Problematic digital gaming behaviour and it’s relation to the psychological, social and physical health of Finnish adolescents and young adults. 
Abstract
[bookmark: _GoBack]This study aimed to identify the problematic gaming behaviour among Finnish adolescents and young adults, and evaluate its connection to a variety of psychological, social and physical health symptoms. Participants were people aged between 13 and 24 randomly selected from the Finland National Registry. 293 respondents data was included, with a mean age of 18.7. Participants completed an online questionnaire and responses were assessed using the Gaming Addiction Scale (GAS). Data was analysed using SPSS and Regression analysis. The results found that problematic gamers spent more minutes per day playing video games than non-problematic gamers, and also indicated that a preference for online interaction, being a student and depression are significant predictors for GAS scores. Results support pervious evidence that persons with psychological health problems are more susceptible to the dysfunctional features of digital game behaviour, however a low response rate among participants means caution should be taken when making generalisations.

