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Introduction

of Americans report Public health professionals are Games may provide features to
playing video games concerned with depression and extend real life relationships and
daily reduced social involvement make new ones online

Investigate the social structure of an online gaming site and impacts of
Obiective social support, sense of community, and depressive symptoms on social
connections with other gamers using longitudinal social network analysis.
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Conclusions .

Examininﬁ the impacts of online gaming

communication on feelings of support and
DS is increasingly important as the
popularity of gaming increases.

Results are timely given social isolation and
mental health impacts of COVID-19; online
connectivity could be a source of support
during this socially isolating time.




