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[Abstract]

This study examined differences in gaming disorder and ADHD scores based on game genre preference, and tested whether
game genre preference has additional explanatory power for total ADHD scores and subscales even after controlling for gaming
disorder. An online survey was conducted with 393 respondents aged 15-29, and preferred game genres were classified as casual,
RPG, AOS, or strategy simulation. Data were analyzed using independent samples t-tests, chi-square analysis, ANOVA, and
hierarchical regression analysis. Results indicated that the RPG-preferring group had the highest levels of gaming disorder and
ADHD scores, while the casual group had the lowest. Even after controlling for gaming disorder, game genre additionally
predicted impulsivity among the ADHD subscales. These findings demonstrate that game genre preference is closely associated
with gaming disorder and ADHD, particularly impulsivity, and suggest the importance of considering genre characteristics in

developing gaming disorder prevention and intervention strategies, as well as in designing digital therapeutic games for ADHD.
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Table 1. Video game genres: Classification, characteristics,
and examples

Game Genre Characteristics Examples

Games that are relatively low | Cookie Run,

Casual in difficulty and easy to play | Kartrider Rush+

"Games involving character
Role—Playing | development through missions | MapleStory,

(RPG) and progressively challenging | Identity V
tasks
Games in which players League of

AOS control characters to destroy | Legends, Heroes
the enemy's base and win of Newerth

Games focused on combat
action, resource gathering,
base building, and technology
development

Romance of the
Three Kingdoms,
StarCraft

Strategy
Simulation
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Table 2. Means (SDs) for gaming disorder, ADHD, and
frequency of game genre preference by gender

b,

Gaming Game Genre™"
Disorder ADHD N(%)
' 6.25"
Inattention 12
(+4.39) | Casual (6.2)
- 4.52
Hyperactivity
9.98 (£3.29) | ppg (3?01 )
Male (+9.89) Impulsivit 3.58" .
0.83 PUISVIY 1 (13.04) 66
(£0.47) I'Seli—Concent | 5.26 A0S 1 (34.2)
Problem (£3.37)
19.62" Strategy 55
Total (+12.09) | Simulation | (28.5)
: 7.65"
Inattention 72
(+5.33) Casual (36.0)
- 5.14
Hyperactivity
10.75 (419 | Reg (2280)
Female (+13.00) Impulsivit 5107 .
0.77 Yol (2417) 0
(£1.02) Fgoit Concept | 5.94 A0S 1 (21.0)
Problem (£4.23)
03 go** | Strategy 28
Total (+16.13) | Simulation | (14.0)
“p < .01; "p < .001. For gaming disorder, the upper rows

represent raw scores and the lower rows represent log—transformed
scores.
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Table 3. ANOVA results for gaming disorder by game genre

preference
Gaming Disorder
Category
n Mean SD F Scheffe
Casual® 84 0.10 0.96
RPGP 118 0.61 0.91
Game 506" a<b
Genre AOS°® 108 0.27 0.91 . b>c
Strategy
Simulation® 83 0.37 1.08
*p < .001
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Table 4. ANOVA results for the ADHD total score, and four
subscale scores by game genre preference

Inattention
Category
n Mean SD F Scheffe
Casual® 84 | -0.19 | 0.90
a RPG® 118 | 0.32 | 1.04
ame B
Genre AOS* 108 | 0.01 | 0.99 | 5.47 a<b.d
Strategy
Simulation® 83 0.28 | 1.00
Hyperactivity
Category
n Mean SD F Scheffe
Casual® 84 | -0.16 | 0.94
G RPG® 118 | 0.35 | 1.06
ame B
Genre AOS*® 108 | 0.08 | 1.01 | 470 a<b,d
Strategy
Simulation® 83 0.29 | 1.1
Impulsivity
Category
n Mean SD F Scheffe
Casual® 84 | -0.30| 0.85
G RPG® 118 | 0.32 | 1.08
ame
Genre AOS* 108 | 0.05 | 1.05 |6.63 a<b,d
Strategy
Simulation® | 83 | 026 | 1.09
Self-Concept Problem
Category
n Mean SD F Scheffe
Casual® 84 | -0.21| 0.91
G RPG® 118 | 0.20 | 0.94
ame B
Genre AOS* 108 | -0.10 | 0.94 | 4.33 a<b
Strategy
Simulation® | 83 0.16 | 0.95
Total
Category
n Mean SD F Scheffe
Casual® 84 | -024 | 0.88
G RPG® 118 | 0.33 | 1.03
ame
Genre AOS® 108 | 0.01 | 1.01 |6.69 a<b.d
Strategy
Simulation® 83 0.29 | 1.00

“p<.01, " p<.001
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Table 5. Hierarchical regression results for ADHD total score
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Table 6. Hierarchical regression results for the four ADHD

21

3 subscale scores
step | Predictor B B R? Ad“é?tEd AR? T
o 6 Step | Predictor B B R? J;Ete AR?
aming . -
! Disorder | (0.04) 0.64 0.4151 0.413 Inattention
Gaming 0.66 ; Gaming 0.58 . .
) Disorder | (0.04) 0.63 1 Disorder | (0.04) 0.56 0.313 | 0.311
Gaming 0.57
RPG 0.24 . 2 ) 0.54
(dummy) | (0.11) 0.11 Disorder | (0.04)
RPG 0.22
ACS 0.14 0.10
(dummy) | (0.11) 0.06 (dummy) | (0.12)
AOS 0.11 0.05
Strategy | o 5, (dummy) | (0.12) :
Simulation (0'12) 0.14™
(dummy) ) Strategy 0.32
Simulation (0.13) 0.13*
0.429 | 0.423"** | 0.014 (dummy) .
0<.05 "p< .01, " p<.001. B = unstandardized 0.326 | 0.319"" | 0.012
coefficient,B = standardized coefficient. S. E. of B are in Hyperactivity
parentheses. The gaming disorder score represents the Gamin 0.67
standardized residual score from which the effects of age and 1 . 9 ’ 0.62""" | 0.380 | 0.378""
Disorder | (0.04)
gender have been removed.
Gaming 0.66
L - B} NN 2 Disorder | (0.04) | %-°
3 5% ADHD g—ﬂoﬂ et S1A14 371y AdE A PG | 018
3l31 gltk. HF ¥ ADHD 23S frolahAl Aialict (dummy) | (0.12) | ©%8
F = 728, p < 00D, 1814 A1) o128 FU 2 Jos 1013 T g o
- - dumm 0.12 ’
7}, mge] dweo] fe)shA YETHAR? = 413, p < Sraee,
001). 2gAlA A A2s Fr13E Ay, AlY Zel& Simulation (8?2) 0.11°
£ ool AREe] F e S (L4 AR (dummy)
= 014, p < .05). o= AY A2 AEw7} ADHD E3e] _|0.967] 0.381" | 0.008
ohel AShshelsE 40l Elsie] £714 LS Al 2 sty
=y ; Gaming 0.65 060 | 0360 | 0358
-4‘3]75]":} TFAReR, AN F=2 F EEHYY A AlE Disorder | (0.04) | - . :
o)L 7]%H (7H—Zr°é)°ﬂ H|&] ADHD &% o] Tr_/]g].yﬂ ° Gaming (0.64) 058"
- Disord 0.05 ’
iwu% AOSE BAHC Frolat Aol mol) Rk, w6 | 0z
¥ 6 ADHD 7} 3191848 F5HSE 3 9714 39) (dummy) | (0.12) | 013
BA Ang Axsa At B4 An, FodAw(F = Jos oz g
46.8, p<.001), ‘HA&E (F = 61.3, p< .001), ‘Z54'(F ummy? | =
o Strategy 0.39
=58.3, p<.00D), ‘APl #A"(F = 35.7, p<.001) & Simulation | (3 | 0157
A AT 2qe] ofsbl Hebieh, el 24 (qummy) | ©
oljolE BAZ EA5 5 Al AEZ ZrlelAS u), o 0.375| 0.369""" | 0.016"
Self-C t Probl
HZAJ(AR? = 012, p > .05), 'HIHE(AR? = .008, p > T 560 oneept e
Lol Tl A2 — A= Ao 1 aming : 0.51"" | 0.259 | 0.257"**
.05), 'Zrod A (AR® = .010, p > .05)ddlA= = o] Disorder | (0.04)
FelBA Z7HekA gk, whe, 3B e] A4S Aol o | Gaming [ 0.49 "o
5 S i .04 .
Fol3Hl 27kt omM(1.6%; AR® = 016, p < .05), ol Dooder | OO0
Al A2 NF I} 2EA 549 e 20 g Aol E = (dummy) (0:12) 0.08
Al Hafe] 3714 ARG A AL AT 53 7] A0S [ 003 | o)
FATENFED) ) HE] SZH T} A AFH ol F2o (sturr:my) (0.12)
(s , _ — rategy
/‘1 E'}B] qul:ﬂ' ‘IT’] 0]'7‘1] ._L/\)\’T;]— ]‘—H@' éy’}'f ADHD Simulation (8?;) 0.10
R0l UiF A P2 Hawe] 4 dnEe] T2 F5 (qummy) | ©
A 3k @ el ol 7)Q18ke AJALEI) 0.269 | 0.261"" | 0.010
p<.05, "p< .01, ""p< .001. B = unstandardized
coefficient,B = standardized coefficient; S. E. of B are in
parentheses. The gaming disorder score represents the
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standardized residual score from which the effects of age and
gender have been removed.
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Table 7. ANCOVA results for gaming disorder, ADHD total

and subscale scores by game genre preference,

controlling for age and sex

of| rHE 7| nte

k=)
o Xlo|: At M

=X 2t ADHD &8 &
EHE SHlst ANCOVA

kH
H

[l

= par'gal order of adjusted Bonferro—ni
n mean
RPG,
Gaming 6.1 0.045 RPG > Strategy > | strategy>
Disorder ' ' AQS >Casual casual;
RPG>A0S
RPG
RPG > Strategy > ’
ADHD total 6.2 0.046 AOS >Casual strategy>
casual
RPG
. . RPG > Strategy > ’
Inattention 4.7 0.035 AOS >Casual strategy>
casual
RPG
- . RPG = Strategy > ’
Hyperactivity | 5.1 0.038 AOS >Casual strategy>
casual
RPG
- RPG = Strategy > ’
Impulsivity 5.6 0.042 AOS >Casual strategy>
casual
Self-
Concept | 4.1 | 0.031 | MPG>Strategy > | RPG >
AQOS >Casual causal
Problems
“p< .01, ""p< .001. Strategy = Stratgy Simulation.
http://dx.doi.org/10.9728/dcs.2026.27.7.1817

S71EA HIHME, g 2ol ANz
Table 8. Results of hierarchical regression analysis examing
the incremental contribution of game genre
preference to ADHD and its subscales beyond sex,
age, and gaming disorder

1824

B AF AR? VIF
ADHD total 2.6 1.1%* <1.9
age 0.02 1.0
sex 0.22""" 1.2
GD 0.62""" 1.1
RPG 0.11" 1.9
ACS 0.06 1.9
Strategy 0.13" 1.8
Inattention 2.1 1.0% <1.9
age -0.03 1.0
sex 0.21"" 1.2
GD 0.53"" 1.1
RPG 0.10 1.9
AOS 0.05 1.9
Strategy 0.13" 1.8
Hyperactivity 1.3 0.6% <1.9
age 0.09" 1.0
sex 0.14™ 1.2
GD 0.60""" 1.1
RPG 0.08 1.9
AOS 0.05 1.9
Strategy 0.10 1.8
Impulsivity 3.6* 1.7%* <1.9
age 0.05 1.0
sex 0.29"" 1.2
GD 0.56""" 1.1
RPG 0.14™ 1.9
AOS 0.12" 1.9
Strategy 0177 1.8
Self-Concept 1.2 0.7% <1.9
age —-0.01 1.0
sex 0.13" 1.2
GD 0.50™" 1.1
RPG 0.05 1.9
ACS -0.01 1.9
Strategy 0.07 1.8

p< .05, “p< .01, "p<.001.

GD = Gaming Disorder; self-concept = self-concept problems;
Strategy = Stratgy Simulation;

B = standardized coefficient. reference group=Casual.
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