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Supplementary materials
Detailed description of participants and procedure
The study sourced its data from a comprehensive database, collaboratively developed by the corresponding author (Ni)’s lab and the local department of education, centering on family education and the psychosocial development of adolescents. Ethics approval was obtained from the ethics committee of the corresponding author’s institution. The database was established in 2019 before the Chinese government introduced an online gaming curfew for youngsters to curb online gaming addiction (Huaxia, 2021), including a total of 4,902 families with secondary school students from Shenzhen, an economically developed city in Southern China. The families were recruited from 36 secondary schools across eight administrative districts of Shenzhen. We created the electric invitation letters, consent forms, and online surveys using one of the most widely used online survey platforms in China – Sojump (https://www.wjx.cn/). The head teachers at each secondary school helped distribute these materials to potential participants through the “teacher-parent WeChat groups”, a common tool to facilitate communication and collaboration between teachers and parents for educational matters in China (see Guo et al., 2018). Upon receipt of the invitation letters, families who agreed to join the study completed the online consent forms and provided electronic signatures. Parents signed their consent for both the participation of themselves and their children, and adolescents also provided their own consent before the start of the survey. 
For each family, one parent and one adolescent child were invited to respond to the online anonymous survey, using their own electronic devices, such as a tablet or smartphone. The online survey included two sections – parent survey and adolescent survey. Participants were instructed that parents should complete the first section, while adolescents should complete the second section. It took each of them approximately 15 minutes to complete their section.  Each section of the survey included a bogus item (i.e., “I was born on February 30”). If the parent or the adolescent provided a “yes” response to this item, this parent-adolescent dyad would be regarded having careless responses and removed from the data analyses. In the end, the data analysis encompassed 4,835 parent-adolescent pairs with credible responses. The average age of parents (69.8% mothers) was 41.45 years old (SD = 4.53), and that of adolescents (45.5% females) was 13.5 years old (SD = 1.00) (see Table S1 for the participants’ characteristics). 

Table S1. Participant Characteristics
	
	Parents 
	Adolescents

	Parental Gender
	
	

	Fathers
	1,460 (30.2%)
	

	Mothers
	3,375 (69.8%)
	

	Education level
	
	

	High school or below
	2,842 (58.8%)
	

	Postsecondary school or above
	1,993 (41.22%)
	

	Household income
	
	

	Under ¥30,000 
	672 (13.9%)
	

	¥30,000 - ¥50,000
	676 (14.0%)
	

	¥50,000 - ¥100,000
	1,230 (25.4%)
	

	¥10,000 - ¥360,000
	1,417 (29.3%)
	

	¥360,000 - ¥500,000
	365 (7.5%)
	

	¥500,000 - ¥800,000
	233 (4.8%)
	

	¥800,000 - ¥2,000,000
	189 (3.9%)
	

	¥2,000,000 Above
	53 (1.1%)
	

	Marital status
	
	

	Single
	37 (0.8%)
	

	Married 
	4,517 (93.4%)
	

	Others (divorced/separated, widowed/remarried)
	281 (5.8%)
	

	Adolescent Gender
	
	

	Females
	
	2,178 (45.0%)

	Males
	
	2,657 (55.0%)

	Grades
	
	

	7th Grade
	
	2,009 (41.6%)

	8th Grade
	
	1,497 (31.0%)

	9th Grade
	
	1,329 (27.5%)





Table S2. Scale description
	
	Construct
	Scale source
	Item no.
	Scaling
	Sample items

	Parent report
	Parental depression
	Patient Health Questionniare-9 (PHO-9; Kroenke et al., 2001)
	9
	1 = not at all, 
4 = nearly every day
	Over the past 2 weeks, how often have you been bothered by any of the following problems?
· Little interest or pleasure in doing things
· Poor appetite or overeating
· Trouble concentrating on things, such as reading the newspaper or watching television

	
	Parental anxiety
	Spielberger State – Trait Anxiety Inventory (STAI; Marteau & Bekker, 1992; Spielberger, 1983)
	6
	1 = very rare, 
4 = very often
	Over the past 2 weeks, how often have you been bothered by any of the following problems? 
· I feel tense
· I feel relaxed (reverse keyed)
· I feel worried


	Adolescent report
	Game addiction
	Game Addiction Scale (Festl et al., 2012; Lemmens et al., 2009)
	7
	0 = never, 
4 = always
	How often during the last six months
· Did you think about playing a game all day long?
· Did you spend increasing amounts of time on games?
· Did you play games to forget about real life?

	
	Parent-child relationship
	Parent and Peer Attachment (IPPA; Raja et al., 1992; Armsden & Greenberg, 1987)
	12
	1 = not true at all, 
5 = very true
	· I tell my parents about my problems and troubles
· My parents respect my feelings.
· I don't get much attention at home (reverse keyed).





Data Analytic Approaches of Mediation Analysis and Moderated Mediation analysis 
First, to understand how parental mental health influences adolescents’ problematic gaming, we tested the direct effects of parental depression/anxiety on adolescents’ game addiction, as well as their indirect effects via the mediator of parent-child relationship quality by using Lavaan package in R program (Rosseel, 2012). Path analyses were used and the equations were listed below.
Direct effect equation:
Adolescent problematic gaming = b * Parent-child relationship + c' * Parental depression/anxiety + e
Mediator equation:
Parent-child Relationship = a * Parental Depression/Anxiety + e
Indirect effect = a * b
Total effect =  c' + ab

Second, to further understand the moderating role of emotional regulation strategies in the aforementioned mediation process, we investigated the moderating mediation effect of cognitive reappraisal and emotional suppression simultaneously. The equations were listed below:
Direct effect equation:
Adolescent problematic gaming = b * Parent-child relationship + c' * Parental depression/anxiety + e
Mediator equation:
Parent-child relationship = a0 + a1* Parental Depression/Anxiety + a2 * Cognitive reappraisal + a3 * Emotional suppression + a4 * Parental Depression/Anxiety * Cognitive reappraisal + a5 * Parental Depression/Anxiety * Emotional suppression +  e
Indirect effect of parental depression/anxiety on the condition of cognitive reappraisal  = b * (a1 + a4)
Indirect effect of parental depression/anxiety on the condition of emotional suppression = b * (a1 + a5)
Total effect =  c' + b * (a1 + a4 + a5)
Supplementary Analyses – Prevalence Rate
We followed the scoring of Festl et al. (2012). Participants who chose “sometimes”, “often” and “always” for at least four out of seven items were coded as problematic game users, and those who chose these options for all seven items were coded as addictive game users. Using a monothetic approach (i.e., endorsing all the criteria) to identify addictive use has been considered to provide a better estimate of addicted gamers than a polythetic approach (i.e., endorsing half or more criteria), which might be at risk of overestimation (Lemmens et al., 2009).  Therefore, previous studies have found that prevalence rates reported based on the seven-item version of Game Addiction Scale (GAS-7, Lemmens et al., 2009) were relatively lower than those using other measures (Stevens et al., 2021). 
The current findings are shown in Table S3. We found that 16.8% and 13.1% of adolescents demonstrated symptoms of problematic and addictive gaming, respectively. These numbers appeared higher than the global prevalence reported by Stevens et al.’s (2021) meta-analysis (using GAS-7; 1.75%) and the average prevalence in adolescents (4.6%) estimated by Fam’s (2018) meta-analysis. However, the current sample’s prevalence rate of addictive gaming is comparable with rates found by a few previous studies using Chinese adolescent samples (13.0%; Wang et al., 2015; 11.3%, Liu et al., 2021), highlighting the elevated risk of gaming addiction in Chinese adolescents. Among problematic users, 70.9% of them were male; among addicted users, 68.6% of them were male. Chi-square test revealed that more boys showed problematic gaming and addictive gaming (2(2) = 185.25, p < .001) than girls. 
Table S3. Descriptive information of the Game Addiction Scale and prevalence rate (N = 4,835)
	Item
	Mean (SD)
	Frequency (%) #

	1) Did you think about playing a game all day long? (salience)
	1.20 (1.08)
	2,163 (44.7%)

	2) Did you play longer than intended? (tolerance)
	.99 (1.02)
	1,622 (33.5%)

	3) Did you play games to forget about real life? (mood modification)
	.81 (1.03)
	1269 (26.2%)

	4) Have you failed when trying to reduce game time? (relapse)
	.95 (1.10)
	1,564 (32.3%)

	5) Have you felt bad, when you were unable to play? (withdrawal)
	.92 (1.05)
	1,537 (31.8%)

	6) Did you have fights with other (e.g., family, friends) over your time spent on games? (conflict)
	.97 (1.08)
	1,646 (34.0%)

	7) Have you neglected other important activities (e.g., school, work, sports) because you were playing games? (problems)
	.68 (.97)
	1,084 (22.4%)

	Mean GAS score
	.93 (.89)
	

	Proportion problematic users [n (%)]
	810 (16.8%)
	

	Proportion addicted users [n (%)]
	633 (13.1%)
	


Note. #The number and proportion of participants who chose “sometimes”, “often”, or “always”. 


Supplementary Analyses – Gender Variations
We tested whether the moderated mediation model applied to different groups of parental gender (father vs. mother) and adolescent gender (son vs. daughter). First, we computed a two-group model that allowed parameter estimates to differ in the two groups. Next, we computed a two-group model that constrained all the parameter estimates of major interest (i.e., parental distress, emotional regulation, interaction of parental distress and emotion regulation predicting parent-child relationship; parental distress and parent-child relationship predicting adolescent problematic gaming) to be equal for the two groups. Regarding model comparison, as Δ2 is sensitive to large sample size, we referred to ΔCFI and ΔRMSEA in the evaluation of the model invariance. If the constrained model (vs. free model) shows a decrease of ≥.005 in CFI, supplemented by an increase of ≥.01 in RMSEA, it indicates non-invariance between the two groups (Chen, 2007).
The results showed that the constrained models of parental depression (2 = 6.455, p = .488; CFI = 0; RMSEA = -.001) and parental anxiety (2 = 8.336, p = .304; CFI = 0; RMSEA = -.001) that assumed the father group and mother group to be equal did not show remarkably worse model fits relative to the free model (see Chen, 2007). Additionally, the constrained models of parental depression (2 = 40.957, p < .001; CFI = -.005; RMSEA = .003) and parental anxiety (2 = 44.709, p < .001; CFI = -.007; RMSEA = .005) that assumed the boy group and girl group to be equal did not show remarkably worse model fits relative to the free model. These results suggested that moderated mediation model of parental depression and the model of parental anxiety were true of both paternal and maternal psychopathology and of both boys’ and girls’ severity of game addiction. 
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