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Adelantado -Renau et al., Association Between Screen Media Use and Academic Performance Among Children and
Adolescents: A Systematic Review and Meta -analysis. JAMA Pediatr. 2019 Sep 23.
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Przybylski AK, Weinstein N, Murayama K, Internet Gaming Disorder: Investigating the Clinical Relevance of
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Soc Netw. 2018;21:281-6.
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