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I[TEPIAHYH

H mopovoa épevva eEetdletl TIC WYOXOAOYIKES EMITTMOOELS TNG CLUUETOYNG 0€ MAlIKE JSlodtKTLOK(
mayviow poAwv (Massively Multiplayer Online Role-Playing Games — MMORPGS), eotidlovtog oTig
oyéoelg petald eEaptnong amd to moyviol, KatdhAyng, Kovovikoy dyyovg Kot tKavomoinong omd
Con. To delypa amotélecay 252 eviAikol EAANVOP®VOL TOUKTEC, Ol 00101 GUUTANPOGAV NAEKTPOVIKE
téooepa Yuyouetpikd epyoreio: Gaming Addiction Scale (GAS-7), Beck Depression Inventory-II
(BDI-II), Liebowitz Social Anxiety Scale (LSAS) kot Satisfaction With Life Scale (SWLS). H
OTOTIOTIKY] ovOAvon mpaypotonombnke pe to Aoywopkd IBM SPSS Statistics, ypnoiponoumvtag
TEPLYPOAPIKA GTATIOTIKA, cvoyetioelg Pearson, Spearman, t-test avedptntov derypdTmv Kot avaivon
dwkvpavong (ANOVA). Ta arotedéopota £de1&av 0TL 1 e&dptnon oxetiletan Betikd pe v KoTdbAy™
KoL opvNTIKA e TNV Kovoroinor ond ) {on, v dev Ppédnke onpavTik GUGYETION LLE TO KOWVOVIKO
dyyoc. Emiong, ot avdpeg gppdvicav vyniotepa eminedo e£ApTNong amd TG YOVOIKEG, EVM Ol MPEG
EVAGYOANONG ATOTELEGOV OTLOVTIKO TPoPAenTIKO Tapdyovta. Ta gupnpato avadetkviovy T covle
@OoN ™G OYEoNG HETOED WYLYOAOYIK®V Topoyoviov Kot evacyOoanong pe ta MMORPGs,
vroypappifovtog v avaykn yu TPOANTTIKEG TAPEUPACELS, WYLYXOEKTOIOEVOT KOl EPEVVNTIKY|

euPdOvvon oto medio TG SLOSIKTLOKNG YVYOAOYING.

Aéeig-klerorg: MMORPGS, 010106 amd 10 oy viot, KatdOiwyr, Kotvavikd dyxog, IKovomoinon

ard ™ (o1, YOYOAOYIKEG EMNTMOELS, SLOOIKTLOKT CLUTEPIPOPE



ABSTRACT

The present study investigates the psychological effects of participation in Massively
Multiplayer Online Role-Playing Games (MMORPGs), focusing on the relationships among gaming
addiction, depression, social anxiety, and life satisfaction. The sample consisted of 252 adult Greek-
speaking players who completed four standardized psychometric instruments: the Gaming Addiction
Scale (GAS-7), Beck Depression Inventory-II (BDI-II), Liebowitz Social Anxiety Scale (LSAS), and
Satisfaction With Life Scale (SWLS). Statistical analyses were conducted using IBM SPSS Statistics,
employing descriptive statistics, Pearson’s, Spearman’s correlations, independent-samples t-tests, and
one-way analysis of variance (ANOVA). The results indicated that gaming addiction was positively
correlated with depression and negatively correlated with life satisfaction, while no significant
association was found with social anxiety. Furthermore, male participants reported higher levels of
gaming addiction compared to females, and weekly gaming hours emerged as a significant predictive
factor. These findings highlight the complex and multifactorial nature of the relationship between
psychological variables and engagement in MMORPGs. The results underscore the need for preventive
interventions, psychoeducational programs, and further research in the field of cyberpsychology and

digital well-being.
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