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Objective  This study evaluated the effectiveness of a humanities-based cognitive behavioral therapy (CBT) program for adolescents
aged 11-15 years exhibiting symptoms of problematic gaming, focusing on its impact on depression, anxiety, attention-deficit/hyperac-
tivity disorder (ADHD), and Internet gaming disorder (IGD).

Methods Elementary and middle school students with IGD symptoms were recruited and divided into a humanities-based CBT group
(20 students) and a control group receiving supportive therapy (21 students). Participants’ IGD symptoms and levels of depression, anxi-
ety, and ADHD before and after the intervention were compared and evaluated.

Results Verifying the effectiveness of the developed humanities treatment program showed a significant decrease in clinical scale scores
indicating anxiety, ADHD, and IGD. In particular, the differences in IGD and anxiety scores between the intervention and control groups
were significant, demonstrating the effectiveness of the humanities-based CBT program. Positive correlations were found between the
pre—post scores for depression and IGD and between anxiety, depression, and IGD following the humanities-based intervention.

Conclusion In this study, experts in various fields developed a humanities-based CBT program for adolescents with problematic gaming
behavior and verified its effectiveness, demonstrating that programs utilizing the humanities and writing can positively affect symptoms
of IGD, anxiety, depression, and ADHD in adolescents. These findings indicate the need to verify the effectiveness of humanities-based

therapy programs for adolescents in more diverse regions and age groups.
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INTRODUCTION

Background

Widespread Internet use has made video games accessible
anytime and anywhere. Consequently, gaming has become a
prevalent aspect of hobbies and leisure. However, excessive
gaming can negatively affect daily functioning. In particular,
excessive immersion in games has been associated with In-
ternet gaming disorder (IGD), which is frequently comorbid
with social isolation, poor interpersonal skills, attention-defi-
cit/hyperactivity disorder (ADHD), and symptoms of depres-
sion and anxiety among adolescents.'*
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Various interventions have been developed to address prob-
lematic gaming, including literacy education, cognitive behav-
ioral therapy (CBT), counseling, and pharmacological treat-
ments.”® However, most of these approaches emphasize the
pathological aspects of game use. IGD is now officially recog-
nized in the International Classification of Diseases 11th Re-
vision,”'’
symptom reduction rather than addressing the broader socio-
cultural context in which problematic gaming emerges. Con-
sequently, even CBT, the most widely used method, has been
criticized for its limited long-term effectiveness in treating
IGD."

Another treatment option is supportive therapy, which is a
non-pharmaceutical intervention based on emotional stability
and trust between the therapist and client that can effectively
reduce anxiety, increase self-efficacy, and strengthen social

which has resulted in treatment tending to focus on

relationships.'>"® Thus, it focuses on the protection of self-
function and restoration of a sense of reality rather than the
complete treatment and recovery of the patient."


http://crossmark.crossref.org/dialog/?doi=10.30773/pi.2025.0166&domain=pdf&date_stamp=2026-01-07

Recently, research has shown a tendency toward developing
personalized supportive therapy programs and approaches
that incorporate elements of CBT or psychodynamic therapy.'>'¢
Several studies have shown that supportive therapy, CBT, and
family-based therapy have been used in combination or indi-
vidually to alleviate IGD symptoms in adolescents.””*

However, supportive therapy for adolescents has several
limitations. Supportive therapy is limited in its ability to in-
duce practical behavioral changes, and previous research has
found that CBT is more effective in treating Internet addic-
tion anxiety, impulsiveness, and social isolation."” Further-
more, supportive therapy comprises short consultations in
an outpatient clinic, limiting its ability to serve as a direct in-
tervention for addictive behaviors. Motivation is a decisive fac-
tor in the effectiveness of treatment for adolescents with prob-
lematic gaming behavior.**** However, supportive therapy,
which lacks direct experience, is limited in its ability to foster
treatment motivation among adolescents. This indicates the
need for more applicable and motivating treatment approach-
es tailored to the needs of adolescents with IGD.

In response to these limitations, recent approaches have
shifted toward addressing users’ everyday lives and emotional
needs from a cultural rather than purely pathological perspec-
tive. Treatments involving elements of the humanities, such
as music, art, and physical activities, have been explored as
therapeutic.”? Adolescents are undergoing a period of unsta-
ble identity formation and often face anxiety and develop-
mental challenges that can be reinterpreted through the hu-
manities, particularly literature. By engaging with stories and
characters from diverse backgrounds and eras, adolescents
may come to recognize their struggles as part of a broader hu-
man experience.”**

This developmental sensitivity makes adolescence an opti-
mal period for using the humanities as a therapeutic method
not only for those with IGD but also for those experiencing
conflict or difficulties typical during adolescent developmental
processes.”** However, humanities-based therapy may be es-
pecially beneficial for adolescents with IGD, because ongoing
engagement in such programs can support better self-regula-
tion. The humanities offer opportunities for self-exploration
through verbal and non-verbal mediums, such as literature,
history, philosophy, and art, which may enhance adolescents’
ability to understand themselves and others.”*® In particular,
unlike other types of interventions, literature-based humani-
ties therapy not only redirects adolescents with IGD away
from excessive immersion in the Internet and gaming but also
alleviates core characteristics such as heightened impulsivity
and anxiety. For example, activities such as reading and writ-
ing offer vicarious experiences that allow adolescents to gain
new perspectives and insights into their thoughts and behav-
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iors.** As previous studies have shown,”*

engaging in these
activities may improve adolescents’ emotional regulation and
intelligence and subsequently reduce symptoms of IGD and
comorbidities such as depression, anxiety, and ADHD.
Therefore, this study aimed to develop and evaluate a hu-
manities-based CBT program designed to improve treatment
motivation and effectiveness among adolescents exhibiting
problematic gaming behavior. This humanities program inte-
grates literature, art, and music into the treatment process to
not only reduce problematic gaming behavior but also support
cognitive development and concentration during adolescence.
Additionally, the program addresses the call for scientific rig-
or by presenting measurable outcomes that can help substan-
tiate the therapeutic value of humanities-based interventions.

Hypothesis

Adolescents with problematic gaming behavior who partici-
pate in the humanities-based CBT program will show greater
improvement in symptoms of problematic gaming, depression,
anxiety, and ADHD compared to those receiving supportive

therapy.

METHODS

Participants

Participants were recruited from March to August 2024
through advertisements posted around Chung-Ang University
and in the surrounding community, including three elementa-
ry schools and three junior high schools. The inclusion criteria
were as follows: 1) aged 11-15 years and 2) recommended by
officials and guardians as students struggling with problems
in their daily lives related to problematic gaming. The exclu-
sion criteria were as follows: 1) a history of psychiatric diagno-
sis or current use of psychiatric medication; 2) developmen-
tal disabilities, including intellectual disabilities and autism
spectrum disorder; and 3) speech or learning disabilities.

The same inclusion and exclusion criteria were used for the
humanities-based CBT group and the control group who re-
ceived counseling (supportive therapy) once per week at the
IT and Human Research Center at Chung-Ang University.

The humanities-based CBT program was conducted in a
group format, divided into two groups of ten participants:
one consisting of upper-grade elementary school students
and the other of middle school students. Eight sessions (2
hours/session) were held weekly over 2 months from July to
August 2024. Although 30 adolescents were initially recruit-
ed, 10 students were excluded during the process of screen-
ing for problematic gaming behavior, resulting in a final
sample of 20 participants. The control group comprised 21
participants who received supportive therapy conducted in-
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dividually rather than in a group setting. A total of 41 indi-
viduals ultimately agreed to participate in the study. The study
procedures and informed consent documents were approved
by the Institutional Review Board of Chung-Ang University
(IRB No. 1041078-20240514-HR-120). All participants and
their legal guardians provided written informed consent be-
fore beginning the study.

Procedure

After obtaining consent from the participants and their
guardians, demographic information was collected from those
who met the inclusion and exclusion criteria. In total, 20 ad-
olescents participated in the humanities-based CBT group and
21 adolescents were included in the control group, who re-
ceived supportive therapy during the intervention period.
Participants were not randomly assigned to groups. The inter-
vention and control groups were recruited separately and par-
ticipated in different treatment formats. Thus, this study used
a non-randomized controlled design. Participants were asked
to complete the IGD scale and other psychological scales be-
fore and after the intervention (humanities-based CBT vs.
supportive psychotherapy) to assess the severity of their IGD
symptoms and psychological state, including symptoms of
depression, anxiety, and ADHD.

Measures

The measurement tools used in this study are described be-
low. These scales have all been verified for use in Korean pop-
ulations in prior studies, establishing reliability and validity.

Internet Gaming Disorder Scale-Short Form

The Internet Gaming Disorder Scale-Short Form (IGDS9-
SF) is a concise self-report instrument developed to assess the
severity of IGD symptoms in accordance with the nine diag-
nostic criteria outlined in Section IIT of the Diagnostic and
Statistical Manual of Mental Disorders-Fifth Edition (DSM-5).
Each of the nine items directly reflects a single DSM-5 crite-
rion for IGD, enabling both research and clinical assessments
to parallel the recommended diagnostic framework.”* The
validity of the Korean version of the IGDS9-SF used in this
study was previously established by Kim and Ko.*® They re-
ported that the K-IGDS9-SF demonstrated high internal con-
sistency, with a Cronbach’s alpha of 0.86 across all items. The
scale also showed strong concurrent, criterion, and conver-
gent validity, indicating its efficiency and validity in assessing
IGD symptoms. The IGDS9-SF comprises nine items assessed
on a 5-point Likert scale ranging from never (1) to very often
(5), and higher scores indicate a higher likelihood of IGD.”
The cutoft score for this scale is 21.
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State-Trait and Anxiety Inventory

Developed by Spielberger, the State-Trait and Anxiety In-
ventory (STAI) measures individual state anxiety (current feel-
ings of anxiety) and trait anxiety (anxiety as a characteristic
of one€’s personality) as a psychological measurement tool to
evaluate anxiety disorders. The STAI has undergone clinical
validation in Korea and was evaluated as a tool with satisfac-
tory factorial validity in a study involving 200 Korean patients
with anxiety disorders.* It comprises 40 total questions, with
state and trait anxiety measured using 20 questions each.
Answers are rated on a 4-point Likert scale, with higher scores
indicating higher levels of anxiety. This scale has been widely
used in various fields, and several studies have demonstrated
its reliability and validity.”

Children’s Depression Inventory

The Children’s Depression Inventory (CDI) was developed
by Kovacs as a psychological tool to assess depression in chil-
dren and adolescents aged 7-17 years. This scale has been
widely used to assess depression in clinical and research set-
tings. Cho and Lee* verified the Korean version of the CDI,
and its validity has been established through studies report-
ing optimal cutoff scores based on depression severity in Ko-
rean adolescents.* The CDI comprises 27 questions rated on
a scale ranging from 0 to 2. The score reflects a child’s feel-
ings, behavior, and thinking, and higher total scores indicate
more severe depressive symptoms. The CDI comprehensively
assesses various aspects of depression, including suicidal
thoughts and decreased mood, self-esteem, and academic in-
terest.*>*

ADHD Rating Scale (ARS)

The ADHD Rating Scale (ARS) measures the severity of
ADHD symptoms and comprises 18 questions, with careless-
ness and hyperactivity assessed using nine questions each.
Regarding internal consistency; So et al.* reported that Cron-
bach’s alpha ranges from 0.77 to 0.89 for the Korean version
of the ARS.

Statistical analysis

Demographic characteristics and baseline clinical scale
scores were analyzed using chi-square and independent sam-
ple t-tests. Independent sample t-tests were used to compare
clinical scale scores before and after the intervention and be-
tween-group differences at follow-up. Repeated-measures
analysis of variances (ANOVAs) were performed to examine
the interaction effect of group and time on clinical scale scores
(Figure 1). Additionally, correlation analyses were conducted
to explore the associations between clinical scale scores in
both the experimental and control groups. p<0.05 was con-



sidered statistically significant (Figures 2 and 3).

Humanities-based CBT program session organization

One psychiatric doctor, two clinical psychologists, one
writer, and one professor who majored in the humanities de-
veloped the humanities-based CBT for IGD used in this study.
The content of the CBT sessions was developed based on our
previous study on brain activation in response to literature-
related activities.”” Elements of the humanities were included
such as understanding and gaining insight into oneself and
others; improving emotional intelligence through emotional
expression and catharsis; enhancing cognitive abilities includ-
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ing attention, working memory, and problem-solving ability;
and clarifying the thinking process.**"

The humanities-based CBT for IGD program included
eight sessions with the following themes: 1) building relation-
ships; 2) simple attention enhancement; 3) emotional expres-
sion; 4) social skills training; 5) interpersonal relationship
training; 6) complex attention enhancement; 7) acceptance,
adjustment, and expression; and 8) improvement of logicality.
Each session lasted for 60 minutes with four or five adoles-
cents and two teachers.
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Figure 1. Changes in clinical scales scores between groups. A: Changes in IGDS9-SF scores between groups (F=5.26, p=0.027). B:
Changes in STAI scores between groups (F=6.48, p=0.02). C: Changes in CDI scores between groups (F=0.62, p=0.44). D: Changes in
ARS scores between groups (F=0.59, p=0.45). IGDS9-SF, Internet Gaming Disorder Scale-Short Form; STAI, State-Trait and Anxiety In-
ventory; CDI, Children’s Depression Inventory; ARS, attention-deficit/hyperactivity disorder Rating Scale.
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Figure 2. Correlations between clinical scales score changes in the experimental group. A: Correlation between IGDS9-SF and CDI scores
in the experimental group (humanities-based CBT) (r=0.487, p<0.05). B: Correlation between IGDS9-SF and ARS scores in the experimen-
tal group (humanities-based CBT) (r=0.474, p<0.05). IGDS9-SF, Internet Gaming Disorder Scale-Short Form; STAI, State-Trait and Anxiety
Inventory; CDI, Children’s Depression Inventory; ARS, attention-deficit/hyperactivity disorder Rating Scale; CBT, cognitive behavioral therapy.
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RESULTS

Demographic characteristics of the sample

No significant differences in demographic characteristics
were found between the experimental (humanities-based
CBT) and control (supportive therapy) groups, including sex
(x*=0.04, p=0.84), age (t=0.30, p=0.77), education period
(t=0.28, p=0.78), and economic status (t=-0.28, p=0.78). Ad-
ditionally, no significant between-group differences were found
in the baseline clinical scores before the intervention, includ-
ing the IGDS9-SF (t=0.09, p=0.93), STAI (t=0.01, p=0.99), CDI
(t=-0.21, p=0.84), and ARS (t=0.10, p=0.92) scores (Table 1).

Verifying the effectiveness of the humanities-based
CBT program

Changes in participants’ symptoms of IGD, depression, anx-
iety, and ADHD were analyzed pre- and post-intervention to
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Figure 3. Correlations between IGDS9-SF and ARS scores in the
control group (supportive therapy) (r=0.528, p<0.05). IGDS9-SF,
Internet Gaming Disorder Scale-Short Form; ARS, attention-defi-
cit/hyperactivity disorder Rating Scale.

Table 1. Demographic characteristics and clinic scales

assess the effectiveness of the humanities-based CBT program.
As Table 2 shows, both groups demonstrated statistically sig-
nificant improvements across all clinical scales post-inter-
vention.

Specifically, IGDS9-SF scores significantly decreased in
both the humanities-based CBT (t=5.29, p<0.001) and sup-
portive therapy (t=5.33, p<0.001) groups. A repeated-mea-
sures ANOVA revealed a significant group effect at follow-up
(F=5.26, p=0.027), indicating greater symptom reduction in
the humanities-based CBT group.

Similarly, STAI scores decreased significantly in both the
humanities-based CBT (t=3.77, p<0.001) and supportive ther-
apy (t=3.91, p<0.001) groups. A significant group difference
was observed in the follow-up analysis using a repeated-mea-
sures ANOVA (F=6.48, p=0.02), suggesting superior anxiety
reduction in the humanities group.

Both groups exhibited improvements in depressive (CDI:
humanities: t=2.39, p=0.03; supportive therapy: t=3.63, p=
0.002) and ADHD-related symptoms (ARS: humanities: t=
6.46, p<0.001; supportive therapy: t=4.25, p<0.001). However,
the between-group differences for these measures were not
statistically significant (CDI: F=0.62, p=0.44; ARS: F=0.59,
p=0.45).

Notably, although the baseline scores were comparable be-
tween groups, post-intervention scores revealed greater over-
all symptom improvement in the humanities-based CBT
group. These findings support the therapeutic potential of
integrating aspects of the humanities into a CBT program to
not only reduce problematic gaming behavior but also ad-
dress comorbid symptoms, such as anxiety and attention dif-
ficulties.

Humanities group (N=20) Supportive therapy group (N=21) Statistics
Demographic characteristics
Sex X’=0.04, p=0.84
Male 13 (65.0) 13 (61.9)
Female 7 (35.0) 8(38.1)
Age (yr) 13.0+1.5 12.9£1.6 t=0.30, p=0.77
Education period (yr) 6.2+1.7 6.0£1.7 t=0.28, p=0.78
Economic level (yr)* 2.1+0.5 2.0+0.6 t=-0.28, p=0.78
Clinic scales
IGDS9-SF 43.6%15.3 43.1+16.1 t=0.09, p=0.93
STAIL 35.6+7.7 35.6+7.2 t=0.01, p=0.99
CDI 12.3+6.4 12.7+6.4 t=-0.21, p=0.84
ARS 11.1+4.7 11.0+4.9 t=0.10, p=0.92

Data are presented as meantstandard deviation or number (%). *Economic level: 1=less than $30,000; 2=$30,000-$50,000; 3=more than
$50,000. IGDS9-SE Internet Gaming Disorder Scale-Short Form; STAI, Spielberg’s State-Trait and Anxiety Inventory; CDI, Children’s De-
pression Inventory; ARS, attention-deficit/hyperactivity disorder Rating Scale.
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Table 2. Clinical scale changes and group differences at follow-up
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Scale Group Baseline Follow-up Pre-post change Follow-up group difference

IGDS9-SF Humanities 43.6+15.3 26.4+5.1 t=5.29, p<0.001** F=5.26, p=0.027
Supportive 43.1+16.1 34.2+11.0 t=5.33, p<0.001**

STAIL Humanities 35.6+7.7 29.6+7.7 t=3.77, p<0.001** F=6.48, p=0.02
Supportive 35.6+7.2 33.7+6.4 t=3.91, p<0.001**

CDI Humanities 12.3+6.4 9.0+7.6 t=2.39, p=0.03 F=0.62, p=0.44
Supportive 12.7+6.4 10.5+5.4 t=3.63, p=0.002**

ARS Humanities 11.1+4.7 6.8+4.1 t=6.46, p<0.001** F=0.59, p=0.45
Supportive 11.0+4.9 7.4+3.7 t=4.25, p<0.001**

Data are presented as mean+standard deviation. **p<0.001. IGDS9-SE, Internet Gaming Disorder Scale-Short Form; STAI, Spielberg’s State-
Trait and Anxiety Inventory; CDI, Children’s Depression Inventory; ARS, attention-deficit/hyperactivity disorder Rating Scale.

Correlation of clinical scale changes post-intervention

Table 2 shows a positive correlation between changes in
ARS and IGDS9-SF scores in the supportive therapy group, in-
dicating that improvements in attention were associated with
reductions in IGD symptoms. In the humanities-based CBT
group, changes in IGDS9-SF scores were positively correlated
with changes in CDI and ARS scores, suggesting that reduc-
tions in problematic gaming behavior were associated with
improvements in depressive and attention-related symptoms.

DISCUSSION

This study’s findings indicate that a humanities-based CBT
program can decrease symptoms of IGD as well as associated
psychological symptoms, such as depressed mood, anxiety,
and attention problems. Moreover, improvements in IGD
symptoms were correlated with decreased attention prob-
lems and anxiety symptoms.

Although prior research has demonstrated the effective-
ness of CBT and arts-based interventions for IGD, few stud-
ies have directly used literature therapy or humanities-based
programs as core treatment modalities. Therefore, this study
is among the first empirical attempts to assess the therapeutic
impact of humanities-integrated CBT for adolescents with
IGD.

Several studies have explored the therapeutic impact of other
forms of arts-based interventions, such as music and art thera-
py; on reducing IGD symptoms and related psychopatholo-
gies. Humanities-based interventions can be considered a
subcategory of art therapy. Prior studies have employed other
forms of art therapy, such as art and music therapy, to treat
problematic gaming behavior. For example, Han et al.*® found
that an art therapy program significantly reduced symptoms
of IGD, depression, and anxiety in adolescents. Similarly,
Bong et al.*’ demonstrated that a combined CBT and music
therapy program was effective in alleviating the symptoms of
not only IGD but also those of depression, anxiety, attention,

and impulsivity. Both humanities-based CBT approaches
that incorporate art and music and the literature-based CBT
program implemented in this study have demonstrated ef-
fectiveness in reducing not only IGD symptoms but also co-
morbid psychiatric symptoms in adolescents with problematic
Internet use.*®* This observation aligns with the therapeutic
structure of PIPATIC, a multidimensional psychotherapy
program that, unlike conventional CBT approaches focusing
primarily on IGD symptoms, has demonstrated efficacy across
broader psychotherapeutically focused areas of IGD, includ-
ing educational, intrapersonal, and interpersonal functioning
and lifestyle restructuring.”

However, in contrast to PIPATIC, humanities-based CBT
emphasizes engagement with symbolic content and reflective
processes through literature, offering a unique pathway to-
ward self-exploration and emotional insight. This therapeutic
effect may be attributable to a shared mechanism in which
the object of excessive immersion is redirected toward human-
ities-based activities, such as literature, especially when imple-
mented in peer-group settings that facilitate emotional stabil-
ity and enhance social functioning through interpersonal
engagement.”

Specifically, compared with art and music therapies utiliz-
ing non-verbal emotional expression, which allows individu-
als to communicate their feelings through creative media*®*
rather than direct verbalization, literature-based CBT offers a
different pathway. In this approach, adolescents engage with
the lives and decisions of literary characters and are encouraged
to reflect on how they might have acted in similar situations.
This process fosters introspection and encourages partici-
pants to share personal insights with others.”"** Consequent-
ly, literature-based interventions provide adolescents with op-
portunities to explore their unstable and conflicted sense of
self during this critical developmental period.”"**

Furthermore, literature-based interventions offer distinct
therapeutic benefits by enabling symbolic and creative expres-
sion. Such interventions allow individuals to process emo-
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tional conflicts, deepen interpersonal awareness, and mean-
ingfully engage with their inner experiences through narratives
and metaphors.”* Notably, the humanities-based CBT pro-
gram developed in this study led to greater improvements in
anxiety and attention than in mood symptoms. These results
suggest that interventions incorporating literary reading and
expressive writing may be particularly beneficial for adoles-
cents with IGD who also exhibit comorbid ADHD or anxiety
symptoms.

Several studies on the humanities, especially literacy, have
reported relationships between literature-based activities, at-
tention problems, and anxiety reduction.” Furthermore, sus-
tained attention has been associated with reading comprehen-
sion among adolescents with ADHD.” Ghelani et al.* found
that adolescents with ADHD showed adequate single-word
reading ability but no differences in text reading rate and
reading comprehension, compared to adolescents with read-
ing disability. In addition, reading more books was found to
potentially reduce anxiety symptoms in college students dur-
ing the COVID-19 lockdowns in China.”

This study makes several key contributions. First, the hu-
manities-based program was developed through multidisci-
plinary collaboration involving medical professionals, clinical
psychologists, humanities educators, and literature therapy
specialists. This approach allowed for multifaceted interven-
tions tailored to the developmental needs of adolescents with
problematic gaming behavior. Second, the use of qualitative
data, such as participant reflections, creative works, and inter-
views, provided insights into internal changes that may not
be captured through quantitative measures alone. Finally, the
findings suggest that the humanities-based CBT program
could effectively reduce problematic gaming behavior, even
without pharmacological treatment or brief psychiatric con-
sultation. Beyond symptom reduction, this program appeared
to enhance adolescents’ self-awareness and interpersonal un-
derstanding. Notably, the findings demonstrate the potential
of this program to redirect adolescents’ excessive gaming-re-
lated focus toward constructive activities, such as reading lit-
erature and group-based expressive writing, thereby fostering
emotional and behavioral self-regulation.

This study had several limitations. First, the sample was
limited to elementary and middle school students residing in
Seoul, which may restrict the generalizability of the findings.
Future research should implement the program in more di-
verse settings to evaluate its broader applicability. Second,
participants were recruited based on self-report measures,
which may have introduced response bias and affected data
reliability. Future studies should consider collaborating with
school counseling centers or Internet addiction prevention
clinics to ensure more representative sampling and improve
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methodological rigor.

In conclusion, this study examined the therapeutic effec-
tiveness of integrating humanities-based elements into a CBT
program for adolescents with IGD. The findings demonstrat-
ed that incorporating literary reading and expressive writing
led to meaningful improvements not only in problematic
gaming behavior but also in symptoms of comorbid disorders
such as depression, anxiety, and ADHD. Although prior re-
search has investigated the effects of arts-based therapies, such
as music and art therapy, this study is notable for its develop-
ment and direct implementation of a humanities-oriented
program centered specifically on literature.

By engaging in structured reading and reflective writing ac-
tivities, participants developed enhanced self-awareness and
interpersonal insight, which appeared to support improve-
ments in emotional regulation and impulse control while re-
ducing problematic gaming behavior. These results underscore
the importance of a comprehensive developmental approach
that extends beyond symptom suppression. By targeting core
self-regulatory capacities and emotional expression, which are
key areas of vulnerability during adolescence, this study high-
lights the unique potential of humanities-informed interven-
tions as a valuable complement to conventional CBT strategies.
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