AN INVESTIGATION OF THE RELATIONSHIP BETWEEN DIGITAL GAME ADDICTION, MINDFULNESS AND FAMILY SENSE OF COHERENCE
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Abstract
The present study seeks to analyze the links among high school students’ digital game addiction, mindfulness, and sense of family coherence, and to assess whether mindfulness and family coherence serve as predictors of digital game addiction. Participants consisted of 136 secondary school students studying during the 2023–2024 academic year. The study determined the required sample size through G*Power, based on a 95% confidence level (1-α) and 95% test power (1-β). The data collection tools in the study are; Digital Game Addiction Scale, Mindful Attention Awareness Scale Adolescent Form and Family Sense of Coherence Scale- Short Form. SPSS 22.0 software was employed to perform the data analysis. The study results indicated that digital game addiction was more prevalent among male students than among female students. Students’ level of digital game addiction increase with the amount of time spent playing games, while their sense of family coherence decreases as game-playing time increases. The analysis revealed a moderate negative correlation between students’ degree of engagement in digital gaming and their mindfulness. Additionally, a moderate negative correlation was found between digital game addiction and students’ sense of family coherence. Level of mindfulness and sense of family coherence significantly predict the level of digital game addiction. The results indicate that programs designed to enhance mindfulness and strengthen the sense of family coherence may help reduce digital game addiction among adolescents. 
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Introduction
Addiction is a subject area that is approached in a multifaceted manner and studied in depth by many disciplines (medicine, psychology, etc.) (Yıldız, Güzel & Esentaş 2020). According to the American Psychiatric Association (APA), addiction is a condition characterized by an irresistible urge towards a substance or behavior despite its negative consequences (American Psychiatric Association, 2024). According to the Diagnostic and Statistical Manual of Mental Disorders (DSM-5) of the APA, addiction is examined under two headings: “substance-related disorders” and “non-substance-related disorders”. Behavioral addictions are classified as “non-substance-related” disorders (Diagnostic and Statistical Manual of Mental Disorders - 5, 2014). 
Behavioral addiction refers to dependence on a behavior or activity, rather than on a psychoactive substance. Addictions such as gaming, social media, eating, and exercise are examples of behavioral addictions. Digital game addiction, classified as a subtype of behavioral addiction, is defined as excessive and uncontrollable engagement in digital gaming (Lemmens, Valkenburg, & Peter, 2009). Digital games, which are becoming increasingly popular among young people, can provide psychological, social, and cognitive benefits when played in moderation; however, excessive or uncontrolled engagement in digital gaming may lead to addiction (Sun, Sun, & Ye, 2023).
Digital gaming behavior can occur at any stage of an individual's life. However, studies indicate that digital gaming behavior and gaming disorder tend to emerge during childhood. In addition, during adolescence, the habit of playing digital games begins to occupy a more prominent role in an individual’s life (Rosende et al., 2022). 
Popov (2019) examines the factors that cause digital game addiction in two groups: internal factors and external factors. Internal factors include motivation derived from gaming, biological abnormalities related to brain structure and function, anxiety disorders, depression, attention deficit hyperactivity disorder, and other comorbid conditions. External factors include family-related problems (e.g., violence, neglect and abuse, dysfunctional parent–child relationships), social life–related problems (e.g., social phobia, avoidance of social situations), and factors related to the dynamics of the game itself (Popov, 2019).
In recent years, the low cost and easy accessibility of digital games have made them readily available to individuals from all segments of society. In addition, considering that digital games are not limited to a single session, it is thought that their effects have been increasing over time in terms of the outcomes they produce. Digital games may lead to various health- and hygiene-related problems in individuals as a result of spending prolonged periods in front of screens, as well as addiction-related symptoms such as difficulty disengaging from gameplay. Moreover, excessive and continuous gaming may cause certain cognitive problems, a gradual desire for social isolation, deceptive behaviors such as lying, psychological conditions (e.g., depression, anxiety, attention deficit and hyperactivity), and various social problems (McGonigal, 2011).
Mindfulness is the individual's focus on the present moment, without being preoccupied with  events that have occurred in the past or may occur in the future (Bishop et al., 2004). According to Baer (2003), mindfulness has five dimensions: “observing” refers to the impartial evaluation of internal and external experiences; “describing” is the ability to naturally and easily express emotions and thoughts; “acting with awareness” means behaving without being constrained by automatic thought patterns; “non-judging of inner experience” involves accepting internal events without prejudice; and “non-reactivity to inner experience” refers to accepting internal stimuli simply as they are (Baer, 2003). 
Mindfulness has certain positive psychological and behavioral effects on individuals. Psychologically, mindfulness is important for the development of an individual's sense of responsibility, self-esteem, life satisfaction, well-being and autonomy. It is also a supportive tool that contributes to physical health (Keng et al., 2011). Additionally, it has been shown to enhance cognitive capacity and reduce stress (Eberth  & Sedlmeier, 2012). When examining the behavioral effects of mindfulness, it has been observed that individuals tend to be more sensitive to events in their social environment, show greater respect in interpersonal relationships, act with a sense of responsibility during crises, and exhibit a reduced tendency toward dependency on stimuli (Donald et al., 2019). Within this framework, it is believed that addiction to digital games may have certain effects on individuals' conscious awareness (Burger, 2006).
The concept of a sense of wholeness may be perceived differently by each individual. As an individual’s sense of wholeness strengthens, the likelihood of escaping from stressors in their internal and external worlds or experiencing a decline in well-being decreases (Çeçen, 2008). According to Antonovsky, the sense of coherence is examined under three headings: comprehensible, manageable and meaningful. "comprehensible" can be explained as the ability to anticipate by perceiving internal and external stimuli; " manageable" refers to the capacity to tolerate stressors caused by these stimuli; and " meaningful" is described as the understanding of the causes and consequences of stressors (Güler  & Arı, 2019).
An individual’s sense of integrity can be conceptualized within the family context. A strong sense of family integrity plays an important role in preventing family-related problems, including domestic violence and dysfunctional family functioning (Çeçen, 2008). A dysfunctional family is one of the most significant factors facilitating the development of addictive behavior. Intrafamilial conflict, lack of communication, destructive parental attitudes, disciplinary problems, oppressive family practices, and unresolved family crises are among the factors that contribute to the development or reinforcement of addiction (Ögel, 2020). Family attitudes and behaviors toward children and adolescents play a significant role in the development of addiction. In this context, a functional family environment can protect children from addiction and prevent the emergence of addictive behaviors (Aktürk et al., 2019). 
Adolescence is a complex developmental stage characterized by significant physical, cognitive, and psychological changes. During this period, mental health problems, including depression, addiction, anxiety, and behavioral disorders, may emerge or intensify (Brown & Ryan, 2003).
All these elements fall within the scope of the social work discipline. When intervening in the field of digital game addiction, social work professionals address and evaluate the factors contributing to addiction as a whole. Accordingly, interventions are carried out at the micro, mezzo, and macro levels to cope with addiction, minimize its effects, or eliminate it entirely. In this context, it collaborates with the individual and their family throughout the intervention by identifying the factors that lead to the individual's addiction. In addition, social work professionals provide guidance on accessing the resources needed throughout the intervention and, if deemed necessary, can facilitate group-based interventions by bringing together individuals experiencing similar issues (Marques, Drissi, Diez, Abajo, & Ouhbi, 2021). When evaluating the topic within the context of school social work, school social work professionals analyze the factors contributing to addiction by considering the student as an individual within their environment. They implement intervention plans that include the family, enabling the student to recognize their strengths and carry out interventions such as protection, prevention, and treatment (Polat, 2014). 
In recent years, mindfulness-based interventions have begun to be effective in the field of positive psychology. Many professional groups utilize mindfulness-based interventions in therapeutic processes. Social work is one such field. Mindfulness-based interventions can be used in areas such as addiction, anxiety disorders, and anxiety (Garland  & Howard, 2013). Social workers can use mindfulness to enhance their knowledge, skills, and experience in their field, reduce negative effects such as compassion fatigue and stress associated with the profession, and improve professional well-being (Trowbridge & Lawson, 2016). In addition, mindfulness can be beneficial in strengthening competencies that specialists need throughout the intervention, such as attention and compassion (Freeman, Sullivan, & Fulton, 2003).
One of the most fundamental areas of intervention in social work is families. In this regard, it is among the duties of social workers to help families recognize their strengths, develop a sense of family coherence, strengthen intra-family communication, enable them to realize their potential, and support the process by offering solutions to the stress they experience (Demirbilek, 2016). 
Parental attitudes and family coherence play a significant role in the development of addiction during adolescence. In this regard, a healthy family structure can protect adolescents from addiction or prevent the onset of addictive behavior. The social work profession, primarily operating in the fields of addiction and family, plays a significant role in preventing addiction and combating it (Aktürk et al., 2019).
In this context, given the increasing prevalence of digital game addiction among adolescents and its potential negative effects on psychological, social, cognitive, and family functioning, the research was conducted with high school students.
When the increasing use of digital games during adolescence is considered together with individuals’ stress-coping capacity and family context, mindfulness and sense of family coherence can be regarded as protective or predictive mechanisms against addiction.
In light of this information, this study aims to examine the relationships between digital game addiction, mindfulness, and sense of family coherence among students at Pursaklar Anatolian High School, as well as to determine whether these variables differ according to demographic characteristics. In addition, the study aims to determine whether mindfulness and sense of family coherence predict digital game addiction. 
Method
Research Model
In this study, the correlational research model, a type of quantitative research design, was employed. Büyüköztürk, Kılıççakmak, Akgün, Karadeniz, and Demirel (2008) define the correlational research model as follows: “It shows that part of the change observed in one of two variables may originate from the other variable, but this change cannot be interpreted in terms of causality between the variables.”
Research Participants
The study population comprises students enrolled at Pursaklar Anatolian High School during the 2023–2024 academic year. The study sample consists of 136 students enrolled during this period. The sample size was determined using an a priori power analysis conducted with G*Power version 3.1.9.7, based on the assumption of an exact distribution under a bivariate normal model and a two-tailed hypothesis testing framework. In the analysis, the expected correlation coefficient under the alternative hypothesis was specified as pH1 = 0.302, while the correlation coefficient under the null hypothesis was assumed to be ρH0 = 0; the significance level was set at α = .05 and the targeted statistical power at 1 − β = 0.95. Based on these parameters, the critical values for the correlation coefficient were calculated as r = −0.1684 and r = 0.1684, and the achieved power was found to be 0.9503, indicating that the targeted power level was attained. These findings demonstrate that the determined sample size is sufficient to reliably detect the expected level of correlation in the event that the null hypothesis is false, and the study sample consists of 136 participants. The study sample was selected from the population using the convenience sampling method. According to Malhotra (2004), convenience sampling method is a non-probability sampling method in which individuals selected from the population are determined based on the researcher’s judgment and accessibility conditions (Malhotra, 2004).
Procedure
The study was conducted using data collected from 136 high school students enrolled at Pursaklar Anatolian High School, located in the Pursaklar district of Ankara, during the spring semester of the 2023–2024 academic year. The findings are recommended to be interpreted within the context of groups with similar sociodemographic characteristics. As the study was carried out in a single school, this is considered a factor limiting the generalizability of the findings to different school types and educational contexts. In this study, the predictors of digital game addiction were examined within the scope of mindfulness, sense of family coherence, and the variables measured through the personal information form.
Before data collection began, informed consent was obtained from both students and their parents. Following parental approval, the research data were collected in a classroom setting through face-to-face administration over a period of approximately 20–25 minutes. Participation was voluntary. Ethical approval for the study was granted by the Ethics Committee of the Institute of Health Sciences at Çankırı Karatekin University (Meeting No. 11, Decision Date: February 9, 2024). 
Data Collection Tool
Demographic Information Form 
A researcher-prepared form was utilized to collect data on students’ socio-demographic characteristics (age, gender, grade, etc.) and variables such as daily playtime.
Digital Game Addiction Scale
The Digital Game Addiction Scale, developed by Lemmens et al. (2009), aims to assess digital game addiction in adolescents aged 12 to 18. The instrument comprises 7 items rated on a 5-point Likert scale (e.g., "Have you ever played games to escape from daily life?"). The scale is one-dimensional. There is no question that is reverse-scored on the scale. The score obtained from the scale; while the lowest is 7, the highest is 35. An increase in the score obtained from the scale indicates an increased risk of addiction (Lemmens et al., 2009). In 2015, Yalçın Irmak and Erdoğan conducted a validity and reliability study of the scale in Turkish (Yalçın Irmak and Erdoğan, 2015). The Cronbach's Alpha coefficient for the study conducted by Yalçın Irmak and Erdoğan is 0.72. The Cronbach's Alpha coefficient for the current study was calculated as 0.86.  
Mindful Attention Awareness Scale Adolescent Form (MAAS-A) 
The Mindfulness Awareness Scale, developed by Brown and Ryan in 2003, aims to identify individuals' experiences in daily life and measure their levels of mindfulness. The scale is one-dimensional (Brown  & Ryan, 2003). The scale's adaptation for adolescents is a 6-point Likert scale consisting of 14 items (e.g., I find it difficult to focus on the present moment). The score obtained from the scale ranges from a minimum of 14 to a maximum of 84. A high score on the scale indicates a high level of mindfulness (Brown ve Ryan, 2003). In 2020, Turan conducted the Turkish adaptation of the scale and its validity and reliability studies (Turan, 2020). The 
Cronbach's Alpha coefficient for the study conducted by Turan is 0.72. The Cronbach's Alpha coefficient for the current study was calculated as 0.86.  
Family Sense of Coherence Scale- Short Form (FSOC-S)
FSOC-S, originally developed as a 26-item scale by Antonovsky and Sourani in 1988, was shortened to a 12-item form by Sagy in 1998 (e.g., “Do you have feelings that your family treats you unfairly?”). The scale, which has 3 sub-dimensions: comprehensible, manageable, and meaningful, is of the 7-point Likert type. Items 1, 2, 3, 8, 10, and 12 on the scale are reverse-scored. A validity and reliability study of the FSOC-S scale in Turkish was conducted by Çeçen in 2008. The scale is suitable for use with individuals aged 12 years and older. The Cronbach's Alpha coefficient for the study conducted by Çeçen is 0.80 (Çeçen, 2008). The Cronbach's Alpha coefficient for the current study was calculated as 0.76. 
Data analysis
All analyses were processed in SPSS 22.0. All analyses were performed at a 95% confidence level, with the significance level set at p < .05. 
In the study, questionnaires with incomplete or erroneous responses were excluded from the analysis.
Before conducting the analyses, normality tests and skewness–kurtosis values were examined. For the data to exhibit a normal distribution, skewness and kurtosis values are required to fall between −1.0 and +1.0 (Hair et al., 2013).
Table 1. Skewness and Kurtosis Values of the Scales
	Scale and Subscales
	                 Skewness
	Kurtosis

	Digital Game Addiction Scale
	0,728
	-0,134

	MAAS-A
	0,012
	-0,399

	FSOC-S
	-0,214
	0,436


FSOC-S: Family Sense of Coherence Scale- Short Form  
MAAS-A: Mindful Attention Awareness Scale Adolescent Form

According to Table 1, the skewness and kurtosis values of the scales and their subdimensions are within the range of −1.0 to +1.0. Therefore, the data can be considered to be normally distributed.
Pearson’s correlation coefficient was used to measure the level and direction of the relationships between the scales, and multiple linear regression analysis was performed to analyze the predictive power of the scales. In addition, independent samples t-tests and ANOVA (when there were more than two groups) were used to examine whether the variables in the study differed according to demographic variables.
The purpose of multiple linear regression analysis is to determine the extent to which a dependent variable is predicted by independent variables. Accordingly, in the present study, a multiple linear regression analysis was conducted to examine whether participants’ mindfulness levels and sense of family coherence predict digital game addiction.
Multiple linear regression analysis is based on several assumptions. These include the presence of one dependent variable and more than one independent variable in the model, a dependent variable that is continuous and normally distributed, the absence of multicollinearity among independent variables, and the assumption of homoscedasticity. Prior to conducting the multiple regression analysis, all assumptions were tested.
In this context, the dependent variable in the model was digital game addiction, while the independent variables were the Mindfulness in Adolescents Scale and the Sense of Family Coherence Scale. The Digital Game Addiction Scale demonstrated a continuous structure and a normal distribution. No multicollinearity was detected between the Mindfulness in Adolescents Scale and the Sense of Family Coherence Scale. In addition, the homoscedasticity assumption of the scales was satisfied.
[bookmark: _Toc203896225]Findings
Table 2. Descriptive Statistics
	Variable
	Range
	N
	%

	Age
	14
	9
	2.9

	
	15
	34
	25.0

	
	16
	43
	31.6

	
	17
	37
	27.2

	
	18
	18
	13.2

	Gender
	Girl
	73
	53.7

	
	Boy
	63
	46.3

	Grade Level
	9th grade
	32
	23.5

	
	10th grade
	34
	25.0

	
	11th grade
	44
	32.4

	
	12th grade
	26
	19.1

	Monthly Family Income
	low 
	4
	2.9

	
	medium 
	116
	85.3

	
	High
	16
	11.8

	Daily Digital Game Playing Time (hours)
	0-1 hour
	51
	37.5

	
	1-3 hour
	39
	28.7

	
	3-5 hour
	29
	21.3

	
	5-7 hour
	7
	5.1

	
	7+ hour
	10
	7.4

	Total
	
	136
	100



Of the participants, 46.3% (n = 63) were boy and 53.7% (n = 73) were girl. Regarding age distribution, 2.9% were 14 years old, 25.0% were 15, 31.6% were 16, 27.2% were 17, and 13.2% were 18 years old. In terms of grade level, 23.5% of the participants were in the 9th grade, 25.0% in the 10th grade, 32.4% in the 11th grade, and 19.1% in the 12th grade. With respect to monthly income, 2.9% of the participants reported low income, 85.3% reported medium income, and 11.8% reported high income. Regarding daily digital game playtime, 37.5% reported playing for 0–1 hour, 28.7% for 1–3 hours, 21.3% for 3–5 hours, 5.1% for 5–7 hours, and 7.4% for more than 7 hours per day.
Table 3. Statistical Values Related to Scores Obtained from the Scales
	Scale and Subscales
	N
	Mean
	Sd
	Min
	Max

	Digital Game Addiction Scale
	136
	15.22
	6.33
	7
	33

	MAAS-A
	136
	54.66
	11.90
	25
	84

	FSOC-S
	136
	39.39
	8.83
	20
	63


FSOC-S: Family Sense of Coherence Scale- Short Form  
MAAS-A: Mindful Attention Awareness Scale Adolescent Form

According to Table 3, the students' average score on the Digital Game Addiction Scale was 15.22 ± 6.33 (Min = 7, Max = 33). The average score on the MAAS-A was 54.66 ± 11.90 (Min = 25, Max = 84), and the average score on the FSOC-S was 39.39 ± 8.83 (Min = 20, Max = 63). 
As shown in the table, the average scores of students on the Digital Game Addiction Scale were at a moderate level; scores on the MAAS-A were above moderate; and scores on the FSOC-S were below moderate.

Table 4. T-Test Results of Scales and Sub-Dimensions by Gender
	Variables
	Groups
	N
	Mean
	Sd
	   t
	P

	Digital Game Addiction Scale
	Girl
	73
	1.89
	0.84
	-4.04
	.00

	
	Boy
	63
	2.49
	0.86
	
	

	MAAS-A
	Girl
	73
	3.85
	0.85
	-0.76
	.44

	
	Boy
	63
	3.96
	0.84
	
	

	FSOC-S
	Girl
	73
	4.59
	0.95
	-1.46
	.14

	
	Boy
	63
	4.81
	0.77
	
	


FSOC-S: Family Sense of Coherence Scale- Short Form 
MAAS-A: Mindful Attention Awareness Scale Adolescent Form
Findings presented in Table 4 reveal a significant gender-based difference in digital game addiction levels (t(136) = −4.04, p < .05). Findings indicate that male students (n = 63) demonstrate a higher tendency toward digital game addiction relative to female students (n = 73) (p < .05). On the other hand, no statistically significant gender differences were found in the MAAS-A (t(136) = −0.76, p > .05) or the FSOC-S (t(136) = −1.46, p > .05).
Table 5. ANOVA Test Results of Scales by Daily Gaming Duration
	Scale
	 N
	Group
	Mean
	Sd
	F
	p
	Significance



	Digital Game Addiction Scale
	51
	A
	1.74
	0.74
	20.09
	.00
	3-1,2 ;
4-1,2;
5-1,2,3

	
	39
	B
	1.94
	0.59
	
	
	

	
	29
	C
	2.49
	0.68
	
	
	

	
	7
	D
	3.08
	1.02
	
	
	

	
	10
	E
	3.65
	0.93
	
	
	

	MAAS-A
	51
	A
	3.88
	0.86
	1.11
	.32
	

	
	39
	B
	4.05
	0.86
	
	
	

	
	29
	C
	3.96
	0.83
	
	
	

	
	7
	D
	3.59
	0.69
	
	
	

	
	10
	E
	3.49
	0.80
	
	
	

	FSOC-S
	51
	A
	4.86
	0.96
	4.23
	.00
	1-5
2-5

	
	39
	B
	4.85
	0.80
	
	
	

	
	29
	C
	4.60
	0.65
	
	
	

	
	7
	D
	4.20
	0.49
	
	
	

	
	10
	E
	3.82
	0.94
	
	
	


A=0-1 hour  B=1-3 hour  C=3-5 hour  D=5-7 hour  E=7+ hour
FSOC-S: Family Sense of Coherence Scale- Short Form  
MAAS-A: Mindful Attention Awareness Scale Adolescent Form

Table 5 reveals a statistically significant difference in digital game addiction levels depending on the amount of time participants spend playing games each day (F = 20.09, p < .05). A Tukey test was conducted to examine the association between these two variables. As indicated by the statistical analysis, participants who played games for 3–5 hours had higher levels of digital game addiction than those who played for 0–1 hours and 1–3 hours; those who played for 5–7 hours had higher levels than those who played for 0–1 hours and 1–3 hours; and those who played for 7+ hours had higher levels than those who played for 0–1 hours and 1–3 hours.
No statistically significant difference was found between participants’ MAAS-A scores and daily game-playing duration (F = 1.11, p > .05).
A significant difference was found between participants' FSOC-S level and their daily gaming hours (F = 4.23, p < .05). A Tukey test was conducted to examine the association between these two variables. According to the test results, participants who played games for 0–1 hours and 1–3 hours had a significantly higher sense of family coherence than those who played games for 7+ hours.
Table 6. Correlation Between Scales
	
	1
	    2 
	     3

	1.Digital Game Addiction Scale
	r
	1
	- 0.33**
	- 0.42**

	
	p 
	
	.00
	.00

	2. MAAS-A
	r
	
	1
	0.40**

	
	p
	
	
	.00

	3. FSOC-S
	r
	
	
	1

	
	P
	
	
	


**, The correlation is significant at the .01 level (2-tailed)
FSOC-S: Family Sense of Coherence Scale- Short Form  
MAAS-A: Mindful Attention Awareness Scale Adolescent Form 

According to Table 6, the relationship between students’ Digital Game Addiction Scale scores and MAAS-A scores was examined using Pearson correlation analysis. A moderate and negative correlation was found between the variables (r(134) = −0.33, p < .01).
The relationship between students’ Digital Game Addiction Scale scores and FSOC-S scores was also examined using Pearson correlation analysis. The results indicated a moderate and negative correlation between these variables (r(134) = −0.42, p < .01).
Finally, the relationship between students’ MAAS-A scores and FSOC-S scores was examined using Pearson correlation analysis. A moderate and positive correlation was found between the variables (r(134) = 0.40, p < .01).

Table 7. Multiple Linear Regression Results for Predicting Digital Game Addiction Based on Mindfulness and Family Coherence
	Independent Variables
	Β
	Standard      Error
	β
	t
	p
	Tolerance
	VIF

	Constant
	4.649
	     .422
	
	11.022
	.000
	
	

	MAAS-A
	- 0.214
	.090
	- 0.201
	- 2.393
	.018
	0.839
	1.191

	FSOC-S
	- 0.349
	.086
	- 0.340
	- 4.038
	.000
	0.839
	1.191


p< .05
R= .459; R² = .211
FSOC-S: Family Sense of Coherence Scale- Short Form  
MAAS-A: Mindful Attention Awareness Scale Adolescent Form

In the context of social sciences, a moderate level of explained variance in regression models is considered adequate when the explanatory variables provide statistically significant contributions (Ozili, 2023). The multiple regression model used to measure the effect of conscious awareness and sense of family coherence scales on the digital game addiction scale is significant (R = .459, R² = .211). 
As shown in Table 7, the multiple regression model used to examine the predictive power of the Mindfulness and Family Coherence scales on the Digital Game Addiction scale yielded statistically significant results (R = .459, R² = .211). 21.1% of the variance in digital game addiction is explained by mindful awareness and family coherence. Both mindful awareness and family coherence significantly predict digital game addiction (Mindfulness: β = - 0.201, t = - 2.393, p < .05; Family coherence: β = -0.340, t = - 4.038, p < .05). Mindfulness and family coherence have a negative effect on digital game addiction. 
Model Estimation;
Digital Game Addiction Scale = 4.649 - 0.214. MAAS-A - 0.349. FSOC-S
Discussion and Conclusion
In this study, which employed a quantitative research method, the relationship between digital game addiction, mindfulness, and sense of family coherence was examined among 136 high school students.
The study found that gender has a statistically significant effect on the level of digital game addiction. The finding revealed that male students tended to show a stronger inclination toward digital game addiction than female students. These findings are in line with previous research by Gou, Zhang, Tang, Zhang, and He (2024), and Ropovik et al. (2023). This differentiation may be attributed to the socio-cultural context in which the individual lives, the comparatively lower family control over men, behavioral, cognitive, and hormonal differences between men and women (Ropovik et al., 2023), and traditional gender roles. In contrast to these studies, Satapathy et al. (2025) and Quandt, Festl, and Quandt (2012) found that gender does not have a significant effect on the level of digital game addiction. Researchers attribute the lack of gender differences to the increasing prevalence of digital games among both girls and boys in recent years, the growing number and variety of games targeting both genders (Satapathy et al., 2025), and the fact that digital games are increasingly regarded as a universal source of entertainment (Quandt et al., 2012). 
According to the research, there is no statistically significant difference between mindfulness levels and gender. The current findings are consistent with the study conducted by Thirumaran, Vijayaraman, Ifran, Moinuddin, and Shafaque (2020). The absence of gender differences in mindfulness may be associated with the fact that mindfulness is a learnable, developable, and trainable phenomenon. Contrary to these findings, Vitale (2021), in a study conducted on adults, found that males had higher levels of mindfulness compared to females. The researcher attributes this difference to variations in the sample group used and the developmental stages of the individuals. Furthermore, in a study by Galla (2016) examining the effects of mindfulness-based interventions on adolescents, it was found that females exhibited higher levels of mindfulness than males. The researcher explained this difference based on biological and psychological distinctions between females and males.
According to the research, there is no statistically significant difference between the sense of family coherence and gender. The current findings are consistent with the studies conducted by Sarıtepe (2024) and Soloski and Berryhill (2015). The lack of gender differences in sence of family coherence is thought to be related to the fact that family structure consists of multiple components and is influenced by life dynamics and cultural context. In contrast, García-Mendoza et al (2021) found that females had a higher sense of family coherence compared to males. The researchers attributed this difference to the greater involvement of females in family life.
The study also revealed that digital game addiction levels vary significantly according to daily gaming time. The current research findings are consistent with the findings of studies conducted by Akdağ (2024), Jeong and Kim (2011), and Lemmens et al. (2009). Researchers attribute this difference to the individual spending more and more time playing games and continuing this behavior despite its negative impact on daily functioning (Lemmens et al., 2009). In this context, increased gaming time is considered one of the behavioral indicators of addiction.
According to the research, there is no statistically significant difference between mindfulness and hours of gameplay. The current research findings are consistent with those of Savaş (2023), who conducted a study on middle school students. In contrast to these studies, Lee, Lee, and Choo (2017) found in their study on adolescents that as the time spent on online games increased, adolescents’ mindfulness decreased. The reason why the level of mindfulness does not vary according to daily gameplay hours is thought to be that mindfulness is a learnable behavior and that individual personality traits influence this situation.
Additionally, the study revealed a significant variation between the sense of family coherence and daily gaming time. The research finding indicate that as the duration of gaming increases, the sense of family coherence decreases. This result is consistent with the studie Bonnaire and Phan (2017). It is suggested that increased gaming time causes individuals to distance themselves from family communication and reduces shared experiences, which in turn weakens family bonds.
The study found a negative relationship between digital game addiction and mindfulness, which is consistent with previous research. Okur (2024) examined the relationship between university students’ level of digital game addiction and their level of mindfulness and found a moderate negative relationship. Similarly, Gámez-Guadix and Calvete (2016) reported a negative relationship between problematic internet use and mindfulness.  This effect can be explained by factors such as urbanization, the increasing use of the internet, and easy access to digital resources. The uncontrolled and unreflective use of these resources, their low cost, and the ability of digital games to satisfy individuals’ needs for entertainment, making friends, and building social networks may limit their capacity to regulate gaming behavior consciously.
According to the study, there is a negative relationship between digital game addiction and the sense of family coherence. This finding is consistent with similar studies in the literature. Kılınç, Acar, and Arslan (2024) examined the relationship between digital game addiction and family communication in adolescents and found a negative relationship. Similarly, Lian et al. (2023) investigated the effect of family coherence on phone addiction and reported a moderate negative relationship. Wang and Wang (2013) explored the relationship between social media addiction and family coherence, finding a weak negative association. Chen, He, Fan, and Cai (2021) examined internet addiction and family coherence in adolescents and identified a moderate negative relationship between them. Researchers suggest that a dysfunctional family environment can lead to the emergence of negative emotions in individuals over time, such as loneliness, anxiety, and a lack of purpose in life. Consequently, individuals may seek an entertainment environment or even a virtual space to escape these negative emotions, which may increase the risk of developing addictive behaviors (Chen et al., 2021). Moreover, the family environment constitutes a fundamental protective factor, and any negativity experienced within it may contribute to the development of maladaptive or problematic behaviors (Lian et al., 2023).
As revealed by the multiple linear regression analysis performed in this study, mindfulness and sense of family coherence were found to significantly predict the level of digital game addiction. It was found that both mindfulness and sense of family coherence have a negative effect on digital game addiction. Accordingly, as levels of mindfulness and sense of family coherence increase, the level of digital game addiction can be said to decrease. 
Awareness campaigns involving families should be increased to prevent digital addiction. Regular training should be provided to all stakeholders, and special psychoeducational programs should be developed for adolescents at risk. In addition, it is important to strengthen school-based applications and carry out studies in collaboration with relevant institutions and stakeholders in the field of school social services. On the other hand, since the variables addressed in this study are universal in nature, it is recommended that future research include mediating variables in the model to enable more comprehensive and holistic analyses.
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