Table S1 Measurements with original items
	Variables
	Measurements
	Original items

	Behavioral intention to reduce gaming time
	A single item
	In the next 12 months, would you intend to change your internet gaming time? (response options = increase to a great extent, increase to some extent, status quo, reduce to some extent, reduce to a great extent)

	Probable internet gaming disorder (IGD)
	The 9-item DSM-5 IGD Checklist
	(Response options = Yes, No)
1. You preoccupy with Internet games. (You think about previous gaming activity or anticipate playing the next game; internet gaming becomes the dominant activity in daily life.)
2. You have withdrawal symptoms (e.g., irritability, anxiety, or sadness) when internet gaming is taken away. 
3. You feel the need to spend increasing amounts of time engaged in internet games.
4. You have made unsuccessful attempts to control your participation in internet games.
5. You have lost interest in previous hobbies and entertainment as a result of, and with the exception of, internet games.
6. You continue excessive use of internet games despite knowledge of psychosocial problems.
7. You have deceived family members, therapists, or others regarding the amount of internet gaming.
8. You use internet games to escape or relieve a negative mood (e.g., feelings of helplessness, guilt, anxiety).
9. You have jeopardized or lost a significant relationship, job, or educational or career opportunity because of participation in internet games.

	Parental gaming attributes
	a. Parental invitations to co-play
b. Adolescents’ perceived parental IGD
	a. How often do your parents invite you to play internet games together? (response options = never, sometimes, frequently, always)
b. Do you think if your parents have had internet gaming disorder (response options = definitely not, likely not, unsure, likely yes, definitely yes)

	Positive outcome expectancy of internet gaming
	The 6-item scale of perceived positive impacts of internet gaming at present and in the long run
	(Response options = none, low, moderate, high, extremely high)
1. How much do you believe that internet gaming has positive impacts at present on your mental health?
2. How much do you believe that internet gaming has positive impacts at present on your social relationships?
3. How much do you believe that internet gaming has positive impacts at present on your personal achievements?
4. How much do you believe that internet gaming has positive impacts in the future on your mental health?
5. How much do you believe that internet gaming has positive impacts in the future on your social relationships?
6. How much do you believe that internet gaming has positive impacts in the future on your personal achievements?



