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Table 5 Internal consistency for the questionnaires used in the study (Cronbach’s o 95% CI),

skewness and kurtosis

Measure Questionnaire  Items N Cronbach’s « 95% CI Skewness  Kurtosis
1 Autistic Traits AQ 10 242 .53 [.40, .62] 0.75 1.00
2 IUD IAT 12 242 .88 [.86, .91] 0.32 -0.20
3 SNUD BSMAS 6 241 .86 [.82, .89] 0.46 -0.11
4  Gaming Disorder =~ GDT 4 116 .89 [.84, .93] 1.55 2.03
5  Depression PHQ 8 242 .89 [.85, .91] 1.11 1.18
6  Anxiety GAD 7 242 .93 [.91, .94] 1.10 0.52
7  Positive Affect PANAS 10 242 .87 [.84, .89] -0.07 -0.31
8 Negative Affect PANAS 10 242 .88 [.86, .90] 0.81 0.06

Table 6 Correlational analysis while considering the Palestine-related variables as covariates

Measure Questionnaire Autistic Traits (AQ)

1 IUD IAT .14%*

2 SNUD BSMAS .15%

3 Gaming Disorder GDT -.07

4 Depression PHQ .16*

5 Anxiety GAD 21%*

6 Positive Affect PANAS -.09

7 Negative Affect PANAS .14%*

Note. controlling for age, gender and Palestine-related variables. *p < .05, **p < .01
Table 7 Spearman’s Correlation Coefficient

Measure Questionnaire 1 2 3 4 5 6 7 8

1 Autistic Traits AQ - .13* J12% .03 .15% 20%*  -.09  .16%**
2 IUD IAT — .60** .38%* A42%% .33%%* -.22 .33%%*
3 SNUD BSMAS - 15 42%* .36%* -.16 3T
4  Gaming Disorder GDT - 24%% 21% -.14 .19*
5  Depression PHQ T8F*F 33 .6TFF
6  Anxiety GAD - -.31  .78%*
7  Positive Affect PANAS — -.28
8 Negative Affect PANAS

Note. controlling for age and gender. *p < .05, **p < .01

Table 8 Screening Questions about Social Media Use and Gaming Activity

Item N (%) Gender (F; %)
Social Media Usage in a Month
Never 1 0.40 1 (0.60)
Sometimes 28 11.6 21 (11.6)
Everyday 213 88.0 159 (87.8)
Gaming Activity in a Month
Never 126 52.1 97 (53.6)
Sometimes 90 37.2 65 (35.9)
Everyday 26 10.7 19 (10.5)

Note. The ”Sometimes” category is the combined total of ”Once or twice a month,” ” About once a week,”

and 7 A few times a week.”



B GDT Questionnaire

The Gaming Disorder Test (GDT; Pontes et al., 2021)

Instructions: The questions below are about your gaming activity during the past year (i.e., last 12 months). Here,

gaming activity means any gaming-related activity that has been played either from a computer/laptop or from a
gaming console or any other kind of device (e.g., mobile phone, tablet) both online and/or offline.

Please indicate how often the following issues occurred on average over the past twelve months until today.

) Very
Never Rarely Sometimes Often
Often
1. I have had difficulties controlling my gaming activity 1 2 3 4 5
2. | have given increasing priority to gaming over other 1 2 3 4 5
life interests and daily activities.
3. | have continued gaming despite the occurrence of 1 2 3 4 5
negative consequences
4. | have experienced significant problems in life (e.g.,
4 5

personal, family, social, education, occupational) due 1 2 3
to the severity of my gaming behavior.
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Arabic Version of the GDT Questionnaire
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