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Helicopter parenting, self-control, and problematic online gaming in emerging adults
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Keywords Abstract

problematic online This study aimed to investigate the mediating role of self-control on the relationship between per-
gaming, helicopter ceived helicopter parental attitudes and problematic online gaming among emerging-adult online
parenting, self-control, gamers. 186 gamers from Turkey were reached using a cross-sectional online survey. According to
emerging adulthood the results obtained in this study, self-control was negatively associated with problematic online

gaming and perceived paternal helicopter parenting attitudes. Also, problematic online gaming was
positively correlated with perceived maternal helicopter parenting attitude. It was further found that
age, gender, and having previous psychiatric diagnosis were significantly related to problematic
online gaming. Age had a positive significant correlation with problematic online gaming whereas
those who reported having previous psychiatric diagnosis and male respondents also stated higher
levels of problematic online gaming. Lastly, mothers were significantly perceived as having higher
helicopter parental attitudes compared to fathers. However, the indirect effect was found significant
only at paternal level. Thus, it can be concluded that the indirect effect was due to the tendency for
those who perceived higher paternal helicopter parenting attitude to have lower levels of self-con-
trol, which in turn resulted in higher levels of problematic online gaming. This study offers novel
insight into online gaming research, indicating that perceived paternal helicopter parenting attitude
may lead to developing problematic online gaming among emerging adult children with low self-

control.
Anahtar kelimeler Oz
problemli ¢evrimici oyun  Beliren yetiskinlerde helikopter ebeveynlik, 6z-kontrol ve problemli ¢cevrimici oyun oynama
oynama, helikopter Bu ¢alisma, beliren yetiskinler arasinda algilanan helikopter ebeveynlik tutumu ile problemli ¢ev-
ebeveynlik, 6z-kontrol, rimi¢i oyun oynama davranigi iliskisinde 6z-kontroliin aracilik roliinii incelemeyi amaglamistir.
beliren yetiskinlik Cevrimici kesitsel anket ¢caligmasi yoluyla Tiirkiye’den 186 oyuncuya ulasilmistir. Bu ¢alisma kap-

saminda elde edilen bulgulara gore; 6z-kontroliin hem problemli ¢evrimi¢i oyun oynama davranisi
hem de baba i¢in algilanan helikopter ebeveynlik tutumu ile negatif yonde bir iliskiye sahip oldugu
goriilmiistiir Ayrica, problemli ¢evrimi¢i oyun oynamanin, anne i¢in algilanan helikopter ebeveyn-
lik tutumu ile olumlu yonde bir iliskiye sahip oldugu goriilmiistiir. Yasin, cinsiyetin ve psikiyatrik
tan1 gecmisinin de problemli ¢evrimi¢i oyun oynama davranistyla anlamli iligkileri oldugu bulun-
mustur. Yas, problemli ¢evrimi¢i oyun oynama ile pozitif yonde bir iliskiye sahipken; psikiyatrik
tan1 gegmisi olanlar ve erkek katilimcilar daha fazla problemli ¢evrimi¢i oyun oynadiklarini bildir-
mislerdir. Son olarak, babalara kiyasla annelerin, anlamli bir sekilde daha fazla algilanan helikopter
ebeveyn tutumuna sahip olduklar1 goriilmiistiir; fakat, dolayli etki yalnizca babalik diizeyinde an-
laml1 bulunmustur. Dolayisiyla, baba i¢in algilanan helikopter ebeveynlik tutumunun yiiksek ol-
dugu, beliren yetigkinlerde 6z-kontrol seviyelerinin daha diisiik oldugu, bu durumun ise yiiksek
seviyede problemli ¢gevrimici oyun oynama ile iligkili oldugu sonucuna varilabilir. Bu ¢alisma, baba
icin algilanan helikopter tutumlarin, 6z-kontrolii diisiik beliren yetiskinler arasinda problemli ¢ev-
rimi¢i oyun oynamaya neden olabilecegini ortaya koyarak ¢evrimi¢i oyun oynama arastirmalarina
0zgiin bir katki saglamaktadir.
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Problematic gaming has received rising attention from
the addiction research community due to the critical
growth in the popularity of online games. Although
there have been numerous studies demonstrating the
relationship between problematic gaming and its neg-
ative psychosocial and physical outcomes including,
but not limited to, higher levels of depression, aggres-
sion, shyness, problematic cell phone use, and anxiety
(Coyne et al., 2020), lower psychosocial well-being,
and loneliness (Lemmens et al., 2011), decreased aca-
demic performance (Skoric et al., 2009), increased fa-
tigue, sleep or concentration problems (Manniko et al.,
2015), and lack of physical activity (Henchoz et al.,
2016), the psychological and psychiatric literature has
lacked a consistent and standardized definition of the
construct for a long time.

Following the release of first report as ‘video game
addiction’ (Soper & Miller, 1983), the construct has
been stated in the literature with different names such
as game addiction (King & Delfabbro, 2020), exces-
sive gaming (Griffiths, 2010), problematic gaming
(Green et al., 2020), game overuse, gaming disorder,
and pathological gaming (Ferguson & Colwell, 2020).
On the other hand, there has been a consensus that an
overabundant form of online gaming is the sign of the
maladaptive pattern and associated with behavioral
addictions (King et al., 2013; Kiraly et al., 2014). In
the present study, the construct was worded as prob-
lematic gaming since it describes the essence of the
phenomenon (i.e., not only that the behavior is ex-
treme but gaming-related problems are also antici-
pated) while refraining from the idea of dependency or
disorder (since there is a need of the exact definition
and diagnostic criteria to be clarified or agreed upon)
(Demetrovics et al., 2012).

Despite a large body of research specifically exam-
ining why and how individuals are deeply involved in
online games (e.g., Nielsen et al., 2020; Unubol et al.,
2020; Wartberg et al., 2020), the growing popularity
of online gaming and the negative outcomes linked to
problematic online gaming make further research ex-
ploring the underlying mechanisms of it valuable.
Nonetheless, until now, several studies have empha-
sized the role of parental and family factors related to
problematic gaming on adolescents (see Nielsen et al.,
2020). Particularly, authoritarian (Abedini et al., 2012)
and demanding (Cheng, 2019) parenting styles, poor
family relationship (Mufioz-Miralles et al., 2016), and
family disharmony (Wang et al., 2014) were found to
have positive and strong correlations with problematic
gaming in adolescent samples. However, the research
community has paid little attention to the role of heli-
copter parenting as a parenting style on problematic
online gaming.

Helicopter parenting is a form of excessively in-
volved, overly controlling, and developmentally inap-
propriate parenting (Nelson et al., 2020; Padilla-
Walker & Nelson 2012). The contradiction of this kind
of parenting is that, notwithstanding its apparently

affectionate parenting, most of the research has fo-
cused on the relationship between helicopter parenting
and maladaptive behavioral outcomes during emerg-
ing adulthood. For instance, helicopter parenting was
found to be associated with higher levels of risky be-
haviors such as gambling, self-harm, illegal drug use,
and cigarette smoking (Romm et al., 2020), increased
use of medication for anxiety and depression
(LeMoyne & Buchanan 2011), and increased sexual
risk-taking behaviors, unhealthy diet choices, and re-
duced exercise (Macias, 2019) among emerging
adults. Conducting more research with emerging adult
samples who are aged between 18 and 25 years is im-
portant since this age period is the critical-determining
period of problematic online gaming (Coyne et al.,
2020).

A few research efforts investigating the association
between helicopter parenting and emerging adults’
problematic online gaming have also brought the ne-
cessity of identified potential mediating factors linking
them. Self-control, the ability to effectively regulating
behaviors, thoughts, and emotions in a socially ac-
ceptable manner (de Ridder et al., 2012), might be re-
garded as one of the psychological mediating factors
worth unearthing. Parents and parenting behavior have
well-known effects on the development of offspring
self-control (Gottfredson & Hirschi, 1990). Noticea-
bly, the self-control theory attributes that effective par-
enting is the principal mechanism for the growth of
self-control. However, behaviors of helicopter parents
like trying to make all the child’s major decisions may
serve as a barrier to practice self-control among
emerging adults whose need is to feel autonomous and
competent (Hong & Cui, 2020). A recent study con-
ducted with college students (Love et al., 2020) evi-
denced that those who declared higher levels of per-
ceived maternal and paternal helicopter parenting atti-
tudes also reported lower levels of self-control. Also,
another study exploring the effect of helicopter parent-
ing on college students’ psychological maladjustment
gave support to the negative relationship between ma-
ternal and paternal helicopter parenting and self-con-
trol (Hong & Cui, 2020).

Further, empirical evidence supporting that inade-
quate self-control is related to various addictive be-
haviors (e.g., internet addiction, smartphone addic-
tion, problem gambling behavior) has been arising
(Kim et al., 2018; McQuade & Gill, 2012; Oh, 2003).
According to a study exploring the negative associa-
tion between self-control and online game addiction,
low self-control was suggested as a psychological
characteristic that may lead individuals to become ad-
dicted to online games (Kim et al., 2008). Moreover,
self-esteem is associated with self-control and prob-
lematic internet use (Kim & Davis, 2009). On the
other hand, recent studies provided that insufficient
self-control mediated the association between helicop-
ter parenting and emerging adults’ emotional and be-
havioral issues including school burnout (Love et al.,
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2020), alcohol use (Cui et al., 2019), and depression,
anxiety, and low life satisfaction (Hong & Cui, 2020).
To conclude, these findings confirm that poor self-
control may have a mediating role between helicopter
parenting and problematic online gaming.

Grounded in the previous body of research men-
tioned above, the purpose of the current study was to
investigate the association between perceived mater-
nal and paternal helicopter parenting attitudes and
emerging adults’ problematic online gaming. In par-
ticular, to achieve a more in-depth understanding of
the mechanism that might account for this association,
self-control was assumed to be a potential mediator in
the model. Accordingly, a mediation model was hy-
pothesized at maternal and paternal levels:

H1. Higher levels of perceived helicopter parenting at-
titudes would lead to lower self-esteem.

H2. Lower self-esteem would lead to higher levels of
problematic online gaming.

H3. Higher levels of perceived helicopter parenting at-
titudes would lead to higher levels of problematic
online gaming.

HA4. Perceived helicopter parenting attitudes would
have an indirect effect on emerging adults’ problem-
atic online gaming through self-control.

METHODS
Participants

Respondents were 186 emerging-adult online-gamers
aged between 18 and 25 (M = 20.11, SD = 1.84). Of
the sample, 48% were female. 91% have started to
play video games under the age of 15 and 70% re-
ported preferring to play games with other players.
Moreover, all respondents stated playing games online
and 47% reported playing games for fun. 29% de-
clared playing games every day while 33% reported
spending more than 3 hours a day on such activities.
The most-reported hardware used for game-playing
were personal computer (PC) (56%) and tablet/mobile
phone (40%).

Data Collection Tools

The online survey included a Demographic Infor-
mation Form, The Perceived Helicopter Parenting At-
titude Scale (PHPAS), The Brief Self-Control Scale
(BSCS), The Game Addiction Scale (GAS), and The
Rosenberg Self-Esteem Scale (RSE).

Demographic Information Form This form included
questions concerning participants’ age, gender, and
mental health diagnosis history. Also, there were ques-
tions related to game-player characteristics such as on-
set age of game-playing, game-playing days/hours per
week/days, preferred game-player mode, preferred

gaming mode, purpose of game-playing, and hardware
used for game-playing.

The Perceived Helicopter Parenting Attitude Scale
(PHPAS) Yilmaz (2019) developed the 21-item
PHPAS to measure perceived maternal and paternal
helicopter parenting attitudes. PHPAS (a = .85 for
mother and .83 for father) is a four-dimension scale
that assesses helicoptering on ethical and moral issues
(HEM, o = .82 for mother and .83 for father), helicop-
tering in academic/school life issues (HASL, a = .83
for mother and .78 for father), helicoptering in basic
confidence and life skills (HBCLS, a =.79 for mother
and .83 for father), and helicoptering in emotional-per-
sonal life (HEPL, o = .80 for mother and .76 for fa-
ther). Each item (e.g., “S/he was worried more about
my school grades than I did”) is scored on a four-point
Likert scale ranging from 1 (never behaves like this)
to 4 (always behaves like this). Higher scores obtained
from the scale indicate the higher levels of helicopter
parental attitudes. For the present study, a total score
was computed and used for the analyses (o = .86 for
mother and .86 for father).

The Brief Self-Control Scale (BSCS) The BSCS was
developed by Tangney and colleagues (2004) to assess
the trait of self-control and adapted into Turkish by
Nebioglu and colleagues (2012). The Turkish form of
BSCS (a = .83) includes 9 items with two sub-scales,
impulsivity (five items, o = .87) and self-discipline
(four items, a = .81). Each item (e.g., “I have trouble
concentrating”) is scored on a five-point Likert scale
ranging from 1 (completely contrary) to 5 (completely
suitable). Higher scores show a higher level of self-
control. For the current study, a total score was com-
puted and used for the analyses (a =.71).

The Game Addiction Scale (GAS) 21-item GAS was
developed by Lemmens and colleagues (2009) to
measure online game addiction on 12-18 years old.
The GAS was adapted into Turkish to determine game
addiction and related factors on an adult sample
(Baysak et al., 2016). The Turkish version of 21-item
GAS (o = .96) examines 7 criteria that each of them
was measured by 3 items. These criteria are “salience”
(a = .80), “tolerance” (a = .86), “mood modification”
(a =.76), “relapse” (a = .87), “withdrawal” (a = .93),
“conflict” (a = .84), and “problems” (a = .78). Partic-
ipants respond to each item (e.g., “Did you play longer
than intended?”’) using a five-point Likert-type scale
ranging from 1 (never) to 5 (very often) and higher
scores demonstrate a higher level of game addiction.
In this study, the total score of GAS was used for the
analyses and the reliability coefficient was .92.

The Rosenberg Self-Esteem Scale (RSE) RSE (Ros-
enberg, 1965) is a 10-item self-esteem measurement
tool. It was adapted into Turkish by Cuhadaroglu (1986).
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Table 1. Descriptive Information on the Study Variables (N = 186)

Variables M or % SD Min. Max.
Perceived helicopter parenting attitudes
Maternal 46.16 10.77 21 77
Paternal 38.13 9.98 21 66
Self-control 28.76 5.68 14 43
Problematic online gaming 49.30 15.86 21 96
Self-esteem 46.63 10.90 10 60
Demographics
Age 20.11 1.84 18 25
Gender
Female 43%
Male 57 %
Not reported 1%
Previous diagnosis with a mental disorder 14%
Game-player characteristics
Onset age of game-playing
5 and below 12%
6-10 48%
11-15 31%
16-20 8%
Game-playing days per week
1-2 days 29%
3-4 days 22%
5-6 days 20%
7 days 29%
Game-playing hours per day
Less than 1 hour 31%
More than 1 hour, less than 3 hours 37%
More than 3 hours, less than 6 hours 18%
More than 6 hours, less than 9 hours 12%
More than 9 hours 3%
Preferred game-player mode
Single player 30%
Competitive multiplayer in the same server with other players 17%
Collaborative multiplayer in the same server with other players 19%
Competitive multiplayer on the internet 19%
Collaborative multiplayer on the internet 16%
Preferred gaming mode
Only online game-playing 24%
Both online and offline game-playing 76%
Purpose of game-playing
Profession 3%
Fun 47%
Leisure activity 45%
Other 5%
Hardware used for game-playing
Personal computer 56%
PlayStation/Xbox 2%
Game console 2%
Tablet/mobile phone 40%

The Turkish version of RSE (a = .81) also includes 10
items (e.g., “On the whole, I am satisfied with my-
self”) rated by a 6-point Likert scale ranging from 1
(strongly disagree) to 6 (strongly agree). Higher
scores are the indicators of a higher level of global
self-esteem. For the present study, Cronbach's alpha
coefficient for RSE was determined as .95.

Procedure and Statistical Analyses

Ethical approval for the present study was obtained
from the research teams’ university ethics committee
on March 4, 2020, with the decree no. 70 in accord-
ance with the Helsinki declaration. The study’s sample

size was determined following the Fritz and MacKin-
non’s (2007) guidelines. The necessary sample size for
bias-corrected bootstrap to achieve .80 power with a
halfway effect referring to the values between small
and medium effects ranges from 118 and 368. It was
hence aimed to reach a number of participants between
this range. Accordingly, 200 respondents were re-
cruited using an online survey software (i.e., Qual-
trics). All the participants were informed about the
study and had freely consented to take part. A purpos-
ive sampling method was adopted to recruit the partic-
ipants based on two criteria of being an online gamer
and aged between 18 and 25. However, of the sample,
14 were excluded from the dataset because they did
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not meet the age criteria. Among the remaining 186
respondents; descriptive statistical analyses were per-
formed, and hypotheses were tested. Version 22 of
SPSS was used for data analyses. Descriptive statisti-
cal analyses included means, standard deviations,
ranges, percentages, and ¢ tests for comparisons of
means and correlational analyses. Further, two series
of bootstrapped mediation analyses were conducted
using the PROCESS Macro plug-in for SPSS (Hayes,
2013). The prediction was performed with 5000 boot-
strapping resamples and bias-corrected 95% Confi-
dence Intervals (Cls) for the indirect effects. To calcu-
late the Sobel’s test (1982), an interactive calculation
tool developed by Preacher and Leonardelli (2001) for
mediation analyses was used for conducting an inquiry
for the possibility of the proposed mediation models.
This study is correlational. Thus, before performing
mediation analyses, the relations between demo-
graphic and model variables, precisely mediating and
dependent variables were explored to determine co-
variates through regression analyses. As mentioned
above, self-esteem was also controlled because low
self-esteem is a stronger predictor of low self-control
and problematic internet use (Kim & Davis, 2009).
Regarding the significant relations of the variables
with mediating and/or dependent variables, age, gen-
der, mental health diagnosis history, onset age of
game-playing, game-playing days/hours per week/
days, preferred game-player mode, purpose of game-
playing, hardware used for game-playing, and self-es-
teem were included as covariates in mediation models.

RESULTS
Descriptive Statistics

Table 1 shows the means, standard deviations, and
ranges or the percentages of the study variables. The
current study aimed to analyze perceived helicopter
parenting attitudes for maternal and paternal levels.
Hence, perceived maternal and paternal helicopter pa-
rental attitudes were reported separately. A pairwise t-
test provided that perceived maternal helicopter par-
enting attitude was significantly higher than perceived
paternal helicopter parenting attitude, #(185) = 11.12,
p <.001, 57 = .40.

There was a significant and positive association be-
tween age and problematic online gaming, » = .28, p <
.001. Males (M = 53.43, SD = 15.34) significantly re-
ported higher levels of problematic online gaming
than females (M =43.77, SD = 15.03), #(183) =—-4.27,
p <.001, n” = .09. Also, those who previously diag-
nosed with mental disorder (M = 56.85, SD = 21.10)
showed higher levels of problematic online gaming
than undiagnosed group (M = 48.07, SD = 14.56), and
the difference was partially significant #29) = 2.04, p
= .05, #° = .02. Table 2 illustrates the correlations
among the study variables used in hypotheses testing

for the proposed mediation models. Firstly, perceived
maternal helicopter parenting attitude was positively
and significantly correlated with perception of pater-
nal helicopter parenting attitude, » = .15, p = .05, and
problematic online gaming, » = .56, p < .001. Those
who reported higher levels of perceived maternal hel-
icopter parenting attitude also declared higher levels
of perceived paternal helicopter parenting attitude and
problematic online gaming. Secondly, self-control had
significant and negative correlations with the percep-
tion of paternal helicopter parenting attitude, » =—.16,
p = .03, and problematic online gaming, » = —-.35, p <
.001. Those who reported lower self-control also
stated higher levels of perceived paternal helicopter
parenting attitude and problematic online gaming.

Table 2. Correlations among the study Variables
Used in Hypotheses Testing for Mediational
Analyses

Measure 1 2 3 4
1. Perceived maternal

helicopter parenting atti- -

tude

2. Perceived paternal hel- g

icopter parenting attitude )

3. Self-control -12 -16* -

4. Pr.oblematic online 15% 10 35
gaming

*p <.05, ¥*p <.001. All tests are two—tailed.
Hypotheses Testing

As indicated in Figure 1 and Table 3, self-control did
not significantly mediate the association between per-
ceived maternal helicopter parenting attitude and
problematic online gaming. Based on the total effect
model, the perception of maternal helicopter parenting
attitude was a significant predictor of problematic
online gaming, ¢ = .22, SE = .09, #(166) = 2.49, p =
.01. For path a, self-control was predicted by per-
ceived maternal helicopter parenting attitude, a =—.08,
SE = .04, (166) =-2.19, p = .03.

Considering path b, self-control significantly pre-
dicted problematic online gaming, b =—-.81, SE = .17,
t(165) =—-4.75, p < .001. Finally, the regression coef-
ficient for path ¢’ did not remain significant, ¢’ = .15,
SE =.09, 1(165) = 1.80, p = .07, which is indicative of
full mediation (Baron & Kenny, 1896). The Cls do not
include zero for significant indirect effects (Preacher
& Hayes, 2004). However, the 95% confidence inter-
val ranged from —0001 to .1509. Therefore, it can be
concluded that the indirect effect was statistically in-
significant.

Figure 2 and Table 4 provides evidence for the sig-
nificant mediating role of self-control in the relation-
ship between perceived paternal helicopter parenting
attitude and problematic online gaming. Regarding
path ¢, perception of paternal helicopter parenting at-
titude partially and significantly predicted problematic
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Self-control
a=-.08* (.04) =—81**(.17)

= 1%

Perceived maternal ¢'=.15(09) : ¢

; . Problematic online
helicopter parenting > :
& gaming
attitude ¢ = 22% (09)

Figure 1. Self-control as the mediator of the effect of perceived maternal helicopter parenting attitude on problematic
online gaming. Age, gender, mental health diagnosis history, onset age of game-playing, game-playing days/hours per
week/days, preferred game-player mode, purpose of game-playing, hardware used for game-playing, and self-esteem were in-
cluded in the model as covariates but are not depicted. Path values are unstandardized regression coefficients with standard errors
in parentheses. *p < .05, **p <.001.

Table 3. Regression Coefficients, Standard Errors, and Model Summary Information for Perceived Maternal
Helicopter Parenting Attitude

Consequent
SefEausiel Problemat.lc online
gaming
Antecedent Coeft. SE P Coeft. SE P
Perceived maternal helicopter parenting attitude a —-.08 .04 .03 c’ A5 .09 .07
Self-control - - — b .81 17 .00
Constant ir  25.28 8.07 .00 i2 4494 18.13 .01
R=23 R=.353
F (19, 166) =2.54, F (20, 165) =9.26,
p=.00 p=.00
Self-control
a=-11% (04) h=—80%* (17)
- c¢’'=.16 (.09)
]Pe?ren = parem.al Problematic online
1elicopter parenting > X
attitude ¢ = 25% (10) ganig

Figure 2. Self-control as mediator of the effect of perceived paternal helicopter parenting attitude on problematic online
gaming. Age, gender, mental health diagnosis history, onset age of game-playing, game-playing days/hours per week/days,
preferred game-player mode, purpose of game-playing, hardware used for game-playing, and self-esteem were included in the
model as covariates but are not depicted. Path values are unstandardized regression coefficients with standard errors in paren-
theses. *p <.05, **p <.001.
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Table 4. Regression Coefficients, Standard Errors, and Model Summary Information for Perceived Paternal

Helicopter Parenting Attitude

Consequent
Self-control Problemat.ic online

gaming
Antecedent Coeff. SE P Coeff. SE P
Perceived paternal helicopter parenting attitude a —11 .04 .01 c’ .16 .09 .09
Self-control - — — b —.80 17 .00
Constant i1 31.30 7.00 .00 i2 37.41 16.24 .02

R’=.23 R?=.53

F (19, 166) = 2.64, p = .00

F(20,165)=9.24, p=.00

online gaming, ¢ = .25, SE = .10, #(166) = 2.53, p =
.05. Also, this perception was significant predictor of
self-control,a=—.11, SE=.04, 1(166) =-2.54, p = .01.
Self-control further predicted problematic online gam-
ing significantly, b =—.80, SE = .17, (165) =-4.70, p
<.001. However, no significant coefficient for path ¢’
was found, ¢’ = .16, SE = .09, #(165) = 1.73, p = .09.
According to Barron and Kenny (1986), this result re-
fers to full mediation. The 95% confidence interval
ranged from .0071 to .1925. Thus, there was a signifi-
cant indirect effect according to Preacher and Hayes
(2004). Also, the Sobel’s test, z=2.37, SE= .04, p =
.02, confirmed that the indirect effect was significant.

In conclusion, after controlling the effects of age,
gender, mental health diagnosis history, onset age of
game-playing,  game-playing  days/hours  per
week/days, preferred game-player mode, purpose of
game-playing, hardware used for game-playing, and
self-esteem, the bootstrapped indirect effect of per-
ceived paternal helicopter parenting on problematic
online gaming through self-control was .09. Hence, it
can be concluded that participants who differ one unit
in their perceived paternal helicopter parenting atti-
tude levels were predicted to differ by .09 units posi-
tively in the reported levels of problematic online
gaming. In other words, the indirect effect was based
on the tendency for those who perceived higher pater-
nal helicopter parenting attitude to have lower levels
of self-control, which in turn translates into higher lev-
els of problematic online gaming.

With regards to the study’s hypotheses, the results
of mediation analyses provided that H/, H2, and H3
were supported at maternal and paternal levels. H4
was further supported at paternal level. However, H4
was rejected at maternal level.

DISCUSSION

In 2019, the number of online games was about two
billion, and it is expected to reach more than six billion
online games in 2023 around the world according to
the recent reports on online gaming (Liao et al., 2020).
It is obvious that the popularity of online gaming has
been growing. However, this popular growth may
have some negative outcomes for the well-being of
online gamers (Billieux et al., 2015). In particular, the

increase in the popularity of online gaming would lead
to an increased risk of problematic online gaming
(Naskar et al., 2016). Also, the prevalence of problem-
atic online gaming in emerging adults is increasing
(Long et al., 2018). Thus, the present study was de-
signed to investigate some underlying mechanisms of
problematic online gaming among emerging adults.
More specifically, it was aimed to explore the relation-
ship between helicopter parenting, self-control, and
problematic online gaming. The literature on helicop-
ter parenting has focused on negative offspring mental
health outcomes such as depression, anxiety, and life
dissatisfaction (Hong & Cui, 2020; Reed et al., 2016;
Schiffrin et al., 2014; Turner et al., 2020). However,
problematic online gaming has not been yet under
scrutiny within the context of helicopter parenting.
Hence, the results of this study elucidated how heli-
copter parenting attitudes would be impairing for self-
control and consequently lead to problematic online
gaming in a sample of emerging adults. Moreover,
these results also advanced the current understanding
of problematic online gaming by adding the signifi-
cant role of helicopter parenting to the relevant litera-
ture.

This study provided evidence that self-control me-
diated the relationship between helicopter parenting
and problematic online gaming. However, although it
was found that mothers were significantly perceived
as having higher helicopter parental attitude than fa-
thers, the indirect effect was significant only at pater-
nal level. This finding can be explained by another ev-
idence of the study that self-control as the mediator
had a significant association only with perceived pa-
ternal helicopter attitude. Further, based on the results
of mediation analyses, the coefficients of paternal hel-
icopter parenting attitude for self-control and problem-
atic online gaming were higher than the coefficients of
maternal helicopter parenting attitude. Thus, it can be
concluded that, compared to mothers, fathers per-
ceived as having helicopter parental attitudes may
have a stronger impact on emerging adult’s self-con-
trol and result in higher levels of problematic online
gaming. This finding can be explained by the cultural
representations of fathers as authoritarian figures in
Turkey (Kavas & Gunduz-Hosgor, 2013). Also, pa-
rental gender differences found in this study were
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supported by the previous body of research within dif-
ferent contexts. For example, studies showed that pa-
ternal helicopter parenting had higher effects on or as-
sociations with depression, anxiety, alcohol use, mal-
adaptive college adjustments, and school burnout than
maternal helicopter parenting (Cui et al., 2019; Hong
& Cui, 2020; Klein & Pierce, 2009; Love et al., 2020;
Rousseau & Scharf, 2015). For Love and her col-
leagues (2020), paternal helicopter parenting attitude
would be more influential on emerging adults because
emerging adult offspring may internalize paternal hel-
icopter parenting more negatively and less normative
than maternal helicopter parenting owing to estab-
lished norms displayed by mothers such as involve-
ment, care, and control.

The study also published an association between
self-control and problematic online gaming. Self-con-
trol issues may lead to adverse coping behaviors like
binge-eating and alcohol use (Tangney et al., 2004).
Therefore, it can be inferred that problematic online
gaming might be a coping behavior as a result of low
self-control. In fact, this inference was supported by
the literature. For example, a survey study showed that
multiplayer online gamers who demonstrated more of-
ten problematic online gaming also reported playing
online games as a coping strategy to escape from real-
life issues (Stetina et al., 2011). The vast majority of
our study’s sample consisted of multiplayer online
gamers. Thus, it can be disputed that those who are
subjected to higher levels of helicopter parental atti-
tudes and consequently have lower levels of self-con-
trol may diverge to online games to cope with parental
expectations about their lives. For the practitioners
working with individuals who have game related is-
sues, it is clinically important to concentrate on their
patients’ game motivation. It can be an adaptive cop-
ing strategy like serving to alleviate stress from daily
hassles and so, improving their daily functioning. On
the other hand, it can emerge from internalizing other
problems, such as depression originating from low
self-control. At this point, escapism via gaming needs
to be taken into consideration more seriously.

Age is an important variable strongly predicting
problematic online gaming (Festl et al., 2012;
Mentzoni et al., 2011). Also, age has a curvilinear as-
sociation with problematic online gaming, which in-
creases during childhood and early adolescence,
reaches to a peak, and decreases throughout emerging
adulthood because of life interventions and obligations
(Henchoz et al., 2016; Ream et al., 2013). Further-
more, a six-year longitudinal study conducted by
Coyne and her colleagues (2020) with a group of ado-
lescences aged at the initial between 14 and 16 showed
that, despite the lower prevalence rate, the emerging
adulthood period was a critical-determining period of
game addiction among online gamers. Related, this
study confirmed previous findings in terms of age’s
significant association with problematic online gam-
ing. However, the direction of this association was

positive. Regarding the study of Coyne and her col-
leagues (2020), it can also be argued that the respond-
ents of this study who were at their late emerging-
adulthood ages might be at risk of game addiction.

It was additionally found that males had higher lev-
els of problematic online gaming than females. This
finding was also supported by former studies (Grif-
fiths, 2014; Griffiths et al., 2012; Kircaburun et al.,
2019). Online video game addiction statistics demon-
strated that males aged between 18 and 24 are at higher
risk for problematic online gaming (Healthy Gamer,
2020; The Recovery Village, 2020). Demograph-
ically, this data refers to emerging adult males. There-
fore, relating this statistic to the findings of the present
research and relevant literature, it can be deduced that
problematic online gaming is particularly prevalent
among emerging-adult male gamers. It should also be
noted that the majority of this study’s sample were
male and the most used hardware for playing online
games was reported as personal computers. According
to another research (Healthy Gamer, 2020), women
tended to show addictive behaviors for mobile games
more than men. Thus, although it was drawn a conclu-
sion for emerging adult males’ problematic online
gaming, future research may replicate the model of
this study with a sample of female gamers to under-
stand the particular relationship between women and
problematic online gaming through helicopter parent-
ing in the case of mobile gaming.

Further, this study evidenced that those who previ-
ously diagnosed with a mental disorder were more
likely to report higher levels of problematic online
gaming. Psychopathologies related to problematic
online gaming are generally evaluated as a behavioral
addiction and obsessive-compulsive  disorder
(Starcevic & Aboujaoude, 2017). On the other hand, a
systematic review study (Manniko et al, 2017)
showed that problematic gaming behavior is associ-
ated with depression, anxiety, attention-deficit hyper-
activity disorder, and obsessive—compulsive disorder.
The current study advocated previous findings be-
cause some respondents reported being previously di-
agnosed with anxiety disorder, attention deficit hyper-
activity disorder, behavioral addiction, major depres-
sive disorder, manic depression, and obsessive-com-
pulsive disorder. On the other hand, a number of the
participants stated having Asperger syndrome, atypi-
cal autism, bipolar disorder, bulimia nervosa, and par-
anoia. Importantly, it should be noted that it is not pos-
sible to make causal inferences about the relationship
between problematic online gaming and such psycho-
logical disorders based on survey-based studies.
Thereof, qualitative studies using an interpretative
phenomenological approach conducted with those
mentally disordered may highlight the multidirec-
tional links between and get a deeper understanding of
such relationships.

Present findings should be read in the light of its
limitations as well. First, this study is a cross-sectional
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survey. For this reason, making causal inferences
about the mediating effects through the obtained data
is not confident. Accordingly, future studies are rec-
ommended to adopt a longitudinal approach to draw
causal links between helicopter parenting, self-con-
trol, and problematic online gaming. Second, this
study sampled emerging-adult online gamers. As dis-
cussed, this age period is defined as a critical-deter-
mining period of problematic online gaming. There-
fore, replicating this study with clinical group samples
will show to what extent helicopter parenting is related
to the psychopathological outcomes of online gaming.
Third, this study was conducted in Turkey with a lim-
ited sample due to the difficulties to reach online gam-
ers. Therefore, it is not possible to generalize the find-
ings at a cross-country or -cultural level. In fact, cul-
ture shapes human behavior and accordingly parenting
(Ho et al., 2008). Hence, researchers from different
countries are invited to rerun the study’s model within
different cultural contexts for its cross-cultural valid-
ity. Also, the study’s sample consisted of self-identi-
fied online gamers. Future studies reperforming the
mediation model among diagnosed online gamers are
highly recommended. Lastly, recent research evi-
denced that the relationship between perceived heli-
copter parenting and psychological maladjustment
was stronger among college students living with their
parents than those living away from their parents
(Hong & Cui, 2020). Although living arrangement
was not controlled or added as a moderating variable
in this study, a moderated mediation model testing the
indirect/conditional direct effect of perceived helicop-
ter parenting on problematic online gaming through
self-control/living arrangement is suggested for future
work.
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