excessive prevention
focus would rather maintain sound social interaction and posit themselves as the supporters of
the interaction within a particular social environment. The utilization of video games as social
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interaction media leads to frequent access that causes addiction (Kim et al., 2017; Wang et al.,
2019). Social support based on the condition of certain regulatory focus will encourage
positivity and empowerment (Fransen & Hoeven, 2013). The current research aims to identify
the correlation between regulatory focus and interpersonal competence towards the tendencies
of video game addiction among teenagers during the COVID-19 pandemic.

Rationale of The Current Study

Following the survey regarding the utilization of smartphones by teenagers in Ngawi
District, Indonesia, the researchers found out a number of issues pertaining to internet
utilization that led to the tendencies of video game addiction. Based on the previous study, a
number of factors regarding interpersonal competence and motivation (regulatory focus) did
affect the tendencies. Therefore, the current research aimed to reveal the correlation between
interpersonal competence and regulatory focus towards video game addiction cases among
teenagers. With regards to the issue, the researchers utilized three psychological scales,
including the Gaming Addiction Scale (Lemmens et al. 2009), Composite Regulatory Focus
Scale (Haws et al., 2010), and Interpersonal Competence Questionnaire (Buhrmester et al.,
1988).

Hypotheses
1. Regulatory focus and interpersonal competence simultaneously affect the tendencies of
video game addiction among teenagers during the COVID-19 pandemic.
2. Regulatory focus affects the tendencies of video game addiction among teenagers
during the COVID-19 pandemic.
3. Interpersonal competence affects the tendencies of video game addiction among
teenagers during the COVID-19 pandemic.

METHODS

Research Design

The current research implemented a quantitative approach through a cross-sectional
design survey. The researchers collaborated with a number of school principals in Ngawi
District, Indonesia. They assigned counseling teachers in their respective schools to distribute
the link of research scales to their students.

Participants

The study involved 1,046 Senior High School students in Ngawi District, Indonesia. By
referring to Brunborg et al. (2015), the study revealed that 136 students showed symptoms of
video game addiction in the category of problematic and addicted. The demographic
distribution of those students consisted of 86 males and 50 females aged around 16.02 years.
Based on the characteristics of regulatory focus, 93 teenagers possessed the characteristics of
promotion focus, while 43 showed prevention focus. With regards to interpersonal
competence, 77 teenagers possessed high interpersonal competence, while 59 had low
interpersonal competence.

Instruments

The study utilized three adjusted psychological scales. The adjustment process of the
instruments referred to the procedures developed by Lenz et al. (2017). The first instrument is
the seven-item Gaming Addiction Scale (GAS) developed by Lemmens et al. (2009) to
measure the tendencies of self-reported video game addiction. It consisted of seven questions
equipped with a five-point Likert scale, ranging from never (1) to very often (5), e.g.,
“Pernahkah anda berpikir untuk bermain game sepanjang hari?” and “Apakah anda
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bertengkar dengan orang lain (seperti; keluarga, teman) tentang waktu yang anda habiskan
untuk bermain game? ”. The reliability test used Cronbach’s a = .86 (Lemmens et al., 2009);
Cronbach's a = .68 to .82 for the samples in Indonesia (Ulkhaq et al., 2018). The result of the
reliability test generated Cronbach's a = .80. The students’ addiction to video gaming
activities was identified based on the criteria developed by Brunborg et al. (2015) and Lin et
al. (2019).

Secondly, the Composite Regulatory Focus Scale (CRFS) developed by Haws et al.
(2010) was applied to measure the self-reported regulatory focus. The scale consisted of ten
questions equipped with a seven-point of Likert scale, ranging from totally unsuitable with me
(1) to totally suitable with me (7), e.g., “Saya merasa sudah membuat kemajuan untuk menuju
kesuksesan dalam hidup” and “Saya khawatir membuat kesalahan”. The reliability test used
Cronbach's o = .79 for the promotion focus and Cronbach's o = .74 for the prevention focus
(Haws et al., 2010); Cronbach’s a = .74 for the promotion focus and Cronbach’s o = .68 for
the prevention focus (Naletelich & Spears, 2020). The study generated prevention focus
Cronbach’s o = .65 and promotion focus Cronbach’s a = .65. The students were identified
based on the larger value between the promotion focus and prevention focus.

Thirdly, the study utilized the Interpersonal Competence Questionnaire (ICQ) that was
developed by Buhrmester et al. (1988) and revised in 1992. The scale consisted of 40
questions equipped with a five-point Likert scale, ranging from very poor (1) to very agile (5),
e.9., “Seberapa baik Saudara dalam membuat orang untuk mengikuti apa yang Saudara
inginkan?” and “Seberapa baik Saudara dalam menyuarakan keinginan dan pendapat?”.
The reliability test used Cronbach’s a = .77 (negative response) to .86 (support and emotional
initiative) (Buhrmester et al., 1988), in addition to Cronbach’s o = .91 (Lee et al., 2019). The
test generated Cronbach’s a = .94. The responses of the students indicated their interpersonal
competence.

Procedures

The data collection was conducted from 31 August to 10 September 2020 during the
COVID-19 pandemic. It was around six months after the confirmation of the first infection
case in Indonesia (Detik.com, 2020). The research instruments were designed using Google
Form and distributed by a number of counseling teachers to the students. Around 1,046
students participated in the online survey. The data of the respondents’ responses were
compiled in Google Sheet. The respondents were classified based on the categories of their
addiction according to Brunborg et al. (2015), ranging from problematic to addicted.
Following the classification, the study applied multiple linear regression analysis using IBM
SPSS to test the hypotheses.

Data Analysis
The data analysis implemented a multiple linear regression to explore the correlation
between variables, including the dependent and independent variables. It utilized IBM SPSS.

RESULTS AND DISCUSSION

Results

The instruments were distributed through a Google Form link to the Senior High School
students in Ngawi District, Indonesia through the assistance of the counseling teachers. The
survey was held from 31 August to 10 September 2020. The description of the tendencies of
video game addiction among the teenagers in Ngawi District is presented in Table 1.

A total of 1,046 teenagers aged around 14 to 19 years that consisted of 400 males and
646 females stated their consent to participate in this study. Brunborg et al. (2015) classified
the tendencies of video game addiction into four categories. A total of 136 teenagers (13%)
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Table 1. Participants Demographical Information (N = 136)

Variables F M SD %
Teenagers with tendencies of video game addiction 136 19.404 3.400 100
Category (problematic) 120 88.2
Category (addicted) 16 11,8
14 to 19 years old 136 16.029 .698 100
Gender
Male 86 63.2
Male 50 36.8
Regulatory focus 136 51.147 6.506 100
Promotion focus 93 68.4
Prevention focus 43 31.6
Interpersonal competence 136 124551 19.713 100
High 77 56.6
Low 59 43.4

Table 2. Model Summary

Model R R Square  Adjusted R Square  Std. Error of the Estimate F Change dfl df2 p

1 212° .045 .031 3.348 3.140 2 133 .046

Note:
Predictors = (constant), interpersonal competence, regulatory focus
Dependent variable = tendencies of video game addiction

Table 3. Coefficients

Variables Unstandardized Coefficients Standardized Coefficients ¢ 0
B Std. Error Beta

(Constant) 25.472 10.162  .000

Regulatory focus -.100 .048 -.192 -2.091  .038

Interpersonal competence -.008 .016 -.004 -478 .633

Note:

Dependent variable = tendencies of video game addiction

showed the tendencies of video game addiction in two categories, including problematic and
addicted. They consisted of 86 males and 50 females. The average score of the problematic
and addicted category generated M = 19.404 and SD = 3.40.

Regarding the video game addiction based on the characteristics of regulatory focus
with the problematic and addicted category, 93 teenagers (68.4%) possessed promotion focus,
while 43 teenagers (31.6%) tended to have prevention focus. The average score of the
regulatory focus of the teenagers with problematic and addicted category generated M= 51.15
and SD = 6.51. Regarding the interpersonal competence, 77 teenagers (56.6%) possessed high
interpersonal competence, while 59 (43.4%) possessed low interpersonal competence. The
average score of their interpersonal competence in the problematic and addicted category was
M =124.56 and SD = 19.71.

Proceeding the analysis, a multiple linear regression model was applied to identify the
correlation between regulatory focus and interpersonal competence towards the tendencies of
video game addiction among teenagers within the problematic and addicted category. The
hypotheses were examined and stated eligible to be followed up with multiple linear
regression analysis.

The multiple linear regression results (Table 3) confirmed that regulatory focus and
interpersonal competence were the predictors of the tendencies of video game addiction
among teenagers. The correlation of the variances was 4.5% with F (2.133) = 3.348 and p >
.05. Meanwhile, the regulatory focus significantly contributed to the model (B =-.100 and p <
.05). On the other hand, personal competence insignificantly contributed to the model (B = -
.008 and p = .633).
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Discussion

The survey on the video game addiction in Ngawi District, Indonesia revealed that 13%
of the teenagers tended to experience addiction in the problematic and addicted category.
During the pandemic, the video game addiction cases increased by 2.85%, compared to the
initial report that was only 10.15% (Detik.com, 2020; Jap et al., 2013). A similar increase was
also reported by China and the UK (Nicola et al., 2020; Sun et al., 2020).

The social restrictions and lockdown policies implemented by the Indonesian
Government have hindered the public daily activities. Therefore, video gaming activities
appeared as the solution (Kiraly et al., 2020; Marston & Kowert, 2020). For a number of
players, such a condition is an opportunity to be more frequently active on the gaming
platforms. They were engaged in gaming and unconsciously inclined to the video game
addiction (Amin et al., 2020).

Based on the first hypothesis, regulatory focus and interpersonal competence
simultaneously affected the tendencies of video game addiction among teenagers. Regarding
the previous study, teenagers with low prevention focus and low interpersonal competence
tended to experience solitariness, which was recognized as the indication of video game
addiction (Lee et al., 2019). Players that related their self-identities and video gaming
activities were prone to get addicted (Dailey et al., 2020).

Distinctively from Lee et al. (2019), the current study revealed that regulatory focus
significantly encouraged the players to get involved more in video gaming. They were
motivated to maintain their achievements (Choi, 2020). Players with promotion focus were
mostly motivated to achieve their goals, such as reaching the upper levels. Meanwhile,
players with prevention focus generally used video games as the mechanism to avoid losses
(Guo & Spina, 2015; Lee et al., 2013). In the end, self-involvement in more frequent video
gaming activities led to the negative impacts that tended to the addiction (King & Delfabbro,
2014; Lam, 2014; Salvarl1 & Griffiths, 2019; Van Rooij et al., 2011).

Limitations and Suggestions

The current study has several limitations, including the absence of video game
classification (online or offline). Furthermore, it was only performed in Ngawi region by
involving the teenagers as the samples. Further studies are suggested to use a larger number of
samples from various regions in Indonesia. An experimental research to reduce the tendencies
of video game addiction in terms of regulatory focus and interpersonal competence is also
recommended.

Implications

The study has provided additional information regarding the effects of regulatory focus
and interpersonal competence on the tendencies of video game addiction. The findings of the
study can provide the basis to provide proper assistance services, in an attempt to reduce the
tendencies of video game addiction among teenagers.

CONCLUSION

The survey revealed the increasing tendencies of video game addiction among teenagers
in Indonesia during the COVID-19 pandemic. Both regulatory focus and interpersonal
competence simultaneously affected the tendencies of addiction. Teenagers with promotion
focus and prevention focus tended to use video games to achieve their ultimate goals that
eventually led to addictive behavior. The findings of the study can serve as the basis to
develop proper counseling services, in an attempt to reduce the tendencies of video game
addiction. Further studies are suggested to involve a larger number of samples in various
regions in Indonesia. The initiative of an experimental research to reduce the tendencies of
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video game addiction in terms of regulatory focus and interpersonal competence is also
recommended.
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