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PLENARY LECTURES
PL-1

Reconceptualising reducing gambling harm: How to encourage 
consumer engagement in lower-risk gambling?

SALLY GAINSBURY

Gambling Treatment & Research Clinic, University of Sydney
E-mail: sally.gainsbury@sydney.edu.au 

Efforts to reduce gambling harm have typically focused on providing support for those in-
dividuals experiencing severe problems, such as self-exclusion and/or treatment. Gambling 
harm prevention has generally included public health messaging to increase awareness of 
gambling risks or the low odds of winning. Few initiatives have sought to understand con-
sumer’s perspectives and develop tools and resources that would be useful for those who 
want to continue to gamble, but in a way that does not lead to harm.

Many gambling harm minimisation tools have been developed such as deposit limits and 
activity statements or personalised feedback. However, there is low voluntary uptake of these 
with research suggesting they are not considered relevant by most customers. This presenta-
tion will discuss how we can reconceptualise efforts to facilitate lower-risk gambling with 
consumer-centric methodologies.

Keywords: gambling, harm reduction

PL-2

Early interventions in Internet Use Disorders

HANS-JÜRGEN RUMF

University of Lübeck, Department of Psychiatry and Psychotherapy, Center for Integrative Psychiatry, 
Research Group S:TEP
E-mail: Hans-Juergen.Rumpf@uksh.de

Background and aims: In recent years, empirical evidence on effective treatments for In-
ternet Use Disorders (IUDs) has increased. At the same time, first empirically sound stud-
ies on brief interventions for IUDs have been published. Approaches like Screening and 
Brief Intervention (SBI) are well known from studies in substance use disorders. Aim of 
the presentation is to review the current evidence of such approaches for IUDs. Methods: 
A narrative literature review was performed and current ongoing studies will be presented. 
Results: As a prerequisite of SBI, sound screening tools are necessary. Although numerous 
questionnaires have been developed for different IUDs many of them show weaknesses and 
there is a lack of gold standard tools. Cognitive behavioral approaches as well as other forms 
of interventions show effectiveness. The number of sound studies, however, is still limited. 
Other interventions such as telephone counselling based on Motivational Interviewing could 
not prove efficacy. In particular in young age groups, digital interventions are promising and 
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some large-scale studies are currently underway. Conclusions: The field of early interven-
tions based on screenings and subsequent brief interventions for IUDs is developing. While 
more robust studies are needed, these approaches are of particular public health importance.

Keywords: internet use disorder, interventions

PL-3

Natural history and relating factors of internet gaming disorder in 
Korean children and adolescents

HYEON WOO YIM

Department of Preventive Medicine, College of Medicine, Catholic University of Korea 
E-mail: y1693@catholic.ac.kr

The iCURE (internet user Cohort for Unbiased Recognition of gaming disorder in Early ado-
lescence) study is school-based Prospective cohort study to see the natural history of internet 
gaming disorder (IGD) among elementary students in the 3rd and 4th grades and middle-
school students in the 7th grade in Korea. A total of 2,319 children and adolescents enrolled 
between March 2015 and August 2017. Recruitment took place at the school level. Follow-
ups were conducted at 12 and 24 months. Follow-up rates were 95% (n = 2,206) at 12 months 
and 92% (n = 2,129) at 24 months. This study examined factors associated with severity, 
incidence and/or persistence of IGD during 2-year follow-up in children and adolescents.

Severity of the IGD features was assessed by the Internet Game Use-Elicited Symptom 
Screen (IGUESS), a self-reported questionnaire based on the DSM-5 IGD criteria. Partici-
pants with IGUESS scores ≥ 10 were considered to be at high risk for IGD (HIGD). Time 
spent playing on-line games, game types, depressive symptoms, trait anxiety, attention deficit 
hyperactivity disorder (ADHD) symptoms, social support, openness of communication with 
parents, attachment to parents and potential confounders were assessed by self-report.

A total of 175 (7.5%) students were classified as HIGD cases upon initial assessment. The 
independent risk factors of incidence of HIGD included playing on-line games for ≥ 240 
minutes/day, playing multi-player games, depressive symptoms and ADHD symptoms [ad-
justed rate ratios (aRRs) = 2.03, 1.63, 2.04, 2.53, respectively; all P < 0.05]. Factors related to 
changing IGD severity scores were playing on-line games for 60–239 minutes/day, playing 
single-player on-line games, higher attachment and social support [adjusted incidence rate 
ratio (aIRRs) = 1.38, 1.22, 0.86, 0.87, respectively; all P < 0.05]. Independent predictors of 
persistence of HIGD were playing on-line games for ≥ 240 minutes/day and ADHD symp-
toms (aRRs = 2.63, 2.14, respectively; all P < 0.05).

Among adolescents in South Korea, the existence of ADHD symptoms and spending more 
than 4 hours per day playing on-line games were associated with the occurrence or persis-
tence of high risk for internet gaming disorder. There will be an additional introduction to the 
results derived from ICURE study in this plenary session.

Acknowledgement: This research was supported by a grant of the R&D project, funded by 
the National Center for Mental Health (grant number: MHER22B03)

Keywords: gaming disorder
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PL-4

Passion and addiction: Theory and research

ROBERT J. VALLERAND

Laboratoire de Recherche sur le Comportement Social, Université du Québec à Montréal
E-mail: vallerand.bob@gmail.com

Addictive behaviors are associated with the misuse and overuse of substances such as alcohol 
or drugs, or even the over engagement in other types of activities such as online shopping 
and exercising. Of interest, research reveals that not everybody develops addiction for such 
activities. The goal of this keynote is to provide an explanation for such findings. I first pres-
ent the Dualistic Model of Passion (Vallerand, 2015) which suggests that the way in which a 
person engages in an activity one is passionate about has a great impact on the development 
of addiction. Specifically, it is proposed that obsessive passion (a passion that gets out of 
control) puts the individual at risk of developing an addiction toward an activity. Conversely, 
it is proposed that harmonious passion (a passion that remains under the person’s control) is 
not associated with addictive behavior. This is because obsessive passion provides a com-
pensatory mechanism that allows the individual to make up for what is missing in one’s life 
whereas HP adds positivity to one’s life. I present the results of numerous studies in the fields 
of drinking and drug use, gambling, video games, and physical activity that confirm these 
hypotheses. Finally, some directions for future research are provided.

Keywords: passion, harmonious passion, obsessive passion, addiction

PL-5

Clinical characteristics and treatment interventions for gaming 
disorder

SUSUMU HIGUCHI

National Hospital Organization Kurihama Medical and Addiction Center 
E-mail: h-susumu@db3.so-net.ne.jp 

Background: Gaming disorder (GD) causes serious health and social issues. The global preva-
lence of GD is estimated to be around 3% and rising. Research on GD has been advancing, in 
response to this situation, particularly upon the inclusion of the disorder in ICD-11. However, 
research based on clinical samples is still limited. This presentation will cover various data 
derived from treatment seekers and will review existing literature on related topics. Method: 
Subjects are treatment seekers with problematic gaming usage who visited our center. Tempo-
ral profile of age distribution was analyzed, and information on clinical characteristics, includ-
ing GD symptoms and comorbid psychiatric disorders, was obtained using semi-structured in-
terviews and self-reported assessment instruments. For inpatients, the physical impact of GD 
was also assessed, comprising monitoring of physical strength and biochemical markers in the 
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blood. Results: There has been a steady increase in the rate of treatment seekers aged 12 years 
old or younger. Subjects showed relatively high rates of functional issues related to gaming. 
The concordance rate on diagnoses between ICD-11 GD and DSM-5 Internet gaming disorder 
was relatively high. The most prevalent comorbid disorder was attention deficit hyper activ-
ity disorder (ADHD), followed by autism spectrum disorder (ASD). There were GD-related 
symptoms that were better explained as being related to ADHD/ASD. GD was associated with 
low physical strength and aberrant data related to blood coagulation, pulmonary function and 
bone mineral density. Dynamic biochemical changes in the body occurred during the recovery 
process of GD. Conclusions: The results of our study have identified several potential future 
actions to improve our understanding and treatment of GD.

Keywords: gaming disorder, clinical characteristics, comorbidities

PL-6

Gambling and addiction in the eyes of Chinese people

ANISE M. S. WU

Department of Psychology, University of Macau 
E-mail: anisewu@um.edu.mo

Many Chinese people regard problematic and uncontrolled gambling as merely a misconduct 
but not a disease. In both the mainland and Macao, where is the only city in China operating 
casinos legally with the world’s largest gambling revenue, empirical data were collected for 
investigating how those common beliefs (i.e., illness representations [IR]) about gambling 
disorder relate to Chinese people’s gambling-related cognitions/behaviors. Guided by the 
Common-sense Model (CSM), an experiment was conducted to test whether activation of 
the threat would lead to more cognitive resource (i.e., attention) to the information related 
to gambling disorder. We further conducted surveys to provide empirical support that the 
multi-dimensional measure for IR (i.e., the Revised Illness Perception Questionnaire) was 
applicable to behavioral addictions, including gambling disorder. Major dimensions of IR 
(e.g., timeline cyclical, treatment control, and emotional representations) were replicated for 
gambling disorder in our Chinese samples. Moreover, we examined whether and how these 
IR were associated with risk of gambling disorder. For example, our behavioral data gave 
evidence for significant an association between IR and risk taking via the Balloon analogue 
risk task. Our survey data also revealed four different IR groups varying in gambling patterns, 
using latent profile analysis. These data support extending the application of CSM to preven-
tive and treatment programs for gambling disorder in Chinese people.  

Keywords: Internet Addiction, Online Sex Addiction, psychotherapy, CBT, effectiveness
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PL-7

WHO panel discussion - How to take advantage and avoid risk for 
public health approach to behavioral addictions?

HAE KOOK LEE1, CHUL JUNG KIM2, MARC POTENZA3, JOHN SAUNDERS4, 
VLADIMIR POZNYAK5, KRISTIANA SISTE6, SANG KYU LEE7, JOEL BILLIEUX8

1Department of Psychiatry, The Catholic University of Korea, Korea
2Chief editor in health & medicine, Editorial writer, The Chosun Ilbo Panelist
3Yale School of Medicine
4The University of Queensland, St Lucia, Australia
5Head of the Unit “Alcohol, Drugs and Addictive Behaviours” at WHO
6University of Indonesia, Indonesia
7Hallym University, Korea, Republic of (South Korea)
8University of Lausanne
E-mail: policyhklee@gmail.com

(Introducer: Hae Kook Lee; moderator: Chul Jung Kim; panelists: Marc Potenza, John Saunders, 
Vladimir Poznyak, Kristiana Siste, Sang Kyu Lee, Joel Billieux)

Since the incorporation of the Behavioral Addiction section into the ICD-11 in 2019, the 
WHO has taken the lead in orchestrating public health initiatives targeting health issues stem-
ming from behavioral addictions. Throughout this process, diverse concerns have been raised 
by both academic and industry stakeholders. However, these engagements have facilitated 
the healthcare and public health systems to strategize effective responses to this emerging 
health challenge. The COVID-19 pandemic is over, but the current mental health status has 
deteriorated due to prolonged infectious disease stress, social distancing, and the ensuing 
economic panic. These mental health problems can be closely related to the increased behav-
ioral addiction problem as access to digital platform-based entertainment, which emerged as 
an alternative during the COVID-19 period, rapidly increased. Therefore, in this session, the 
moderator and panelists share their most updated opinions on "Can public health strategies 
for behavioral addiction, which is emerging as a health problem in a new era, be an appropri-
ate strategy?" and "What needs to be done to properly intervene?"

Keywords: ICD-11, behavioural addiction, mental health, public health approach
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S-1A1

Recent updates in Gaming Disorder treatment and brain-based 
mechanisms

JOEL BILLIEUX1, DANIEL KING2 (chairs) 
1University of Lausanne, Switzerland 
2 Flinders University, Australia

Keywords: Gaming Disorder, treatment, gaming, addictive behaviours, review 

S-1A2

Treatment for gaming disorder: An overview of the evidence

DANIEL L. KING

Flinders University

Background: The evidence for treatments for problem gaming and gaming disorder has great-
ly increased over the last two decades. This work has informed treatment services for gaming 
and Internet-related problems, with specialist centres across countries including Japan, South 
Korea, China, Germany, the United Kingdom, United States, and Australia. This presenta-
tion will discuss treatment approaches for gaming disorder and summarise recent develop-
ments in the evidence base. Methods: This talk will draw from case reports, commentaries, 
and reviews, including systematic and meta-analytic reviews, on gaming disorder treatment, 
with a focus on recent work. This will include some reflections on the practical challenges 
presented by the COVID-19 pandemic to treatment services. Results: The evidence base 
is growing steadily, as more clinical trials have been published in recent years. Cognitive 
behavioral therapies have received the most attention and appear cautiously regarded to be 
the most effective approach. There are unresolved questions concerning the optimal length 
of treatment (e.g., number of sessions), the nature of longer-term gains (i.e., durability of 
treatment response), comparability of individual versus group therapy, and implications for 
comorbidity (e.g., depression, anxiety, and ADHD). Conclusions: The formal recognition 
of gaming disorder in the ICD-11 reflects the clinical realities of individuals and families in 
need of interventions to address problem gaming. Although there have been improvements 
in the overall evidence base for GD treatment, particularly for CBT, there remains a need for 
funding and resources to support further clinical trials to develop models of best practice for 
problem gaming treatment.
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S-1A3

(Internet) Gaming Disorder: Brain mechanisms and implications for 
treatment development

MARC N. POTENZA

Yale School of Medicine

Background: The DSM-5 and ICD-11 constructs of internet gaming disorder (IGD) and 
gaming disorder (GD), respectively, have facilitated identification and treatment efforts re-
lated to problematic gaming. Nonetheless, studies supporting empirically validated treat-
ments are scarce. Improved understanding of brain-behavior relationships related to IGD/
GD should help promote treatment advances. Methods: Treatment-related and neural data on 
IGD/GD will be presented. Studies considered will include neuromodulatory and behavioral 
approaches that consider brain-behavior relationships. Findings will be placed within the 
context of theoretical frameworks. Results: Neuroimaging studies suggest involvement of 
cortical-striatal circuitry in IGD/GD. Neuromodulation of the dorsolateral prefrontal cortex 
in individuals with IGD has been linked to alterations in regulation of emotion and craving, 
suggesting that prefrontal control over emotional states and motivational drives may help 
people with IGD. Training to link negative emotions with gaming and positive emotions 
with non-gaming activities has been associated with reduced compulsivity and alterations in 
cortical functioning, including in the insula and fronto-striatal paths. Gender-related differ-
ences in cue-reactivity suggest that approaches may operate differently in males and females. 
Conclusions: The use of brain imaging may help advance intervention efforts in IGD/GD, 
with a goal towards progressing to personalized approaches.

S-1A4
Treatment of gaming disorder in Japan

TAKASHI KITAYUGUCHI1, TAKANOBU MATSUZAKI1, SATOKO MIHARA1,  
MASARU TATENO2, SUSUMU HIGUCHI1

1National Hospital Organization Kurihama Medical and Addiction Center
2Tokiwa Hospital

Background: The prevalence of probable gaming disorder (GD) among young people in Ja-
pan, based on a representative group of 10-29-year-olds, was estimated to be 5.1% in 2019 and 
rising. In this study, we have attempted to clarify the current situation on treatment responses 
for GD. Method: We conducted four surveys to identify: 1) specialist treatment medical facili-
ties for GD, 2) characteristics of treatment seeking patients, 3) treatment programs and issues 
related to treatment at these facilities and 4) facilities for child and adolescent psychiatry. 
Results: Responding to the increasing demand for treatment, the number of medical facilities 
providing specialist treatment has steadily grown to approximately 90 in 2020, but even this 
has been insufficient to meet demand. A further survey has revealed a three-fold increase in 
the number of patients visiting these facilities between 2015 and 2019. Patients with GD, who 
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are unable to access these facilities have few options other than to visit child and adolescent 
psychiatrists or pediatricians without relevant expertise in addiction treatment. Indeed, almost 
90% of child and adolescent psychiatrists anticipate treating increasing numbers of patients 
presenting with GD as their primary complaint. Conclusions: To tackle increasing problems 
associated with GD, concerted efforts are necessary, including increasing the number of treat-
ment facilities capable of providing high quality treatment, capacity building of professionals, 
and expansion of social resources supporting the recovery of GD. This will require the col-
laboration of the relevant stakeholders and more proactive governmental leadership.

S-1A5

Can playing Dungeons and Dragons be good for you?  
Tabletop role-playing games to mitigate social anxiety and reduce 
problematic gaming

JOEL BILLIEUX1, JONATHAN BLOCH1, LUCIEN ROCHAT2, LOÏS FOURNIER1, 
CHARLOTTE EBEN3, YASSER KHAZAAL4, OLIVIER SIMON4,  
MARC MALMDORF ANDERSEN5, DANIEL L. KING6, ANDREAS LIEBEROTH5

1University of Lausanne
2Geneva University Hospitals
3University of Ghent
4Lausanne University Hospital and University of Lausanne
5Aarhus University
6Flinders University

Background: Gamers with poor self-concept, high social anxiety, and high loneliness are 
at risk of problematic involvement in massively multiplayer online role-playing games 
(MMORPGs). There is a research gap concerning treatment approaches to cater to socially 
anxious MMORPG gamers with problematic patterns of gaming involvement. This study 
tests the feasibility and initial efficacy of a structured protocol in which socially anxious 
online gamers are exposed in offline social skills and exposed to real-life social interactions 
while playing a tabletop role-playing game. Methods: The experiment lasts 10 weeks and 
involves 10 sessions organized within 3 modules in which participants play the tabletop role-
playing game Dungeons and Dragons. Each module deploys one written role-playing scenar-
io designed to challenge the players in game terms, as well as to involve them in a story based 
on maturing relationships with other characters and on solving challenges by social means 
and investigation. Our study uses an experimental single-case design with multiple baselines 
across groups (4 groups of 5 gamers with problematic MMORPG use and social anxiety) 
and a 3-month follow-up. Outcomes assessed include social skills, self-esteem, loneliness, 
assertiveness, and gaming disorder symptoms. Results: Ethical clearance has been obtained. 
Results are forthcoming as data collection will conclude in July 2023. Results will be avail-
able at the time of ICBA2023. Conclusion: Our proof-of-principle study has the potential to 
provide pilot data that are likely to be used to develop new types of interventions that may be 
more accessible and engaging for persons having a problematic involvement in MMORPGs.
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S-1B1

Treatment experiences of gambling disorder in Korea

YOUNG CHUL SHIN

Kangbuk Samsung Hospital, Korea, Republic of South Korea
E-mail: yshin523@hanmail.net

In 2000, I established gambling clinic at Kangbuk Samsung Hospital in Seoul. I have been 
treated above one hundred pathological gamblers per year (total above 1,000 persons). I’d 
like to discuss the clinical characteristics of gambling disorder patients in Korea and also 
make public about treatment experiences focused on 8 weeks group session based on CBT, 
modified to fit our clinical situation. At the first visit, the patients are interviewed and also 
taken semi-structured interview for investigating comorbid disease. Based on this interview, 
pharmacotherapy is recommended to the patient. If I considered the patient as an excitement-
seeking type gambler with high urge, than I usually selected an anti-craving agent, such as 
naltrexone. The mood stabilizer or antidepressant (mainly SSRI) have been often used based 
on comorbid disease or symptom. I usually recommend individual or group cognitive behav-
ioral therapy (CBT) according to the motivation and preference of the patient. If possible, I 
recommend all patients to take part in Gamblers Anonymous (GA). Our CBT is composed 
of 8 sessions (every week) and one family session. Each sessions are entitled as follows: 1. 
Introduction: what is addiction? Self-introduction. Why do the gambling disorder patients 
refuse to receive treatment? 2. Common cognitive distortion and cognitive restructuring. 3. 
Advantages and disadvantages of gambling. Opening financial problems: financial debt and 
emotional debt. 4. Resolution of craving: Avoiding high risk situation and relapse. 5. Gam-
bling related personality problem. Self-respect training. 6. Relationship with family mem-
bers. 7. Stress management and communication strategy. 8. Termination: My life after 10 
years; letter for myself and my family. The initial stage is focused to provoke the motivation. 
The middle stag is focused to the alternative activities instead of gambling. And the latter 
stage is focused to new life after discontinuing gambling. During 2000 to 2012, about two 
hundred PG finished group CBT, and drop-out rate was less than 10%. After 8-week CBT, 
the follow up treatment is done continuously at the out-patient clinic, with averagely single 
visit per a month.

Keywords: gambling disorder, clinical experience, group therapy, CBT

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Symposia and parallel sessions Session 1B

ICBA2023 / August 23–25, 2023 / Incheon, South Korea  10

S-1B2

Treatment of gambling and gaming disorders in Japan

SUSUMU HIGUCHI

National Hospital Organization Kurihama Medical and Addiction Center, Japan
E-mail: h-susumu@db3.so-net.ne.jp

In tandem with the legalization of casinos in Japan, the Japanese government established the 
Basic Act on Measures against Gambling Addiction in 2018, which marked the true start of 
the treatment response for gambling disorder (GBD) in Japan. The extent of the treatment 
gap for GBD is a serious issue in this country. The main treatment modality is a CBT-based 
program, and a standardized program developed by our center has been widely used in the 
clinical context. The results of a recent multi-treatment center study on the effectiveness 
of GBD indicated favorable treatment outcomes. Consultation services provided by mental 
health and welfare centers, which have been established in each prefecture and in large cities 
in Japan are gradually expanding. Similarly, while the number of facilities providing recov-
ery support is limited these are gradually increasing. Back in 1989, Gamblers Anonymous 
was launched in Japan and is now available throughout the country. Unlike GBD, a basic act 
has not been developed or even considered for gaming disorder (GMD). While the number 
of facilities providing specialized treatment has constantly increased since 2011, this has 
failed to keep pace with the growing demand. Moreover, these facilities are unevenly dis-
tributed and concentrated in urban areas, limiting access for many people. Various treatment 
programs have been developed, including CBT-based day-treatment, inpatient, and camp 
programs. At our center, capacity building for treatment experts has been undertaken since 
2014, with support from the government. To tackle increasing CMD-related problems, con-
certed efforts are required by a range of sectors.

Keywords: gambling disorder, gaming disorder, treatment

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Session 1C Symposia and parallel sessions 

11 ICBA2023 / August 23–25, 2023 / Incheon, South Korea

S-1C1

Comparing general self-esteem and self-esteem related to video game 
use in the development of problematic gaming 

DANA KATZ1,2, PATRIK KONCZ1,2, ZSOLT DEMETROVICS1,3, ORSOLYA KIRÁLY1

1Eötvös Loránd University (Eötvös Loránd Tudományegyetem), Hungary
2Doctoral School of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
3Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar
E-mail: danakatz93@student.elte.hu

Introduction: Unfolding the individualized experience during gaming is essential to achieve 
a better understanding of how video gamers value and perceive themselves in different set-
tings. In this study, we aimed to shed light on the self-esteem construct in everyday life 
versus self-esteem in gaming and examine its relation and variation across different psycho-
logical characteristics, personality features, and gaming-related variables. Method: An online 
survey was administered to 14,740 video gamers (Mage=24.14 years, SDage=7.0, 89.3% 
males) in 2020. A series of one-way analyses of variance were conducted to assess differ-
ences between reported self-esteem scores in everyday life and gaming using the original 
and adjusted Rosenberg Self-Esteem scale, respectively. Results: Video gamers that scored 
low on self-esteem in everyday life but high on self-esteem in gaming endorsed more gam-
ing disorder and attention-deficit/hyperactivity symptoms, as well as depression symptoms, 
spent more time gaming, tended to choose multiplayer online games, and their motivation to 
play reflected the wish to escape the real world and immerse in a virtual one. In addition, they 
showed elevated levels of competitiveness and lower sociability. The combination of having 
low self-esteem both in everyday life and in gaming demonstrated a similar adverse trend, 
although remarkably milder. Discussion and Conclusion: The current findings highlight the 
differences between general self-esteem and self-esteem related to video game use and em-
phasize the need to distinguish between different types of video gamers and consider risk 
propensity to decrease the likelihood of gaming becoming a harmfully compensating activity.

Keywords: self-esteem, problematic gaming, gaming disorder, video games, risk propensity
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S-1C2

Problematic gaming, social withdrawal, and escapism: The 
Compensatory-Dissociative Online Gaming (C-DOG) model

ALESSANDRO GIARDINA1, ADRIANO SCHIMMENTI2, VLADAN STARCEVIC3, 
MARIA DI BLASI4, DANIEL KING5, JOEL BILLIEUX1

1Université de Lausanne, Switzerland
2Kore University of Enna, Enna, Italy
3Sydney Medical School, Nepean Clinical School, Brain and Mind Centre, Sydney, Australia
4University of Palermo, Palermo, Italy
5Flinders University, Adelaide, Australia
E-mail:alessandro.giardina@unil.ch

Background: The ICD-11 recognized Gaming Disorder as a persistent pattern of uncontrolled 
gaming that impairs functioning in various domains. From a process-based perspective, 
problematic gaming has been described as a push toward compensatory in-game behaviors 
motivated by psychosocial and emotion regulation difficulties. In this context, escapism has 
emerged as a main reason for immersion in virtual experiences and, in association with dis-
sociative processes, a key construct sustaining problematic gaming. This echoes the recent 
sociological observation that social isolation is the preferred way through which post-modern 
individuals express distress. However, current understanding of escapism in videogames is 
inadequate and lacks a consistent theoretical framework. Method: critical review of literature 
on compensation, dissociation, and escapism.  Results: Adopting an environmental view on 
gaming, we hypothesized a continuum between compensatory and dissociative involvement 
in gaming that corresponds to the degrees of connection/rupture between physical and vir-
tual environments, and related parts of individuals' self. In this perspective, compensatory 
gaming is characterized by a homeostatic connection between the physical and the virtual 
environment, whereas dissociative gaming is determined by the disruption and discontinuity 
between the two environments and the respective parts of consciousness, memory, identity, 
and body representation.  Conclusions: Examining existing frameworks and measures, three 
qualitatively different psychological processes could operationalize the continuum: Active 
Escapism would represent the psychological movement of the compensation; Escape/avoid-
ance would hold an intermediate position while Pathological Dissociation could stand for the 
extreme disconnection between physical and virtual selves. Future implication of the model 
for research and clinical practice will be discussed.

Keywords: problematic gaming, gaming disorder, dissociation, escapism, escape, compensation
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S-1C3

How gaming passion contributes to the definition and diagnosis  
of problem gaming: A combined person-centered and supervised 
machine-learning analysis

ALEXANDRE INFANTI1, CARLOS VALLS-SERRANO2, JOSÉ CÉSAR PERALES3,  
CLAUS VÖGELE1, JOËL BILLIEUX4,5

1 Department of Behavioural and Cognitive Sciences, University of Luxembourg, Esch-sur-Alzette, 
Luxembourg

2Department of Psychology, Catholic University of Murcia, Spain
3 Department of Experimental Psychology, Mind, Brain and Behavior Research Center (CIMCYC), 
University of Granada, Spain

4 Institute of Psychology, University of Lausanne, Lausanne, Switzerland; 5Centre for Excessive 
Gambling, Addiction Medicine, Lausanne University Hospitals (CHUV), Lausanne, Switzerland

E-mail:  alexandre.infanti@uni.lu

Even if for most people playing video games is a non-problematic leisure activity, a minority 
of users show excessive use associated with negative consequences (e.g., addiction symp-
toms, psychosocial maladjustment, sleep interference) and functional impairment. The cur-
rent study first aimed to identify psychological factors that contribute to discriminate highly 
involved (but healthy) gamers from problematic gamers. To this end, we used a cluster ana-
lytical approach to identify different groups of gamers (i.e., clusters) based on their profiles 
of passion towards gaming (using the Dualistic Model of Passion). Second, the present study 
explored, using supervised machine-learning, how gaming disorder symptoms, assessed 
within the substance use disorder framework (e.g., tolerance, withdrawal), might be linked to 
harmonious and/or obsessive passion for gaming. Symptoms related to harmonious passion 
should not be considered as gaming disorder symptoms. Three distinct clusters of gamers 
were identified based on their passion profiles, including potentially problematic gamers, 
engaged gamers, and casual gamers. Based on supervised machine-learning algorithms the 
results suggest that specific gaming disorder symptoms (salience, mood modification, toler-
ance) are predominantly related to harmonious passion, whereas others (withdrawal, conflict, 
relapse) are more directly related to obsessive passion. Our results support the relevance of 
person-centered approaches to the treatment of problematic gaming.

Keywords: gaming disorder, obsessive passion, harmonious passion, impulsivity, gaming motivations
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S-1C4

In Real Life: Gaming typologies and their association with problematic 
gaming and health outcomes

LORELLE BOWDITCH, JANINE CHAPMAN, TANIA SIGNAL, ANJUM NAWEED

Central Queensland University, Australia
E-mail: l.bowditch@cqu.edu.au

Online gaming accounts for the biggest share of the digital media market, generating 
~US$21.1 billion in 2020. Engagement in this popular pastime has only increased in light 
of COVID-19. While most gamers report positive outcomes associated with online gaming, 
many experience problems. Online game styles can vary, and various individual factors can 
predict problematic gaming. It is important to understand how these factors can be healthy 
for some, but unhealthy for others. To identify who may be susceptible to problematic gam-
ing, this study aimed to: (1) develop typologies of gamers based on their boredom proneness, 
escapism, and coping style, and (2) compare these typologies on problematic gaming and 
health-related variables to determine their association with negative effects. Cross-sectional 
survey data were collected (N = 913) and K-means cluster analysis was performed to estab-
lish the gamer typologies based on eight subscales of the trait measures for boredom prone-
ness, escapism, and coping style. A three-cluster model was produced: Low Problematic 
Gamers, Average Problematic Gamers, and High Problematic Gamers. High Problematic 
Gamers were characterised by the highest boredom proneness, escapism, and disengaged 
coping. High Problematic Gamers experienced worse health-related outcomes when com-
pared with other clusters, despite engaging in similar gaming behaviours to Low Problematic 
Gamers. This study is the first to identify distinct gamer typologies that differ in relation to 
problematic gaming and health outcomes. The findings convey the importance of an engaged 
coping style and highlight a risk of pathologizing adaptive behaviours with addiction mea-
sures of problematic gaming.

Keywords: Internet Gaming Disorder, coping, escapism, online games, problematic gaming outcomes
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S-1C5

The effect of motivations on playing between MMORPG and RTS 
players in Taiwan: the results from a cross-sectional study

KUNHUA LEE

National Tsing Hua University, Taiwan
E-mail: kunhualee@mx.nthu.edu.tw

Until today, literature indicated the effect of the type of game and motivations for playing 
were significantly related. However, a small study examined the differences in these motiva-
tions for playing between MMORPG and RTS players. Therefore, the purpose of the present 
study was to compare MMORPG players, RTS players, and other game players in terms of 
time for playing, motivations about enjoyment, flow, positive attitudes, and intention to use 
among MMORPG, RTS, and other games. Methods: A cross-sectional study was conducted. 
We recruited 175 participants from websites or social networking sites. They were asked to 
complete the questionnaires about time for play and motivations for playing (flow, positive 
attitudes, enjoyment, and intention to use). Results: our results found that a higher proportion 
of MMORPG players reported playing games for at least 2-3 hours, and RTS and other games 
did not have significant differences. Then, we found substantial differences in the motiva-
tions about flow, enjoyment, positive attitudes, and intention to use among the three groups 
and significant differences in positive attitudes between MMORPG players and other games. 
Conclusions: unexpectedly, the no significant differences in motivations between MMORPG 
players and RTS players. The effect of social functions could be compared with the three 
groups further.

Keywords: motivation, MMORPG, RTS, the time for play
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S-1D1

Prevention policies for gambling and gambling-related harm in Italy:  
A survey among gamblers and mental health professionals

FRANCESCO DI CARLO, MAURO PETTORRUSO, GIACOMO D'ANDREA, 
DEBORA LUCIANI, STEFANIA CHIAPPINI, GIOVANNI MARTINOTTI

University of Chieti-Pescara, Italy
E-mail:  giovanni.martinotti@gmail.com 

Background: Gambling disorder is an increasing phenomenon worldwide. To date, many 
international governments have adopted restrictive measures to contain and prevent the tran-
sition from social to problematic behaviours. The aim of this observational, cross-sectional 
study was to explore the views from both gamblers and mental health professionals on pre-
vention strategies for GD and gambling-related harm. Methods: A questionnaire was dissem-
inated in gambling halls, online, and in outpatient and inpatient units. The only inclusion cri-
terion was to have gambled at least five times in the last year. The questionnaire investigated 
views about a wide range of preventive strategies for gambling and related harm proposed by 
different European governments. The sample was then subdivided in people with GD, tran-
sitioning/problem gamblers and non-problem/social gamblers according to the South Oaks 
Gambling Screen (SOGS). Data from mental health professionals were collected with a dif-
ferent questionnaire disseminated through an online survey. Results and conclusions: A total 
of 261 active gamblers were included in the study. Seventy-nine of them could be classified 
as participants with GD. The most helpful preventive policy according to gamblers was the 
creation of exclusion registers. The differences between the groups were not significant apart 
from a proposal regarding the possibility of inserting betting limits, limitations of opening 
hours for gambling halls, and the fixing of minimum distances between gambling halls and 
meeting centres. Data from professional workers confirmed the relevance of exclusion regis-
ters and showed the importance of adequately informing people about the risks of gambling.

Keywords: gambling disorder, prevention, harm reduction, survey, epidemiology
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S-1D2

Pictograms to aid laypeople in identifying the addictiveness of gambling 
products (PictoGRRed study)

AMANDINE LUQUIENS1, MORGANE GUILLOU2, JULIE GUISTINIANI3,  
SERVANE BARRAULT4, JULIE CAILLON5, HELENA DELMAS6, SOPHIA ACHAB7, 
BRUNO BENTO8, JOËL BILLIEUX9, DAMIEN BREVERS9, AYMERIC BRODY10, 
PAUL BRUNAULT11, GAËLLE CHALLET-BOUJU5, MARIANO CHOLIZ12,  
LUKE CLARK13, AURÉLIEN CORNIL14, JEAN-MICHEL COSTES15,  
GAETAN DEVOS16, ROSA DIAZ17, ANA ESTEVEZ18, GIACOMO GRASSI19,  
ANDERS HÅKANSSON20, YASSER KHAZAAL21, DANIEL L. KING22,  
FRANSISCO LABRADOR23, HIBAI LOPEZ-GONZALEZ24, PHILIP NEWALL25,  
JOSÉ C. PERALES26, AURÉLIEN RIBADIER27, GUILLAUME SESCOUSSE28, 
STEPHEN SHARMAN29, PIERRE TAQUET30, ISABELLE VARESCON31,  
CORA VON HAMMERSTEIN32, THIERRY BONJOUR1, LUCIA ROMO33,  
MARIE GRALL-BRONNEC5

1 Department of Addictology, CHU Nîmes, Univ Montpellier, Nîmes, France. CESP, Univ. Paris-Sud, 
UVSQ, INSERM, Université Paris-Saclay, Villejuif, France

2EA 7479 SPURBO, Université de Bretagne Occidentale, Brest and Addictologie, CHRU BREST
3CHU de Besançon, France
4 Université de Tours, QualiPsy, EE 1901 ; CHRU de Tours, Service d’Addictologie Universitaire, 
CSAPA-37, Tours, France

5 CHU Nantes, Department of Addictology and Psychiatry Nantes, Université de Nantes, Université de 
Tours, Inserm U1246, Nantes, France

6Pôle addiction et précarité, Centre hospitalier Guillaume Régnier, Rennes, France
7 WHO Collaborating Centre for Treatment and Research in Mental Health, University of Geneva, 
Switzerland; 8IAJ - Instituto de Apoio ao Jogador, Lda, Portugal

9 Institute of Psychology, University of Lausanne, Lausanne – Centre for Excessive Gambling, 
Lausanne University Hospitals (CHUV), Lausanne, Switzerland

10Epitech, Paris, France
11 CHRU de Tours, Service d’Addictologie Universitaire, Équipe de Liaison et de Soins en 

Addictologie, Tours - UMR 1253, iBrain, Université de Tours, Inserm, Tours- Université de Tours, 
QualiPsy, EE 1901, Tours, France; 

12Gambling and Technological Addictions Research Unit, University of Valencia, Spain
13 Centre for Gambling Research at UBC, Department of Psychology, University of British Columbia, 

Vancouver, British Columbia, Canada
14 Louvain Experimental Psychopathology (LEP), Psychological Science Research Institute, Université 

catholique de Louvain, Louvain-la-Neuve, Belgium – Centre for Excessive Gambling, Lausanne 
University Hospitals (CHUV), Lausanne, Switzerland

15 Observatoire des jeux, France; 16Grand Hôpital de Charleroi (GHdC), Charleroi - Psychological 
Science Research Institute, Université Catholique de Louvain, Louvain-la-Neuve - Scientific 
Research and Publication Cell (CRPS), Le Beau Vallon, Namur, Belgium 

16 Centre Hospitalier Le Domaine, ULB, Braine-l’Alleud, Belgium - Service Universitaire 
d'Addictologie de Lyon (SUAL), CH Le Vinatier, F-69500, Bron, France; 

17 Child and Adolescent Psychiatry and Psychology Department, Hospital Clínic Universitari de 
Barcelona, Spain
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18University of Deusto, Spain
19 BRAIN CENTER FIRENZE, Florence, Italy
20 Clinical Addiction Research Unit, Faculty of Medicine, Lund University - Gambling Disorder Unit, 

Malmö Addiction Center, Region Skåne, Sweden
21 Addiction medicine, Department of Psychiatry, Lausanne University Hospital and Lausanne 
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32Université de Lorraine, APEMAC, équipe EPSAM, F-57000 Metz, France, France
33EA 4430 Clipsyd, University Paris
E-mail: amandineluquiens@gmail.com

Background: The structural addictive characteristics of gambling products (SACGP) are im-
portant targets for prevention, but unintuitive. We aimed to develop pictograms that illustrate 
the main SACGP and to assess their impact on identifying the addictiveness of gambling 
products (GP) by laypeople. Methods: We conducted a 3-step study: (1) use of a Delphi 
consensus method among 56 experts to reach a consensus on the 10 SACGP to be illustrated 
by pictograms and their associated definitions (P+AD), (2) development of 10 P+AD, and 
(3) study in the general population to assess the impact of exposure to the P+AD (n = 900). 
French-speaking experts from the panel assessed the addictiveness of GP (n = 25), in which 
the mean of expert’s ratings was considered as the true value. Participants were randomly 
provided with the P+AD, or with a standard slogan, or with neither (control group). We 
considered the control group as representing the baseline ability of laypeople to assess the 
addictiveness of GP. Each group and the French-speaking experts rated the addictiveness 
of 14 GP. The judgment criterion was the intraclass coefficients (ICCs) between the mean 
ratings of each group and the experts, reflecting the level of agreement. Results: Exposure 
to the P+AD doubled the ability of laypeople to assess the addictiveness of GP (ICC = 0.28 
vs. 0.14 (Slogan) and 0.14 (Control)). Conclusions: Laypeople have limited awareness of 
the SACGP. The pictograms developed herein represent an innovative tool for universally 
empowering and selective prevention.

Keywords: gambling, prevention, structural addictive characteristics, pictogram, risks, addictiveness
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S-1D3

Gambling prevention in schools: A focus group study

JING SHI

Health and Social Sciences, Singapore Institute of Technology, Singapore
E-mail:  jing.shi@singaporetech.edu.sg

Gambling problems are an evolving issue with students and youth. Many new forms of gam-
bling such as online gambling, esports betting, and skins trading have changed the landscape 
of how students gamble. Students who participate in gambling-like activities have a higher 
chance of developing gambling problems later in life than those who are not exposed to these 
activities at a young age. School-based prevention programs for gambling have the potential 
to reach young people who are susceptible to gambling problems. This qualitative focus 
group study aimed to inform future gambling prevention programming in schools.

Methods: This study used a client centered approach using focus groups with adults who 
currently experience problems with gambling. Problematic forms of gambling, online gam-
bling, and the convergence between video gaming and gambling was explored. Transcript 
data was analysed using Braun & Clarke (2006) thematic analysis. Results: Strategies for 
prevention and intervention of problem gambling for students are discussed under two main 
themes: 1) youth-related interventions and 2) gambling-related messaging. Recommenda-
tions made by the participants will be discussed. Discussion and Conclusions: Findings un-
covered in this study can be applied immediately to gambling prevention interventions in 
schools. Further government-related concerns raised in this study call for accountability for 
student protection, especially in the climate of increased convergence between gambling and 
video gaming.

Keywords: gambling, prevention, youth, focus groups, gaming
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S-1D4

Efficacy of a product-centered gambling harm prevention program for 
adolescents and youth in educational settings

JUAN. F. NAVAS1, CRISTINA MARTÍN-PÉREZ2, ANA ORDOÑEZ3, ANA ÁLVAREZ3, 
MIGUEL VADILLO4, JOSÉ. C. PERALES5

1Department of Clinical Psychology. University Complutense of Madrid, Spain
2Department of Developmental and Educational Psychology. University of Valladolid, Spain
3Institute for Addictions, Madrid Salud, Madrid City Council, Spain
4Department of Experimental Psychology. Autonomous University of Madrid, Spain
5 Mind, Brain, and Behavior Research Center. Department of Experimental Psychology.  
University of Granada, Spain

E-mail: junavas@ucm.es

Background: Gambling prevention programs usually require large investments of time and 
resources that hinder their generalized implementation in real environments. This study aims 
to examine the relative effectiveness of two brief interventions focused on providing in-
formation on the risks and harms associated with gambling products. Method: 450 partici-
pants were randomly assigned to either an interactive methodology condition (n=238; 56.7% 
men) or to a psychoeducation condition (n=212; 61.8% men). Both groups received a single 
50-minute intervention session. Although both interventions had the same content, the first 
condition used trivia games and group discussion interactive tools, while the second used an 
expository methodology. Measurements of gambling attitudes, misconceptions, knowledge, 
and intention were taken at three moments: pre-intervention (T1), post-intervention (T2), and 
one-month follow-up (T3). Additionally, specific gambling behaviors were recorded at T1 
and T3. Results: Participants in both conditions showed a decrease in gambling frequency, 
amount of money spent gambling, problematic gambling symptoms severity, and miscon-
ceptions at follow-up. They also showed stronger beliefs about the lack of profitability of 
gambling and increased knowledge about probability and functioning of gambling products 
(all p values <0.001). Bayesian analyses provided moderate to strong support for this overall 
effect (All BF10 >10), as well as for the lack of between-group differences in efficacy (All 
BF10 <0.3). Conclusions: Informing adolescents and young adults in one session about risks 
and harms of gambling products in educational settings could be useful in modifying both 
gambling behavior and cognitive moderator variables underlying problem gambling, regard-
less of the methodology used.

Keywords: gambling prevention, gambling harm, educational institutions
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S-1E1

Behavioral addictions trajectories in adult patients with attention 
deficit hyperactivity disorder (ADHD): A one-year follow-up study

GIACOMO GRASSI, CORINNA MORADEI, CHIARA CECCHELLI

Brain Center Firenze, Italy
E-mail: giacomograssimd@gmail.com

Background: attention deficit hyperactivity disorder (ADHD) and substance-related and ad-
dictive disorders share several common neurobiological dimensions (e.g. from impulsivity 
to reward dysfunction). Indeed, a large amount of literature showed a high comorbidity be-
tween substance-related disorders, behavioral addictions (BAs) and ADHD. However, on a 
few data exist on the natural trajectories of BAs in ADHD patients. Thus, the of this study is 
to investigated the trajectories of BAs in a sample of adult patients with ADHD treated with 
methylphenidate and longitudinally assessed before treatment and after 1 year of treatment. 
Methods: 17 adult ADHD outpatients consecutively recruited at the Brain Center Firenze 
were assessed at the baseline (before starting methylphenidate) and at one-year follow-up on 
both ADHD and behavioral addictions symptoms. ADHD symptoms were assessed through 
a clinical scale (the Barkley Adult ADHD Rating Scale-IV) and a neurocognitive test (the 
Continous Performance Test – III, CPT-III). Behavioral addictions symptoms were assessed 
through the Internet Addiction Test, the Bergen Shopping Addiction Scale, the Sexual Ad-
diction Screening Test – Revised, The South Oaks Gambling Screening and the Yale Food 
Addiction Scale – 2.0. Global function was assessed through the Barkley Functional Impair-
ment Scale. Results: preliminary analyses showed that BAs symptoms (especially internet 
addiction symptoms) seem to improve over a one-year follow-up period in a sample of phar-
machologically-treated ADHD patients. Conclusion: treating ADHD seem to improve also 
BAs comorbidities. However, future larger studies should better investigate the exact impact 
of ADHD pharmachotherapies on BAs.

Keywords: ADHD, behavioral addiction, methylphenidate, long-term outcome, internet addiction
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S-1E2

Creativity in ADHD. Comparison of creative and non-creative subjects, 
in a sample of adult ADHD patients: clinical and neuropsychological 
characteristics.

CHIARA CECCHELLI, CORINNA MORADEI, GIACOMO GRASSI

Brain Center Firenze, Italy
E-mail: cecchelli.chiara@gmail.com

Background: Creativity is defined as the ability to create with the intellect, generating ideas 
that are both novel and useful. Previous studies indicate that creativity benefits from de-
focused attention and reduced ability to ignore task-irrelevant stimuli in the environment. 
Thus, people who are easily distracted, such as those with ADHD, may be more creative than 
people who do not experience such symptoms. Methods: in our sample of adults with ADHD, 
we defined creative people as those who have published books, short stories or screenplays, 
those who study or engage in art-related activities (visual arts, music, acting). We compared 
creative and non-creative ADHD based on demographic variables, psychometric and neuro-
psychological tests. Psychometric tests evaluated depressive symptoms, ADHD symptoms, 
presence of Behavioral Addictions. Neuropsychological evaluation assessed attention, ex-
ecutive functions (inhibitory and interference control and working memory. Results: Our 
preliminary results show, in a sample of 176 adult ADHD patients, the presence of 12,5% of 
creative subjects of which 86% are women. The results of the comparison between creative 
and non-creative subjects in neuropsychological assessment will be presented. Conclusion: 
ADHD is a debilitating disease, yet it also has some positive sides that need to be highlighted 
and investigated.

Keywords: ADHD, creativity, neuropsychology
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S-1E3

Sex differences in longitudinal patterns of internet use and predictive 
factors among a general population sample of children and adolescents

TOMOYA HIROTA1, MICHIO TAKAHASHI2, MASAKI ADACHI3,  
KAZUHIKO NAKAMURA4

1 Department of Psychiatry and Behavioral Sciences, University of California San Francisco, United 
States of America

2Smart-Aging Research Center, Tohoku Univeristy, Japan
3Faculty of Psychology, Meiji Gakuin University, Japan
4Department of Neuropsychiatry, Hirosaki University, Japan
E-mail:  tomoya.hirota@ucsf.edu

Background: Despite a growing number of research in the field of internet addiction (IA), 
our understanding of sex differences in the patterns of longitudinal changes in IA status 
and predictive factors for certain transitional patterns of IA remains lacking. Methods: Data 
were prospectively collected in a general population sample of students aged 9 – 12 years in 
Japan for 2 years from 2016 to 2018. IA was assessed annually using the Young Diagnostic 
Questionnaire, and depressive symptoms and neurodevelopmental traits were assessed in 
2016 alone. We employed latent transition analysis to identify transition patterns of internet 
use over the two years separately for boys (n = 2,736) and girls (n = 2,693). To identify if 
depression and neurodevelopmental traits could predict certain patterns of internet use status, 
multinomial logistic regression analysis was performed. Results: The stability rates of IA 
class membership were 35.6% in boys and 61.2% in girls among students with IA status at 
baseline. The conversion rates from non-IA to IA status were 5.5% in boys and 6.5% in girls. 
Depression was associated with the “persisting IA” pattern in both sexes. Autism spectrum 
traits were identified as another predictive factor for this pattern only in girls. Hyperactivity/
impulsivity and depression were associated with the “conversion to IA” pattern in both sexes. 
Conclusion: Girls were more likely to maintain IA status than boys. Addressing challenges 
with social communication and interaction in addition to depressive symptoms may play a 
critical role in altering the pattern of maladaptive internet use, especially in girls..

Keywords: internet addiction, latent transition analysis, child and adolescent
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S-1E4

The Impact of Game Transfer Phenomena on cravings in IGD-ADHD 
adolescents

ALEX BASCHE1, ANGELICA B. ORTIZ DE GORTARI2

1Reset From Tech, United states
2SLATE, University of Bergen, Norway
E-mail:  alexbaschetherapy@gmail.com

Background: The adolescent prefrontal cortex, combined with ADHD, has even greater vul-
nerability to cravings (sugar, gaming, etc). Game Transfer Phenomena (GTP) may exacer-
bate these cravings in adolescents with comorbid Gaming Disorder (GD). GTP is defined 
as recurrent sensory or cognitive intrusions, such as seeing images or hearing sounds from 
games, changes in perception, or in self-agency. Methods: Two clinical cases of GD-ADHD 
diagnosed males, ages 14 (P14) and 15 (P15), demonstrated the influence of GTP on cravings 
to play. Measures include: GTP Scale, IGD-20, Conners Scale, daily reporting on cravings. 
Results: Both patients reported GTP events that had varying influences on cravings to play. 
Each patient’s most frequently-occurring GTP event also triggered the most craving. For 
example, moving from dark to well-lit rooms after playing triggered visual hallucinations for 
P14, increasing their craving to play. P15's most frequent GTP was an auditory misperception 
of the "Victory" sound from Fortnite. This was triggered by their sibling's white noise ma-
chine, causing a "rush of excitement" and a strong desire to maintain this emotion. P14 and 
P15’s reported cravings and incidents of parent discipline were positively correlated. Conclu-
sions: Analysis suggests that GTP can induce cravings that are highly difficult for those with 
ADHD and GD to control. GTP presents as cue-induced craving, maintaining a dysfunctional 
cycle: Initial GTP experience, euphoric recall of gaming, craving to play, and then immedi-
ate, impulsive play. It is therefore crucial for clinicians to assess GTP in individuals with 
ADHD and GD to better understand and address these cravings.

Keywords: gaming disorder, ADHD, Game Transfer Phenomena, cravings
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S-1E5

Management of Gambling Disorder with Attention Deficit 
Hyperactivity Disorder: A case report

RA MULYA LIANSARI, KRISTIANA SISTE

Department of Psychiatry, Faculty of Medicine, Universitas Indonesia-dr. Cipto Mangunkusumo 
General Hospital, Jakarta, Indonesia
E-mail: mulyaliansari.dr@gmail.com

Gambling Disorder (GD) is becoming a concern in Indonesia. It's gained attention along with 
an increasing number of cases found, even though gambling is illegal. The prevalence of GD 
in Indonesia is 1%, online being predominant. This condition is reinforced by rapid growth 
and easily approved online loans. The management of GD in Indonesia is currently inad-
equate. Several challenges include difficulty in money management, non existed inpatient 
rehabilitation and government regulations that have not been able to suppress the practice of 
gambling. GD becomes complex when accompanied by psychiatric comorbidities. One of 
them is Attention Deficit Hyperactivity Disorder (ADHD) which has high comorbidity with 
GD. People with ADHD are more likely to experience GD with greater severity. The current 
case is a 23 years old single male with GD and ADHD. The patient has been on therapy for 
eight months with a frequency of once a week. During the therapy process, some difficulties 
were encountered resulting in three relapses. He shows non-compliance with some of the 
treatment agreements and financial restrictions are hard enough to apply. Cognitive Behavior 
Therapy was given but the outcome was unsatisfactory. He is on mindfulness therapy ac-
companied by cognitive therapy at present. Unfortunately, only a minimum of money man-
agement could be applied. Taking the current case as an example of the GD treatment ap-
proach, it is necessary to have national strategies to support gambling disorder management 
in Indonesia.

Keywords: gambling disorder, ADHD, mindfulness, cognitive therapy, psychosocial treatment
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S-1F1

Lonely online: A social model of digital media addiction  
A study in 21 countries

AGATA BŁACHNIO1, ANETA PRZEPIÓRKA1, OLEG GORBANIUK1,  
MONIKA MCNEILL2, REBECCA BENDAYAN3, MENACHEM BEN-EZRA4,  
ALAN ANGELUCI5, ANA MARIA ABREU6, MARIA J. BLANCA3,  
TIHANA BRKLJACIC7, NENAD ČUŠ BABIĆ8, MITHAT DURAK9,  
JULIA GORBANIUK1, JURAJ HOLDOŠ10, ANA IVANOVA1, MEIKO MAKITA11,  
SADIA MALIK12, ELVIS MAZZONI13, ANITA MILANOVIC14, BOJAN MUSIL8,  
IGOR PANTIC15, BELEN RANDO16, EMRE SENOL-DURAK9, LANCY D'SOUZA17, 
MARIEK, M. P. VANDEN ABEELE18, MARIUSZ WOŁOŃCIEJ1, ANISE M.S. WU19, 
SHU M. YU20, MARTINA BENVENUTI13

1The Catholic University of Lublin, Poland
2Glasgow Caledonian University
3University of Malaga
4Ariel University
5City University of São Caetano do Sul
6Universidade Católica Portuguesa
7Institute of Social Sciences
8University of Maribor
9Bolu Abant Izzet Baysal University
10Catholic University in Ruzomberok
11University of Dundee
12University of Sargodha
13University of Bologna
14Clinic for mental disorders “Dr Laza Lazarević”
15University of Belgrade
16Universidade de Lisboa
17University of Mysore
18University of Tilburg
19University of Macau
20University of Gibraltar
E-mail: gatta@kul.pl

Digital media addiction limits face-to-face communication, which can have negative effects 
on the subjective wellbeing of individuals. However, the effect of digital media addiction 
on subjective wellbeing has not been adequately explored, and it is recommended in the 
literature that the role of mediating variables related to social life should be investigated. 
These include loneliness and satisfaction with relationships. The current study investigated 
whether loneliness and satisfaction with relationships explained the link between people’s 
digital media addiction and their sense of flourishing. A sample of 6,434 respondents from 21 
countries (Mage = 25.92 years, SD = 9.78; 65.5% women) took part in a cross-sectional sur-
vey study. The study included a comprehensive evaluation of digital media addiction using 
several measures. The following scales were applied: the Adapted Mobile Phone Use Habits, 
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the Internet Addiction Scale, the Facebook Intrusion Questionnaire, the Phubbing Scale, the 
De Jong Gierveld Loneliness Scale, the Relationship Assessment Scale, and the Flourishing 
Scale. A two-level path analysis showed that loneliness and satisfaction with interpersonal re-
lationships fully mediated the link between digital media addiction and flourishing on the in-
dividual level. This suggests that digital media addiction may affect flourishing only through 
its impact on loneliness and satisfaction with interpersonal relationships.

Keywords: digital media addiction, flourishing, loneliness, satisfaction with relationships

S-1F2

The Emergence of #SocialMediaAddiction in Indonesia:  
A nationwide survey

KARINA KALANI FIRDAUS, KRISTIANA SISTE, ENJELINE HANAFI

Department of Psychiatry, dr. Cipto Mangunkusumo General Hospital – Faculty of Medicine 
Universitas Indonesia, Indonesia
E-mail:karinakalanif@gmail.com

Background: Worldwide, Internet and social media has shown vast growth in numbers over 
a short period of time from 3.42 billion in 2016, among 31% are social media users, to 4.54 
billion in 2020, among 49% use social media. In Indonesia, a similar pattern with a highly 
significant number is seen with internet users increase from 175.4 million in 2020, with 59% 
are social media users, to 204.7 million in 2022, among an alarming 93% are social media us-
ers mostly aged from 18-34. This increase has many risks biopsychosocially including social 
media addiction. In spite of the potentially high risk of addiction, to date, there are no social 
media usage regulations in Indonesia. Methods: National-wide survey perform on the begin-
ning of 2023 including college students through an online survey including demographic data 
including gender, social media usage, and the Indonesian version of Social Media Disorder 
Scale (SMDS) and focus group discussion. Results: The expected results will be prevalence 
of social media addiction and the demographic and pattern of social media usage pattern in 
Indonesia. Conclusions: The significant number of social media users in Indonesia may lead 
to an expected serious problem of social media addiction. Documentation of the pattern of 
social media usage and the issue of addiction nationwide may aid the government in devel-
oping policies and guidelines that can prevent and treat social media addiction nationwide.

Keywords: Social Media Addiction, Indonesia, college students, social media usage, nationwide sur-
vey
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S-1G1

Dissecting the impact of addiction and suicide scenes of flourishing 
movies and drama series on the global audience

KRISTIANA SISTE (chair)

University of Indonesia, Indonesia 

Symposium summary: Binge watching is greatly popular during pandemic and persists until 
now. It has been reported that binge watching is a form of internet addiction as it causes 
significant impairments for those who fulfilled the criteria for behavioral addiction. This 
phenomenon is still a controversial topic for its inclusion to behavioral addiction. It is impor-
tant to differentiate problematic and pathological binge watching. Asian drama fever further 
globalized the problem. We could not deny the effects they have to way of thinking or daily 
life of the watchers. Apart from that, the inclusion of sensitive topics, such as substance use 
disorder, gambling disorder, and suicidal behavior, affects daily behavior of the viewers. The 
content of the movie or drama watched might be used to educate people about a specific 
culture or topic. By knowing the attitude towards messages of those topics among global 
viewers, we may know the possibility and effectivity of utilizing the media for harm reduc-
tion program.

Keywords: binge watching; gambling disorder; harm reduction; alcohol use; suicide

S-1G2

The addiction of a new era: Down the rabbit hole of binge watching

YENNY SITI SINAMBELA1, ENJELINE HANAFI2, KRISTIANA SISTE2,  
HAGIT BONNY-NOACH3, CHEN SHINA4

1Medical Staff, Duren Sawit Mental Hospital, Jakarta, Indonesia
2 Addiction Psychiatry Division, Department of Psychiatry, Faculty of Medicine Universitas Indonesia, 
Cipto Mangunkusumo Hospital, Indonesia

3 The Department of Criminology Ariel University & Board member, Israeli Society of Addiction 
Medicine (ILSAM)

4The Department of Criminology Ariel University

Background: During the Covid-19 pandemic, social isolation and lockdown, one of the ac-
tivities that many people liked was watching Asian dramas. Some people watched the series 
too much just to fulfil their desires. There were some people who had negative consequences 
but still chose to watch it. According to definition binge watching is impulsive behaviour 
of the user consume one episode after the other, even completing a season of a web series 
at a time in order to curb curiosity. The study aims to determine the characteristics of binge 
watchers and explore the relationship between those characteristics with those in other be-
havioural addiction. Methods: A nationwide survey was conducted. It comprised of modified 
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version of binge watching addiction questionnaires and sociodemographic questionnaires. 
We promoted the survey using social media; and respondents with inclusion criteria of adults 
aged between 18 to 59 years, watched any drama series within the last 12 months, and had 
internet connection to fill in the online survey were included. Conclusions: Binge watching 
during the Covid-19 pandemic shows the characteristics of addiction. Further studies should 
be conducted to explore the impact of this behaviour on the daily activities of the watchers.

S-1G3

Attitudes towards scenes of substance misuse and suicide among global 
viewers of Asian drama

HAGIT BONNY-NOACH1, YENNY SITI SINAMBELA2, KRISTIANA SISTE3,  
CHEN SHINA4, ENJELINE HANAFI3

1 The Department of Criminology Ariel University & Board member, Israeli Society of Addiction 
Medicine (ILSAM)

2Medical Staff, Duren Sawit Mental Hospital, Jakarta, Indonesia
3 Addiction Psychiatry Division, Department of Psychiatry, Faculty of Medicine Universitas Indonesia, 
Cipto Mangunkusumo Hospital, Indonesia

4The Department of Criminology, Ariel University

The global rise of the “Korean wave” has been also through dramas, which are mostly spread 
on the Web and through streaming services which became dominant especially during the 
Covid-19 period. However, little is known about addiction to Korean dramas (K-drama), 
which might be an example of binge watching addiction.

South Korea has one of the highest rates of alcohol consumption and one of the high-
est rates of suicides. K-drama also presents messages about alcohol cultural norms, binge 
drinking, alcohol-related problems and suicide attempts beside harm reduction services as 
replacement drivers and hotline which located in places where people may commit suicides.

The purposes of the present study are as follows: (a) evaluation of the addiction to K-dra-
mas among adults global viewers of K-drama; (b) examine the Attitudes towards messages 
of alcohol and suicides risks and harm reduction as reflected in K-dramas; (c) examine the 
differences in addiction to K-dramas and attitudes towards messages of alcohol and suicides 
risks and harm reduction between K-drama fans in Israel and Indonesia.
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S-1G4

Utilizing popular media: Implementation of behavioral addiction harm 
reduction strategies in movies and dramas

ENJELINE HANAFI1, KRISTIANA SISTE1, LEE THUNG SEN2,  
BELINDA JULIVIA MURTANI2, HANS CHRISTIAN2, HANNA YOLA HADIYAN2, 
HAGIT BONNY-NOACH3, CHEN SHINA4

1Addiction Psychiatry Division, Department of Psychiatry, Faculty of Medicine Universitas Indonesia, 
Cipto Mangunkusumo Hospital, Indonesia
2Department of Psychiatry, Faculty of Medicine Universitas Indonesia
3The Department of Criminology Ariel University & Board member, Israeli Society of Addiction 
Medicine (ILSAM),
4The Department of Criminology Ariel University

Watching drama series or movie is a recreational activity for most people in any cultures. 
Whether binge watching is included as behavioral addiction remains a controversial topic. As 
this phenomenon becomes more common worldwide after the pandemic, health practitioners 
might actually benefit from it. Scenes in movies or dramas are often very memorable. It could 
be possible that pathological behaviors, such as gambling and gaming, are reconstructed 
through the means. This study aims to determine the effectiveness of harm reduction strate-
gies via movie or drama scenes. A survey was conducted consisting of sociodemographic 
questionnaire, Internet Addiction Diagnostic Questionnaire (KDAI), South Oaks Gambling 
Scale (SOGS), and Pittsburgh Sleep Quality Index (PSQI), as well as several questions re-
lated to video clips that was shown in the survey. The last part of the survey measured attitude 
towards behavioral addictions after watching the video clips. Harm reduction strategies in-
volving movies and dramas are effective to increase the awareness of behavioral addiction’s 
danger to oneself.
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S-1H1

Compulsive cyberporn and relationships with coercive sexual 
manipulation: is there any risky association?

FARAH BEN BRAHIM1,3, ROBERT COURTOIS1, YASSER KHAZAAL2,3

1Department of Psychology - QualiPsy, University of Tours, France
2Department of Psychiatry - Addiction Medicine, Lausanne University Hospital, Switzerland
3University of Lausanne, Switzerland
E-mail: farah-ben-brahim@outlook.fr

Cyberporn seems to be more addictive than other classic porn supports (e.g. magazines). 
Beyond its addictive risk, it would be linked to the highlighting of sexual performances 
without consideration of relationships and human encounters. The literature showed associa-
tions between cyberporn and the attitudes, beliefs, and sexual preferences of its users. Wom-
en most exposed to porn videos appear to be more likely to normalize rapes and violence 
against women. Research demonstrated that users of pornographic material are more likely 
to commit sexual assault. These observations invite us to think about Rape Myths Acceptance 
(RMA), sexual consent, and their place in the practices of compulsive cyberporn users.

This study aimed to explore links between compulsive cyberporn use, RMA, and Rela-
tionships with Coercive Sexual Manipulation (RCSM), committed and endured, in a cyber-
porn users sample. The sample was constituted of 1584 participants (1000 men; 557 women; 
27 non-binary). Participants were assessed using Compulsive Internet Use Scale adapted to 
cyberporn use, Acceptance of Modern Myths about Sexual Aggression scale, and Sexual 
Experiences Survey. We used Student’s t-test, Bravais-Pearson simple correlations, Spear-
man correlations, and Mann-Whitney test. Results showed that compared to men with no 
committed RCSM, men with committed RCSM presented more compulsive cyberporn use 
and greater RMA. Women with committed RCSM presented more RMA and no difference 
in cyberporn use compared to women with no committed RCSM. Participants with endured 
RCSM did not present any difference compared to those with no endured RCSM.
These results reveal links that should be more investigated through sexual and psychological 
variables in future research.

Keywords: cyberporn, compulsive cyberporn, rape myths acceptance, relationships with coercive 
sexual manipulation
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S-1H2

Online sex addiction and its dimensions: A network perspective

ANNA ŠEVČÍKOVÁ, ANDREA STAŠEK

Masaryk University, Czech Republic
E-mail: asevciko@fss.muni.cz

Background: This study aims to explore the dimensions of online sex addiction from a net-
work theory perspective, that is, how Craving, Loss of Control, Mood Management, Conflict, 
Tolerance, and Withdrawal symptoms are mutually interconnected, and which experiences 
and behaviors bridge the symptom clusters. Methods: 2,518 adult internet users (Mage = 
32.73; SD = 9.62; 73.2 % males) filled out the Short Internet Addiction Test Adapted to 
Online Sexual Activities (s-IAT-sex; Wéry et al., 2016) that captures the Craving and Loss-
of-Control dimensions. Additional 15 items were developed measuring Mood Management, 
Conflict, Tolerance, and Withdrawal symptoms. A network model was estimated based on 27 
items. Results: Craving and Loss of Control were highly interconnected, while other dimen-
sions formed unique clusters except for Conflicts and Tolerance. The need to seek sexual 
stimuli elsewhere when lacking access to sexually oriented sites bridged Tolerance and other 
Withdrawal symptoms with s-IAT-sex. No edges between the Conflicts and Mood Manage-
ment clusters were identified, while getting into trouble with the law because of online sexual 
activities was linked to the tolerance cluster. Conclusions: The network perspective repre-
sents a promising framework for explaining the internal structure of sex-addiction-related 
experiences and for testing the items that may ameliorate existing sex-addiction scales. We 
identified new items capturing addiction symptoms that are not included in the s-IAT-sex 
and that have the potential to broaden the outreach of sex addiction measurement toward key 
symptomatology.

Keywords: sex addiction, network theory, behavioral addiction symptoms, measurement

S-1H3

Cyberporn use and Rape Myths Acceptance: Are we dealing with risky 
associations?

FARAH BEN BRAHIM1,3, ROBERT COURTOIS1, YASSER KHAZAAL2,3

1Department of Psychology - QualiPsy, University of Tours, France
2Department of Psychiatry - Addiction Medicine, Lausanne University Hospital, Switzerland
3University of Lausanne, Switzerland
E-mail: farah-ben-brahim@outlook.fr

The literature reported links between pornography and Rape Myths Acceptance (RMA). The 
most exposed participants to pornography would be desensitized by its content and mini-
mize rape and violence against women. Studies associating cyberporn use and RMA remain 
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scarce. Few studies have linked compulsive cyberporn use to RMA, or to attraction to par-
ticular pornographic images, or to moral incongruence related to cyberporn use. This study 
aimed to explore links between RMA and compulsive cyberporn including arousing porno-
graphic styles and pornography moral perception (moral incongruence) in a cyberporn users 
sample. The sample comprised 1584 participants (1000 men; 557 women; 27 non-binary). 
Participants completed the Compulsive Internet Use Scale adapted to cyberporn use, Accep-
tance of Modern Myths about Sexual Aggression scale, and answered questions about their 
amount and frequency of use, preferences, and moral perception of pornography. We con-
ducted Bravais-Pearson and Chi-Square correlations, k-means non-hierarchical clustering, 
and Student’s t-test. We identified two types of cyberporn user, “low-risk” and “high-risk”. 
Compared to the low-risk group, the high-risk group had higher rape myth acceptance scores, 
were more aroused by scenes depicting domination, humiliation, submission, and young peo-
ple, had higher compulsive cyberporn use scores, spent more time and had more frequent 
use of cyberporn. Analysis showed that men in the high-risk group had a stronger negative 
moral perception of pornography than men in the low-risk group. We also found that some 
pornographic styles had stronger associations with compulsive cyberporn use and RMA. The 
present study provides current data on cyberporn use and its association with RMA. Further 
studies should explore variables mediating these relationships.

Keywords: cyberporn, compulsive cyberporn, Rape Myths Acceptance

S-1H4

Compulsivity and Porn Recovery – Challenges for Adolescents 
Education Programs

MARSHALL STUART BALLANTINE-JONES

DigiHelp Publishing, Australia
marshall@digihelp.io

Background: A program aimed at reducing problematic pornography amongst Year 10 stu-
dents was conducted between August 2019-March 2020. It was observed that that those with 
higher levels of compulsivity struggled to change viewing frequency, despite an increased 
desire and effort to do so. This study aims to examine how the compulsivity factor in pre 
and post intervention analysis relates to levels of student pornography viewing, as well as 
other causal factors behind their viewing behaviours. Methods: Structured Equation Model-
ling was used to explore the mediating effect compulsivity had on the relationship between 
negative attitudes to pornography and viewing frequency. Correlation analysis between com-
pulsivity levels and potential causal factors were also explored. Results: Multiple-regression 
analysis showed that compulsivity had a very strong influence on pornography viewing. 
SEM pathway analysis confirmed that the significant direct effect that compulsivity had on 
pornography viewing offset the direct effect any increased negative attitudes (about pornog-
raphy) had on actual pornography viewing (in post intervention subjects). Additionally, data 
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supports the case that compulsive pornography use meets similar conditions identified in 
the DSM-5 for Internet Gambling Disorder, qualifying it as an actual behavioural addiction. 
Conclusion: Compulsive behaviours impeded efforts to reduce pornography viewing in some 
students, limiting the potential effectiveness of education programs to change behaviour. 
Other preventative strategies, including therapies targeting addictive behaviours, to support 
adolescents with pornography behaviour problems, should be explored

Keywords: compulsivity, pornography, adolescent

S-1H5

Scrutinizing problematic sexual behavior and pornography use:  
A clinical case from a Global South country and narrative review

LEE THUNG SEN, ENJELINE HANAFI, KRISTIANA SISTE

Department of Psychiatry, Faculty of Medicine, Universitas Indonesia – dr. Cipto Mangunkusumo 
National General Referral Hospital, Jakarta, Indonesia, 10430
E-mail: leethungsen@gmail.com

Background: Problematic pornography use (PPU) is becoming an alarming issue even in In-
donesia, with unique behavioral concerns than compulsive sexual behavior disorder (CSBD). 
Here a case study and a narrative literature review are presented to identify differences be-
tween PPU and CSBD from a Global South perspective. Methods: A case presentation and 
systematic literature searches in PubMed and Scopus. Results: Mr. A, 32 years old, had un-
controlled sexual impulses with multiple extramarital partners, resulting in marital instabil-
ity and personal distress. He was diagnosed with CSBD, which was remitted after therapy. 
Subsequently, he began consuming online porn with initial satisfaction but shifted to nega-
tive reinforcement. The behavior was accompanied by intense craving that heightened after 
erotic stimuli, irritable mood upon failure to access porn, preoccupation (e.g., fantasizing 
about porn when playing online games), diminished control (e.g., during work), and multiple 
deception attempts. Evidence suggests that PPU, particularly online, shares differences with 
substance addiction but highly overlaps with addictive behaviors, which was not evident for 
overall CSBD. These shared theoretical underpinnings include impulsivity-to-compulsivity 
transition, cue-reactivity, craving, and cognitive inflexibility. The overlap extends further to 
comparable neurobiological activation during resting-state and post-stimuli. However, others 
have contended the lack of tolerance and withdrawal aspects and proposed CSBD as more of 
a sexual health disorder. Conclusions: The behavioral transition of Mr. A highlights potential-
ly distinct perceptions between sexual activities and porn consumption. The illustrated PPU 
portrayed core addictive behavioral mechanisms. Additional empirical studies are pivotal in 
elucidating PPU and CSBD nosology.

Keywords: pornography, sexual, addiction, compulsive, nosology
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S-2A1

Aspects of diversity in compulsive sexual behaviour disorder and 
problematic pornography use

MARC N. POTENZA1,2,3, JANNIS ENGEL4 (chairs)
1Departments of Psychiatry and Neuroscience and Child Study Center, Yale School of Medicine
2Connecticut Council on Problem Gambling
3Connecticut Mental Health Center
4Hannover Medical School, Germany

Symposium summary: With the inclusion of Compulsive Sexual Behavior Disorder (CSBD) 
in the eleventh revision of the International Classification of Diseases (ICD-11), there is 
growing interest in the role of CSBD and problematic pornography use (PPU) in diverse sam-
ples. Diversity may include consideratioon of populations from outside of WEIRD (Western, 
Educated, Industrialized, Rich and Democratic) countries or studies extending beyond White, 
heterosexual men from the community. CSBD and PPU often co-occur with other disorders, 
and understanding better these relationships in clinical samples is important for optimiz-
ing treatments. The present symposium presents cutting edge examinations using multiple 
methodologies. Professor Marc N. Potenza will present findings from 1,273 individuals seek-
ing treatment for opioid use disorder of whom close to 5% screened positive for PPU. Dr. 
Ewelina Kowalewska used functional magnetic resonance imaging and an Incentive Delay 
Task in 29 heterosexual women with CSBD and compared them to 20 heterosexual women 
without CSBD. Ms. Magdalena Wizła will present findings of three studies investigating 
links between perceived social support, CSBD, and PPU, with one study focusing explicitly 
on sexual minorities. Dr. Jannis Engel will discuss connections between compulsive sexual 
behavior and personality maladjustment in 47 men with CSBD and 38 matched healthy con-
trols. Ms. Gretchen Blycker will present findings on the impact of CSBD/PPU on romantic 
relational systems. Collectively, these studies provide important innformation relevant to the 
phenomenology of CSBD and PPU, with implications for optimizing interventions.

Keywords: addictive behaviors, diverse samples, compulsive sexual behavior in women, co-occurring 
disorders
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S-2A2

Problematic pornography use in individuals seeking treatment for 
opioid use disorder

MARC N. POTENZA1, ELINA A. STEFANOVICS2, SHANE W. KRAUS3,  
DECLAN T. BARRY4

1 Departments of Psychiatry and Neuroscience and Child Study Center, Yale School of Medicine, New 
Haven, CT, United States, Connecticut Council on Problem Gambling, Wethersfield, CT, Connecticut 
Mental Health Center, New Haven, CT, United States

2Department of Psychiatry, Yale School of Medicine, New Haven, CT, United States
3Department of Psychology, University of Nevada, Las Vegas, NV, United States
4 Adult Psychiatry; Child Study Center; Connecticut Mental Health Center; Division of Addictions; 
Psychotherapy Development Center; Yale Ventures; Yale School of Medicine, New Haven, CT, 
United States

Background: The United States is experiencing an opioid epidemic. Opioid use disorder 
(OUD) often co-occurs with behavioral addictions like gambling disorder. However, little is 
known regarding the prevalence and correlates of problematic pornography use (PPU) among 
people seeking treatment for OUD. Method: From October 2018 to March 2020, 1,273 indi-
viduals seeking OUD treatment were screened for PPU by completing the Brief Pornography 
Screen (BPS), an instrument validated in clinical and community samples for assessing PPU 
across multiple jurisdictions. Results: Among the sample (mean age=37.9+10.5 years; range 
18-73), 13.8% of individuals acknowledged some PPU symptomatology (BPS score > 1), 
with 4.3% screening positive for PPU (PPU+; BPS score > 4). Individuals screening posi-
tive for PPU (PPU+) versus negative (PPU-) scored higher on measures of impulsivity (total 
UPPS-P (20-item) score 43.0 + 8.8 SD: PPU+: 49.2 + 6.7; PPU-: 42.6 + 8.7 (p<.0001), with 
differences seemingly attributable to higher scores on positive urgency (PPU+: 10.3+2.9; 
PPU-: 7.8 + 3.1; p<.0001)), negative urgency (PPU+: 11.8 + 2.7; PPU-: 10.1 + 3.2; p=0.0001)) 
and sensation-seeking (PPU+: 11.2 + 2.9; PPU-: 9.5 + 3.1; p<.0001) forms of impulsivity. 
Additional measures assessing other clinical characteristics (e.g., related to pain, self-harm, 
trauma and other factors) are planned for presentation. Conclusions: Individuals seeking 
treatment for OUD often have symptoms of and screen positive for PPU. Among individuals 
with OUD, those with versus without PPU appear more impulsive, and the nature of this rela-
tionship (e.g., with respect to other clinically relevant variables including treatment outcome) 
warrants additional investigation.
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S-2A3

Neural mechanisms underlying Compulsive Sexual Behavior Disorder 
among women

EWELINA KOWALEWSKA1, MAŁGORZATA DRAPS2, JAKUB WOJCIECHOWSKI3, 
SHANE W. KRAUS4

1Department of Psychiatry, Centre of Postgraduate Medical Education, Warsaw, Poland
2Clinical Neuroscience Lab, Institute of Psychology, Polish Academy of Sciences, Warsaw, Poland
3 Bioimaging Research Center, Institute of Physiology and Pathology of Hearing, World Hearing 
Center, Kajetany, Poland; Laboratory of Emotions Neurobiology, Nencki Institute of Experimental 
Biology, Warsaw, Poland

4Department of Psychology, University of Nevada, Las Vegas, NV, USA

Background: Majority of neural data on Compulsive Sexual Behavior Disorder (CSBD) 
comes from heterosexual, Caucasian male samples. Given the recent inclusion of CSBD in 
ICD-11, the insufficient knowledge of this problem among women, and increasing number of 
women reporting CSBD symptoms, greater research is needed to explore gender differences 
and similarities in neural and psychological mechanisms underlying this disorder.

Method: Using functional magnetic resonance imaging (fMRI) and Incentive Delay Task, 
we examined brain reactivity towards erotic and monetary stimuli among 29 heterosexual 
women with CSBD and 20 heterosexual women without CSBD. Before fMRI measurement 
participants took part in a structured clinical interview conducted by a psychologist, as well 
as series of self-report assessment including CSBD, sexual activity, anxiety, impulsivity, al-
cohol and substance use. Results: Differently than male populations who mostly struggle 
with compulsive pornography use, for majority of women with CSBD the dominant issue 
was engaging in casual sexual contacts, compulsive masturbation, and recurrent fantasizing. 
We analyzed BOLD responses to erotic and monetary cues in 12 regions of interests (ROIs) 
identified in previous research as differentiating males with CSBD form healthy controls.

Conclusions: During the presentation we will describe these findings along with self-re-
ported data on sexual activity and trait-level variables collected over the clinical and ques-
tionnaire measurements preceding fMRI.
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S-2A4

The relation of perceived social support, minority stress, and sexualized 
drug use to compulsive sexual behavior: evidence from 3 samples in 
Poland – convenience, nationally representative, and sexual minority

MAGDALENA WIZŁA1, AGNIESZKA GLICA2, ALEKSANDRA DWULIT3,  
MATEUSZ GOLA4, KAROL LEWCZUK1

1Institute of Psychology, Cardinal Stefan Wyszynski University, Warsaw, Poland
2 Laboratory of Language Neurobiology, Nencki Institute of Experimental Biology, Polish Academy of 
Sciences, Warsaw, Poland; Institute of Psychology, Cardinal Stefan Wyszynski University, Warsaw, 
Poland

3Dr Józef Babiński Clinical Psychiatric Hospital, Cracow, Poland
4 Swartz Center for Computational Neuroscience, Institute for Neural Computations, University of 
California, San Diego, United States; Institute of Psychology, Polish Academy of Sciences, Warsaw, 
Poland

Background: Previous research has shown that factors like the strength of social bonds can 
significantly influence sexual behavior. However, we lack studies investigating how social 
support contributes to Compulsive Sexual Behavior Disorder (CSBD) both in the general 
population, as well as in vulnerable groups. Method: We conducted three self-report online 
studies to investigate the links between perceived social support, CSBD, and problematic 
pornography use (PPU). In Study 1 (n1=807, convenience sample) we collected preliminary 
data; in Study 2 (n2=1526) aimed at results’ replication in a representative adult sample. In 
Study 3, we focused on sexual minorities (n3=210) and additionally explored the role of mi-
nority stressors (internalized sexual stigma, discrimination experiences, and sexual orienta-
tion disclosure), and sexualized drug use (more prevalent in sexual minorities). In analyses, 
we adjusted for gender, age, sexual orientation, and sexual activity frequency. Results: In 
Studies 1 and 2, general social support protected against CSBD (β1=-.15, β2=-.10) and PPU 
(β1=-.12, β2=-.09, all p values ≤.001) The results for domains of social support, however, 
largely differed between the two studies. In Study 3, social support negatively predicted 
CSBD (β3=-.18, p≤.05, while experiences of discrimination (β3=.15, p≤.05) and sexualized 
drug use (β3=.32, p ≤.001) were risk factors for CSBD. Internalized sexual stigma (β3=.17, 
p ≤.05) predicted greater PPU severity. Conclusions: We provide evidence for the supporting 
role of perceived social support and minority stressors in problematic sexual behavior devel-
opment both in the general population as well as in sexual minorities. Relationships require 
further exploration to design group-specific therapeutic interventions.
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S-2A5

Personality dimensions of compulsive sexual behavior disorder

JANNIS ENGEL, MARIE CARSTENSEN, MARIA VEIT, JONAS KNEER, 
CHRISTOPHER SINKE, UWE HARTMANN, TILLMANN H.C. KRUGER

Department of Psychiatry, Social Psychiatry and Psychotherapy, Hannover Medical School, 
Hannover, Germany

Background: Compulsive sexual behavior disorder (CSBD) is characterized by recurrent, 
intensive, and excessive preoccupation with sexual fantasies, urges, and behaviors that can 
lead to clinically relevant levels of distress and adverse consequences for affected individu-
als. Earlier research has established a connection between sexual phenomena, such as com-
pulsive sexual behavior, and personality features. The present study applied the dimensional 
approach of personality maladjustment presented in the fifth edition of the Diagnostic and 
Statistical Manual of Mental Disorders (DSM-5) to connect compulsive sexual behavior to 
personality maladjustment. Method: We investigated 47 men suffering from CSBD and 38 
matched healthy controls regarding personality maladjustment using a 100-item version of 
the Personality Inventory for DSM-5 (PID-5-FBF). Results: The men with CSBD showed 
higher levels of personality maladjustment regarding all PID-5-FBF domains (negative af-
fect, detachment, psychoticism, antagonism, and disinhibition) and significantly differenti-
ated from healthy controls in the level of subordinate facets. Furthermore, disinhibition was a 
significant predictor of CSBD. Conclusions: Personality maladjustment, especially disinhibi-
tion, is highly associated with CSBD. Thus, treatment of CSBD should focus on disturbances 
of interpersonal functioning.

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Symposia and parallel sessions Session 2A

ICBA2023 / August 23–25, 2023 / Incheon, South Korea  40

S-2A6

Identifying Symptoms of CSBD/PPU in a Romantic Relational System

GRETCHEN BLYCKER

University of Rhode Island, Hälsosam Therapy

Background: Symptoms and consequences of Compulsive Sexual Behavior Disorder 
(CSBD) or Problematic Pornography Use (PPU) may first emerge in a relational context, 
therefore an increased understanding of interpersonal experiences and dynamics in a roman-
tic relational system warrants further investigation. Addictions not only impact the person 
suffering with the disorder, but also significant others. However, when the addiction involves 
the integral nature of sexuality there are significantly different and unique consequences that 
sets this dynamic apart from being intimate with a person with any other addiction or com-
pulsive behavior. Method: This presentation will include a review of research focusing on 
pornography use and compulsive sexual behaviors and the effects on romantic relationships, 
including sexual and relationship satisfaction. Sociocultural influences which may contrib-
ute to the normalization of experiencing symptoms of CSBD/PPU in romantic relationships 
will be elucidated by research findings, as well as through clinical case examples. Results: 
Impersonal approaches to sex, devaluation of intimate sex and communication, a gendered 
pleasure and orgasm gap, empathy reduction, power and control dynamics, expectations for a 
partner’s sexual compliance or avoidance of partner sex, and the blaming of the non-CSBD/
PPU partner for sexual and relational problems are among the many symptoms identified in 
relational dynamics occurring with a partner with CSBD/PPU. Conclusions: More research 
is needed to explore the interaction effects between the addiction enabling phenomena of 
denial and dishonesty operating with the CSBD/PPU partner and relational dynamics. Future 
research assessing for CSBD/PPU may benefit by including collateral information regarding 
the relationship or partner’s experiences.
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S-2B1

Why is it important to respect age recommendations in video games?

ABEL NOGUEIRA-LÓPEZ1,2,5, ANTONIO RIAL-BOUBETA2,  
BELÉN ANDRADE-PÉREZ3, MANUEL ISORNA-FOLGAR4, JOËL BILLIEUX5

1University of León, Spain
2University of Santiago de Compostela, Spain
3UNICEF, Spain
4University of Vigo, Spain
5University of Lausanne, Switzerland
E-mail: anogl@unileon.es

Background: Games are one of the great learning and educational tools, and in recent years, 
video games have proven their worth as well. However, excessive or inappropriate use of 
video games can lead to the manifestation of a persistent and dysregulated pattern of involve-
ment associated with negative consequences and functional impairment. The adaptation of 
content according to age could be a key element in this regard, as some studies have associ-
ated patterns of problematic gaming with frequent and intensive use of video games designed 
for adults, as well as finding higher rates of bullying and cyberbullying among problematic 
consumers of games with adult content. Methods: An online survey was conducted among 
students in Compulsory Secondary Education in Spain with a sample of 41,507 adolescents 
(M = 13.81, SD = 1.32). Data were collected through an online survey: Sociodemographic 
questions, gaming habits and specific instruments for the screening of gaming addiction 
(GASA), bullying (EBIP-Q) and cyberbullying (ECIP-Q). Results: Relatively high rates of 
problematic gaming (3.1%), bullying (19.9%) and cyberbullying (12.2%) were found, in 
addition to detecting that 54.7% of adolescents who regularly play video games play titles 
labelled by the Pan-European Game Information as not recommended for under-18s (PEGI-
18). On all three scales, the rates are significantly higher among those who play video games 
for adults, even tripling in early adolescence (12-13 years). Conclusion: From a public health 
perspective, our results suggest that video game content are taken into account in education 
and preventive actions.

Keywords: bullying, cyberbullying, PEGI-18, gaming
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S-2B2

Relationship between Internet use and Internet addiction among 
children: The role of Internet literacy

QIAOLEI JIANG1, ZONGHAI CHEN1, ZIZHONG ZHANG1, CAN ZUO2

1Tsinghua University, China
2Chinese Academy of Social Sciences, China
E-mail:  qiaoleijiang@tsinghua.edu.cn

Background: With the increasing pervasiveness of the Internet, children’s Internet use has 
increased exponentially. Due to the ongoing cognitive and social development processes, 
children are more vulnerable to Internet addiction, therefore the role of Internet literacy is 
increasingly recognized. In this study, a conceptual model was proposed to investigate the 
relationship between Internet use of different purpose and duration, Internet literacy and 
Internet addiction among children. Method: The present study was carried out with 2,276 
children studying in primary, middle and high schools in East China. Sociodemographic 
characteristics, Internet use, Internet literacy scale and Internet addiction scale were used 
in the study. Descriptive statistics and structural equation modeling analysis were applied. 
Results: The model summary fit values showed that the proposed research model fit the data 
well. The results demonstrated a significant relationship between Internet use and Internet 
addiction. The duration of Internet use significantly, positively, and directly affected Inter-
net addiction. With different dimensions of Internet literacy required, entertainment-oriented 
Internet use had positive impact on Internet addiction, while education-oriented Internet use 
exerted negative effects on Internet addiction. As for Internet literacy, knowledge and skills 
for Internet (positively) and Internet self-management (negatively) significantly influenced 
the likelihood of Internet addiction. Conclusions: The findings suggest that Internet overuse 
increases the risk of Internet addiction in children, while entertainment-oriented rather than 
education-oriented Internet use is addictive. The role of Internet literacy is complicated, with 
critical Internet literacy preventing the development of Internet addiction among children, 
while functional Internet literacy increasing the risk.

Keywords: Internet addiction, children, Internet literacy, Internet use
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S-2B3

Does the use of mobile devices by preschool children differentiate their 
cognitive functioning?

MAGDALENA ROWICKA

The Maria Grzegorzewska University, Poland
E-mail:  mrowicka@aps.edu.pl

Aim: The project aimed to verify the relationship between the use of mobile devices by chil-
dren aged 4-6 and their cognitive functioning (inhibitory control, attention and non-verbal 
memory). The ability to inhibit unwanted reactions is a key skill related to self-control and is 
often indicated as deficient in children using mobile devices at an early age.

Participants: 750 children aged 4 – 6 years old (equal distribution between age and sex), 
within which 600 children were using mobile devices with different frequencies and 150 did 
not use mobile devices. 750 parents (1 parent per child). Materials (parents): SCREENS-Q 
questionnaire adaptation (Klakk et al., 2020) Materials (children): The peanut task (Morra, 
1994) measures non-verbal (visual) memory and The Child Flanker Task (Christ et al., 2011) 
measures inhibitory control and attention. Results: The use (and lack of it) of mobile devices 
does not differentiate the cognitive functioning of children ages 4-6. High screen times in 
children, Lower parental supervision, more frequent use to regulate child’s emotions were 
significantly related to poorer cognitive functioning of children. Public health strategies 
should be focused on education of caregivers as competent and knowledgeable mediators 
for their children’s media use and further development of habits, with focus on the need for 
children to have frequent parent–child interactions.

Keywords: mobile devices, children, cognitive functions
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S-2B4

GamE: An e-Health intervention to self-manage gaming with an aim to 
prevent gaming disorder

YATAN PAL SINGH BALHARA, SIDDHARTH SARKAR, NISHTHA LASPAL,  
RACHNA BAHRGAVA, ZENIA YADAV

AIIMS, New Delhi, India
E-mail: ypsbalhara@gmail.com

Background: There are limited evidence based interventions for management of gaming dis-
order. Moreover, interventions for prevention of gaming disorder are even rarer. Prevention 
focused interventions are known to be cheaper from a public healthcare funding perspective, 
decrease morbidity, enhance quality of life and well-being, increase the productivity of the 
workforce, and decrease the burden on the healthcare services.

About the intervention: GamE (Gaming disorder prevention E health intervention) is a 
digital intervention aimed at prevention of gaming disorder among students. The intervention 
is offered as a self- paced and self- directed activity. A total of four modules are included: 
basics of addiction; basics of gaming disorder; screening and identification of gaming dis-
order; and prevention and management of gaming disorder. Each module had its own set of 
such activities. Focus of presentation: The current presentation shall offer an overview of the 
intervention. It shall also offer information on the findings of the RCT where this intervention 
was tested among a set of students. The results of the RCT shall be shared. Also, the proposed 
plan for scaling up and dissemination of the intervention shall be shared at the conference. 
Methodology: The study participants were recruited from a university college. The partici-
pants were randomly allocated (non-blinded) to the intervention arm in batches of 10. The 
assignment to the intervention arm was carried out in a total of four waves (wave I-IV). The 
data were analyzed using SPSS version 20 (IBM Corp, Armonk, NY). The questionnaire 
results between the intervention arm and the waitlist control arm were compared using the re-
peated measures ANOVA with Greenhouse-Geisser correction. The effect size (partial η2) for 
the different domains were calculated. Results: The understanding of the concept of gaming, 
understanding of difference between gaming and gaming disorder, understanding of adverse 
effects associated with gaming disorder, understanding of screening of gaming disorder and 
self-help techniques of regulating gaming disorder increased more in the intervention group 
than control (all p <0.001). The knowledge about gaming and gaming disorder significantly 
increased in the intervention group as compared to control (p < 0.001). The effect size of the 
intervention for these domains was in the range of small to medium.

Keywords: Gaming disorder, prevention, intervention
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S-2C1

Experienced gratification and compensation as key mechanisms in 
specific addictive (online) behaviors

ELISA WEGMANN, STEPHANIE ANTONS, MATTHIAS BRAND

University of Duisburg-Essen, Germany
E-mail: elisa.wegmann@uni-due.de

Background: Beyond gaming and gambling disorders, problematic online buying/shopping, 
pornography use, and social-networks use are considered potential further disorders due to 
addictive behaviors. Current research aims to identify key mechanisms of these disorders to 
generates a better understanding of potential convergences and differences of these addictive 
behaviors. It is assumed that the experienced gratification of needs and compensation of defi-
cits play a crucial role. We address the relevance of both components as well as their interplay 
with further reinforcement mechanisms in the development and maintenance of specific ad-
dictive (online) behaviors. Method: We used two newly developed questionnaires capturing 
experienced gratification and compensation. We surveyed more than 1000 participants who 
answered all questions regarding their preferred online activity. Moreover, constructs assess-
ing craving experiences, use expectancies, person’s characteristics, and symptom severity 
were used. Results: For all types of specific addictive disorders, experienced gratification 
and compensation were associated with symptoms of specific addictive behaviors. Moreover, 
the components were also linked to further affective and cognitive constructs such as experi-
enced craving, use expectancies, and impulsivity as well as person’s core characteristics, in-
dicating an important role in the development and maintenance of addictive behaviors. Con-
clusions: The results highlight the importance of gratification and compensation in different 
online addictive behaviors. Future studies should identify specificities of the involvement of 
gratification and compensation in different addictive online behaviors as well as during the 
addiction process. The questionnaires should be used in longitudinal studies to shed light on 
the proposed shift from gratification to compensation during this process.

Keywords: behavioral addictions, problematic Internet use, gaming disorder
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S-2C2

The effect of gratification, compensation, use expectancies and habits in 
the development of specific internet use disorders: Preliminary results 
from longitudinal data

ANDREAS OELKER, MATTHIAS BRAND, SILKE M. MÜLLER

General Psychology: Cognition and Center for Behavioral Addiction Research (CeBAR),  
University of Duisburg-Essen, Duisburg, Germany
E-mail:  andreas.oelker@uni-due.de

Background: The I-PACE model predicts that the interaction of gratification, compensa-
tion, use expectancies and habits are related to the severity of symptoms of specific internet 
use disorders, e.g. gaming disorder. We assume that over the addiction process, the level of 
experienced gratification decreases while the level of compensation increases, potentially 
leading to a habitual use of the internet application whereas avoidance and reward use ex-
pectancies have reinforcing effects. Method: We collected data (N=197), including a clinical 
interview in a laboratory setting (t1) with a subsequent 6-month follow-up survey (t2) for 
gaming, online shopping, social network use and online pornography use. Differences in 
gratification, compensation, use expectancies, habitual use and symptom severity were as-
sessed for both time points (t1, t2). Additionally, we asked in t2 about a behavior change and 
treatment-seeking motivation within the last 6 months. Results: Overall, every main measure 
decreased from t1 to t2. About 14% sought professional help. The models of gratification, 
compensation, use expectancies and habits predicting symptom severity are similar in t1 and 
t2. Intra- and inter-subject measures show that a higher symptom severity of specific internet 
use disorders is accompanied by a higher level of avoidance use expectancies, lower level of 
gratification, higher level of compensation and a higher habitual use. Conclusions: Gratifica-
tion and compensation play a central role in the process of developing and maintaining a spe-
cific internet use disorder. Therefore, coping with negative feelings and reducing the habitual 
use of internet applications may be beneficial approaches for interventions.

Keywords: specific internet use disorders, gratification, compensation, use expectancies, habit
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S-2C3

Pavlovian-to-Instrumental Transfer and Outcome-Devaluation Effects 
in Internet Gaming Disorder

LINXUAN XU, JIN-TAO ZHANG

State Key Laboratory of Cognitive Neuroscience and Learning and IDG/McGovern Institute for Brain 
Research, Beijing Normal University, Beijing, China
E-mail: linxuanxu96@mail.bnu.edu.cn

Pavlovian-to-Instrumental Transfer (PIT) effect, described as the promotion or discourage-
ment of instrumental behavior by appetitive or aversive Pavlovian conditioned stimuli, plays 
an important role in the development and maintenance of addictions. Substance use disor-
ders studies have shown the behaviors of addicted individuals are more susceptible to the 
influence of Pavlovian cues than those who recreational use. The transfer may be related 
to stimulus-response associations that are insensitive to outcome value. Besides, incentive 
salience attribution makes addiction cues transformed into “wanted” stimuli that influence 
behavior. Evidence for PIT effects in Internet gaming disorder (IGD) remains insufficient. 
The adapted PIT paradigm in this study examined effect of monetary instrumental behavior 
by monetary Pavlovian cues (specific PIT effects) and internet game cues (general PIT ef-
fects). The behavioral changes following outcomes devaluation were measured. A total of 42 
adults with IGD (18 females, Mage = 22.29 ± 2.96) and 38 healthy control (HC) participants 
(16 females, Mage = 22.92 ± 2.88) were included. The results showed participants with IGD 
have stronger specific PIT and general PIT effects, compared with HC. Specificly, inhibitory 
instrumental behavior of participants with IGD is affected by appetitive cues. The general 
PIT effect was only correlated with liking for game cues in HC group, which may reflect the 
separation between liking and wanting of addictive cues in participants with IGD. Although 
the devaluation sensitivity did not differ in the two groups, sensitivity was negatively cor-
related with the degree of addiction in participants with IGD. In conclusion, participants with 
IGD have a greater deviation in instrumental behavior than HC, which may be related to the 
development and maintenance of addiction.

Keywords: Internet Gaming Disorder, Pavlovian to Instrumental Transfer, Outcome Devaluation
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S-2C4

Interrelation among severity of internet addiction, callous-unemotional 
traits and social anxiety in adolescents 

ANNA TRUSOVA, ANTON KANASHOV 

St Petersburg State University, Russian Federation 
E-mail: anna.v.trusova@gmail.com 

The purpose of this study was to investigate the interrelation among callous-unemotional 
traits including dark triad personality traits, social anxiety and the severity of Internet addic-
tion (IA) in adolescents. PARTICIPANTS. 1134 adolescents, school students, 573 females 
(50.5%), the average age 16 ± 0.89 years (M ± SD). MEASUREMENTS. Chen Internet 
Addiction Scale (CIAS), Short Dark Triad (SD3), Inventory of Callous-Unemotional Traits 
(ICU), Liebowitz Social Anxiety Scale (LSAS), Brief Fear of Negative Evaluation Scale-
Revised (BFNES-R), Positive and Negative Affect Schedule (PANAS). Data were analyzed 
using Mann-Whitney criterion and Spearman ratio. RESULTS. 62 participants (5.5%) had 
a minimal risk of IA, 953 participants (84%) had a moderate risk of IA, 119 participants 
(10.5%) had a high risk of IA. The total score of CIAS positively correlated with the lack of 
empathy and remorse (ICU, p = 0, 024), the lack of emotional expression (ICU, p < 0.001), 
the tendency to manipulation and exploitation of others (SD3, p < 0, 001) and tendency to 
antisocial behavior, impulsivity (SD3, p < 0, 001). The severity of IA was positively related 
to the fear of negative evaluation (BFNESR, p < 0,001), the social anxiety (LSAS, p < 0,001) 
and the negative affect (PANAS, p < 0,001) Also the total score of CIAS negatively corre-
lated with the insensibility towards others ’emotions (ICU, p = 0, 022) and the positive affect 
(PANAS, p <0, 001). CONCLUSION. Improving ability to identify one’s feelings, reduction 
of fear of negative assessment, maintaining positive affectivity can be specific targets of psy-
chological intervention for IA

Keywords: internet addiction, callous-unemotional traits, social anxiety, adolescents
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S-2C5

The Granada Assessment for Cross-domain Compulsivity (GRACC): 
A scale for the operationalization and measurement of compulsive 
behavior across activity domains

ISMAEL MUELA1, JUAN F. NAVAS2, JUAN R. BARRADA3,  
JOSÉ LÓPEZ-GUERRERO1, FRANCISCO J. RIVERO1, ÁLVARO LOZANO-RUIZ1, 
DAMIEN BREVERS4, JOSÉ C. PERALES1

1Mind, Brain and Behavior Research Center (CIMCYC); University of Granada, Spain
2University Complutense of Madrid, Spain
3 Department of Psychology and Sociology, Faculty of Education, Universidad de Zaragoza, Zaragoza, 
Spain

4 Louvain Experimental Psychopathology Research Group (LEP), Psychological Sciences Research 
Institute (IPSY), UCLouvain, Louvain-La-Neuve, Belgium 

E-mail: junavas@ucm.es

Background: Although main theoretical models of addiction place compulsivity at the core 
of addiction chronification and maintenance, the behavioral addictions (BAs) scientific com-
munity is still far from reaching an agreement on how compulsive behavior should be de-
fined and measured. This study capitalizes on neurocognitive learning theories to develop 
and validate a scale to measure compulsive behavior across activity domains. Method and 
Results: The Granada Assessment for Cross-domain Compulsivity was developed in three 
steps. First, a systematic review was conducted to identify different operationalizations of 
compulsivity in the field of BAs, and a pool of 90 items was selected to capture these op-
erationalizations (GRACC90). Second, this 90-item scale was validated in two samples of 
people who regularly participate in gaming (n=319) and gambling (n=312) activities. The 
scale resulted to be unidimensional and structurally invariant across samples, and predicted 
gaming and gambling severity, poorer quality of life, and negative affect, to similar degrees 
in both samples. And third, the 18 items with the highest factor loadings were selected to 
formulate a brief scale (GRACC18). The GRACC18 was validated in the initial two samples, 
and with new samples of 356/304 individuals participating in gaming/gambling activities. 
Conclusions: The GRACC is a valid and psychometrically sound instrument to measure 
compulsivity across behavioral domains. It suggests that compulsivity is best defined by in-
ability to resist strong urges, inability to cut the activity despite awareness of net imbalance 
between harm and reward, and interference and cognitive hijacking by thoughts and images 
of the problematic activity.

Keywords: gambling, video gaming, compulsivity
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S-2D1

Development trend and lability in interpersonal relationships toward 
adolescents: linkages to internet addiction

XIAOMIN GENG, KUNRU SONG, JINTAO ZHANG

State Key Laboratory of Cognitive Neuroscience and Learning, Beijing Normal University,  
People's Republic of China
E-mail: xmgeng@mail.bnu.edu.cn

Internet addiction (IA) is a serious problem among adolescents. Based on previous studies, 
close relationships with significant others are considered as crucial developmental contexts 
for adolescent IA. Of note, interpersonal relationships are not static, but instead evolve and 
change over time. Beyond the overall rate of change in development trajectories, changes in 
interpersonal relationships also contain "ups and downs", characterized by within-person fluc-
tuations, which is defined as lability. Decreases in interpersonal relationships may contribute 
youth to engage in risky behavior. Greater lability in interpersonal relationships may reduce 
youth safety feelings, thus, increasing risk behavior. In this study, links between changes 
of adolescent interpersonal relationships in four important domains (i.e., relationship with 
mother, father, peers, and teachers) and adolescent IA were examined. Whether these linkag-
es are moderated by sex was also examined. A total of 824 adolescents (43.45% male; Mage 
= 15.76, SD = .61 at Wave 1) participated in questionnaire assessments at four time points. 
Controlling the demographic variables and the baseline of IA, results suggested that the de-
crease of peer-adolescent relationships and teacher-adolescent relationships was related to 
higher IA behaviors. Greater lability in peer-adolescent relationships was linked to higher IA. 
There was no significant moderation of the associations by adolescents' sex. Results revealed 
that the changes of school interpersonal relationships were important to the IA of youths. The 
findings highlight the role of interpersonal relationship changes in predicting adolescent IA.

Keywords: internet addiction, interpersonal relationships, adolescents
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S-2D2

Association between recreational screen time and individual- and 
school-level factors among Japanese elementary school children:  
A multilevel analysis

MASAAKI YAMADA, MICHIKAZU SEKINE, TAKASHI TATSUSE

Epidemiology and Health Policy, University of Toyama, Japan
E-mail: masaakit@med.u-toyama.ac.jp

Background: Recreational screen time (RST) in children has become a national concern. We 
assessed the individual-level and school-level factors associated with prolonged RST in Ja-
pan. Methods: Toyama safety internet project was conducted in 2018. From 110 elementary 
schools in Toyama Prefecture, 13,413 children in the 4th-6th grades (Mean, 10.5 years old) 
joined. We distributed questionnaires and assessed their lifestyle, RST (not study use), social 
activities, and family rules. We defined 3 hours or longer RST as prolonged RST. Then, we 
calculated the school-level proportion of no family rules and divided it into 4 categories  
(0-20%, 20-30%, 30-40%, and 40%-). A multilevel Poisson regression analysis was per-
formed. Results: Totally, 12,629 children were included in our analyses (94.2%). The preva-
lence of prolonged RST was 29.9% (34.7% in boy, 24.8% in girl) and the average school-lev-
el proportion of no family rules was 32.1%. The multilevel analysis showed that prolonged 
RST was significantly associated with individual-level factors, such as boys (prevalence ratio 
(PR)=1.40, older grade (PR=1.28), late bedtime (PR=1.78), physical inactivity (PR=1.33), 
frequent irritability (PR=1.56), infrequent child-parental interaction (PR=1.24), no family 
rules (PR=1.57), smartphone ownership (PR=1.19), and moreover, the analysis showed that 
school-level proportion of no family rules had the significant association with prolonged RST 
(PR=1.31 for 30-40%, and PR=1.45 for 40% or more, setting 0-20% as reference). Conclu-
sion: Higher proportion of school-level no family rules seemed influential on individual pro-
longed RST. Increasing the number of households having family rules as well as addressing 
individual factors could be deterrent against prolonged RST in children.

Keywords: prolonged internet use, school-level factor, family rule
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S-2D3

Internet availability and internet addiction: Patterns in China from 
2003–2020

XIAOLI HAN1, SHAOZHEN ZHANG1, SHUANG MIAO1, ZEWEN WU1,  
MARC N. POTENZA2, WENLIANG SU1

1School of Humanities and Social Sciences, Fuzhou University
2Yale University School of Medicine
E-mail: suwenliang@fzu.edu.cn 

Internet addiction (IA) has varied across countries and eras, but how it may relate to internet 
availability has not been well examined. The current study conducted a cross-temporal meta-
analysis (k=182, n=244,513) to examine from 2003 to 2020 severity of IA and how it relates 
to gender and age in China. The results showed a pattern of increases in IA over time and 
these changes were statistically predicted by per capita gross domestic product (GDP), in-
ternet penetration, and time of internet per week. Gender-related differences in IA decreased 
over time, and it appeared related to more gender equality in internet penetration and use. In 
addition, college students had higher overall IA scores than secondary-school students, and 
that their IA scores increased over time, while secondary-school students' scores remained 
largely consistent. Findings support the availability hypothesis of IA. Implications for ad-
dressing IA are discussed.

Keywords: Internet addiction, addictive behaviors, China, availability, gender, cross-temporal meta-
analysis
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S-2E1

Integrating gambling prevalence surveys to understanding gambling 
related harm

RICHARD JAMES1, JAIMIE TILLSLEY1, HYUNGSEO KIM1, LUCY HITCHAM1, 
RICHARD TUNNEY2

1University of Nottingham, United Kingdom
2Aston University, United Kingdom
E-mail: lpzrj@nottingham.ac.uk

Gambling is an international phenomenon with substantial differences between countries in 
terms of regulation, types of gambling behaviour and minimizing gambling related harm. Ju-
risdictions have often sought to understand some of these issues individually by conducting 
gambling prevalence surveys, often using complex survey designs to ensure the data is repre-
sentative of national populations. Although many of these surveys exist, they have not been 
used in tandem despite potential benefits to doing so. To utilise these to understand interna-
tional predictors of gambling behaviour, we pooled microdata from gambling prevalence 
surveys from a number of different jurisdictions (e.g. United Kingdom, Canada, Germany, 
Finland, Germany, Australia, United States), to create an integrated dataset of gambling be-
haviour worldwide of several hundred thousand gamblers. We demonstrate the utility of this 
approach by conducting psychometric analyses of data from the pooled dataset, and using 
multilevel modelling to identify individual (e.g. age, gender, psychosocial risk factors) and 
cross-national (e.g. GDP per capita, cultural dimensions) predictors of gambling behaviour 
and harm. This reveals potential risk factors and structures that cannot be identified in in-
dividual datasets. These findings can be used to highlight circumstances that might make 
people more vulnerable to gambling related harm.

Keywords: gambling, international, gambling prevalence, risk factors
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S-2E2

Large-scale web scraping for problem gambling research

ELKE SMITH, SIMON MICHALSKI, JAN PETERS

Department of Psychology, Biological Psychology, University of Cologne, Germany
E-mail: e.smith@uni-koeln.de

Background: Many people use online platforms to discuss mental health issues. The actual 
use of online forums might be less influenced by social desirability than self-report, and 
given the large amounts of data produced, observing online communication behaviour with 
computational methods may be a valuable approach to detect possible changes in prevalence 
and phenomenology of problem gambling. Method: To explore publicly available data for 
problem gambling research, we used web scraping to analyse posting behaviour on a major 
German gambling forum, gathering a database of more than 200k posts. Assuming that so-
cial distancing and lockdown measures following the COVID-19 pandemic altered gambling 
behaviour, for instance by pushing individuals to shift from land-based to online gambling, 
we analysed the usage of different gambling subforums including problem gambling, mod-
elled reply latencies and changes related to the casino closures as part of the lockdown in 
Germany in 2020. Results: Comparing data from the first lockdown to the preceding weeks, 
we registered marked changes in number of users, usage of different gambling subforums and 
reply latencies, indicating a possible shift from land-based to online gambling during lock-
down. We observed that many active users contributed at least once to the problem gambling 
subforum, showing that problem gambling is a widely discussed issue of concern. Conclu-
sions: Finding event-related changes in online communication, we demonstrate the general 
feasibility of using publicly available data for problem gambling research. Observing online 
communication by using computational methods may thus be a valuable tool to detect early 
changes in problem gambling.

Keywords: problem gambling, online gambling, web scraping, COVID-19, lockdown
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S-2E3

Harmful gambling among the military:  
Risk factors and lived experience

SIMON DYMOND

Swansea University, United Kingdom
E-mail: s.o.dymond@swansea.ac.uk

International evidence indicates that military personnel, including both those currently serv-
ing and veterans, have heightened vulnerability to harmful and problem gambling. Despite 
this, little is known about the prevalence of, and risk factors for, harmful gambling among 
the United Kingdom (UK) military. Moreover, even less is known about the lived experience 
of former and currently serving personnel in coping with an often-hidden problem. Here, we 
examined the associations between military service and mental health variables as predic-
tors of problem gambling in age-and-gender matched samples of veterans (n=1,037) and 
non-veterans (n=1,148) and in a sample of currently serving members of the Royal Air Force 
(RAF; n=2,119). Follow-up interviews with service personnel revealed that alcohol use and 
gambling were common, with help-seeking impacted by perceived stigma and the need for 
secrecy. Many “didn’t know where to turn”. Past-year problem gambling rates were higher 
in veterans compared to non-veterans, and in RAF personnel compared to the general popu-
lation. Gambling to cope with distress was significantly more likely among veterans, while 
those experiencing symptoms of anxiety and PTSD were at increased risk of gambling harm 
and levels of problematic alcohol use.

Keywords: gambling, harm, alcohol, anxiety, PTSD, military
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S-2E4

Leveraging YouTube user engagement data for research on problematic 
internet use and gambling-like mechanisms

ELKE SMITH, YANNICK POTH, KARA SOHNS, JAN PETERS

Department of Psychology, Biological Psychology, University of Cologne, Germany
E-mail: e.smith@uni-koeln.de

Background: Internet platforms collect massive amounts of user data to generate revenue 
from knowledge about correlations between content and user engagement. Such data may, 
however, also be used for research on problematic internet use and gambling behaviour. 
Method: We used web scraping to collect publicly available data from German YouTube 
gaming channels and modelled user engagement based on likes and comments, and comment 
latencies. We analysed user engagement for gaming videos with and without loot box content, 
i.e. virtual objects in video games that are reminiscent of gambling, and potential changes in 
user engagement related to the lockdown in Germany following the COVID-19 pandemic. 
Results: We found higher user engagement with videos containing loot vs. non-loot content, 
and an increase in user engagement on gaming channels during the first lockdown compared 
to preceding weeks. Conclusions: Finding higher user engagement for loot content may be a 
reflection of the gambling-like properties of loot boxes, which are still being discussed and 
denied by most gaming companies. Detecting event-related changes in internet use behaviour 
during lockdown, demonstrates that publicly available user data may serve as an early indica-
tor of potential changes in problematic internet use and gambling behaviour.

Keywords: gaming, gambling, loot box, problematic internet use, web scraping

S-2E5

Lived Experience in Gambling Research: Improving what we do

STEVE SHARMAN1, SIMON DYMOND2, BEVERLY OSTRYHON3,  
MATTHEW YOUNG3

1King's College London, United Kingdom
2Swansea University, United Kingdom
3GREO, Canada
E-mail: stephen.p.sharman@kcl.ac.uk

Lived Experience can form a crucial part of any research project, however to date there is 
little in the way of a minimum standards framework for working with Experts by Experi-
ence (EBEs) in the gambling field. Our previous work has highlighted the when contributing 
to research, EBEs can often feel undervalued, inadequately supported from practical and 
technical perspectives, and forgotten about once a contribution has been made. As such, the 
standard of care and contribution to research from Lived Experience can vary widely across 
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research projects. Our aim is to work closely with a group of EBEs to develop and implement 
a Minimum Standards Framework (MSF) for all research engagement with Lived Experi-
ence. focusing on key areas including adequate remuneration, sufficient technical support, 
and proper aftercare. The MSF will then be applied to future funding calls from the Academic 
Forum for the Study of Gambling (AFSG). All projects, as part of an application, will be 
required to demonstrate how their proposed Lived Experience engagement meets with mini-
mum standards framework. This talk will present a retrospective analysis on the process of 
the framework construction, and details of the agreed framework. We will also highlight the 
benefits of working within this framework. Lived Experience is fundamental to any research 
project - this will raise the standard of engagement which is ultimately beneficial for EBEs, 
researchers, and overall research quality.

Keywords: gambling, lived experience, disordered gambling

S-2E6

States Treaty, Corona and Trends in Online Gambling (STaCaTO):  
A study on website-traffic data

ANDREAS MANUEL BICKL1, JOANA DANIEL1, JOHANNA LOY1,  
LUDWIG KRAUS1,2,3, LARISSA SCHWARZKOPF1

1IFT - Institut für Therapieforschung München, Munich, Germany
2Institute of Psychology, ELTE, Eötvös Loránd University, Budapest, Hungary
3 Department of Public Health Sciences, Centre for Social Research on Alcohol and Drugs, Stockholm 
University, Stockholm, Sweden

E-mail: bickl@ift.de

Background: In Germany, terrestrial gambling venues were temporarily closed in context 
of Covid-19, furthermore the 2021 State Treaty on Gambling by and large legalised online 
gambling. Both factors have been supposed to promote online gambling. To examine if these 
assumptions hold true, our study investigates traffic data of gambling websites from 2019 un-
til end of 2022. Methods: Daily traffic for selected Germany-wide accessible online gambling 
websites was operationalized via unique visitors and visits per visitor. Corresponding metrics 
were analysed using joint point regression to investigate potential trends with distinct turning 
points (i.e., changes in direction or slope). Turning points obtained were mirrored against 
timing of Covid-19 lockdowns and release of the State Treaty. By classifying the websites ac-
cording to the type of gambling service offered, a differentiated and broadly comprehensive 
picture will be given. Preliminary results: Based on the preliminary sample of 236 websites, 
a slight increase in visits on gambling websites was observed. This increase was mainly driv-
en by increased visits at sites for online casinos. A more resounding increase was observed in 
the visits per visitor regarding both providers of online casinos and of sports betting. There 
were no unambiguous associations with turning points and Covid-19 lockdown phases or the 
release of the State Treaty. Conclusion: Our study expands the sparse data available on trends 
regarding online gambling. Indeed, over the last three years interest in online gambling rose – 
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even though this increase was not necessarily driven by Covid-19 measures or changes in the 
legal framework. From a public health perspective, this trend requires future action as online 
gambling is considered a high-risk form of gambling.

Keywords: online gambling, pandemic (Covid-19), website traffic data, joint point regression model, 
time series

S-2E7

Prevalence of gambling disorder and its correlates among homeless men 
in Osaka City, Japan

CHIYOUNG HWANG1,2, TAICHI TAKANO3, RYUHEI SO2, ETHAN SAHKER2,4,  
SHO KAWAKAMI5, CHARLES LIVINGSTONE6, NAOKO TAKIGUCHI7,  
MASAKO ONO-KIHARA2, MASAHIRO KIHARA2, TOSHI A. FURUKAWA2

1Mukogawa Women’s University, Japan
2Kyoto University, Japan
3Not-for-Profit Organization The Big Issue Japan Foundation, Japan
4Okayama Psychiatric Medical Center, Japan
5Not-for-Profit Organization Diversity Soccer Association, Japan
6Monash University, Australia
7Otani University, Japant
E-mail: takano@bigissue.or.jp

Background: Internationally, the prevalence of gambling disorder has been reported to be 
higher among homeless people than the general population; however, little is known about 
the correlates with gambling disorder in this population. The present study aimed to inves-
tigate the prevalence of gambling disorder and its correlates among homeless men using 
shelters in Osaka City. Methods: A cross-sectional survey was conducted from 30 December 
2018 to 4 January 2019, using the 2017 Japanese National Survey of Gambling (JNSG) ques-
tionnaire, supplemented with questions about homeless experiences, drinking, and smoking. 
Using the South Oaks Gambling Screen, the presence of gambling disorder was determined 
by a score ≥ 5 out of 20. Multivariate logistic regression was conducted to explore factors 
associated with lifetime gambling disorder. Results: Lifetime and past-year prevalence of 
gambling disorder among 103 participants was 43.7% (95% confidence interval [CI]: 34.5–
53.3) and 3.9% (95% CI: 1.5–9.6), respectively, which are higher than the 6.7% and 1.5% 
found among men in the 2017 JNSG. Factors associated with lifetime GD included “more 
than 20 years since the first incidence of homelessness” (adjusted odds ratio [AOR]: 4.97, 
95% CI: 1.50–16.45) and “more than five incidences of homelessness” (AOR: 4.51, 95% CI: 
1.06–19.26). Conclusions: When homeless individuals with gambling disorder try to rebuild 
and stabilize their lives, gambling disorder may make the process difficult and pose a risk 
of recurring homelessness. Comprehensive support services for homeless individuals with 
gambling disorder are required.

Keywords: gambling disorder, homelessness, prevalence, associated factors
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S-2F1

Cognitive deficits among patients with either gambling disorder or 
substance use disorders: A cluster analysis

LORENZA LUCIDI, MAURO PETTORRUSO, GIOVANNA BUBBICO,  
FRANCESCO DI CARLO, ALESSIO MOSCA, GIOVANNI MARTINOTTI

University of Chieti-Pescara, Italy
E-mail: mauro.pettorruso@hotmail.it

Background: Gambling disorder (GD) is a highly heterogeneous condition. Impairments in 
cognitive executive functions are common in GD, and may help to cluster GD patients. The 
aim of the present study is to profile patients with GD according to cognitive impairments, 
and to compare them to patients with a substance use disorder (SUD). Methods: Inclusion 
criteria were age 18-65 and diagnosis of either GD or a SUD (i.e., alcohol or cocaine use dis-
orders). Exclusion criteria were severe psychiatric or neurological comorbidities. Executive 
functions were assessed using the Cogstate Brief Battery (CBB), a computer-based cognitive 
assessment used in clinical trials, healthcare, and academic research to measure neurologi-
cal cognition, developed by Cogstate Ltd. Result and conclusion: The trial is still ongoing. 
To date 30 patients have been enrolled in the study. Preliminary data showed that patients 
with GD had more correct answers and faster response times at the CBB Maze Based Task. 
Patients with SUDs had a higher number of correct answers and faster response times at the 
CBB Card Based Task. CBB Continuous Paired Association Task showed an homogeneous 
number of correct responses among the two groups. A larger sample will allow to both cluster 
patients with GD according to cognitive impairments and to cluster patients with an addictive 
behaviour beyond their specific diagnosis.

Keywords: gambling disorder, executive functions, cognitive assessment, cluster

S-2F2

The comparison of patients with opioid use disorder and those with 
gambling disorder in terms of executive functions

ORHAN KAPUCI1, MERİH ALTINTAŞ2, SERHAT YÜKSEL3

1Ministry of Transport and Infrastructure Tuzla Region Port Presidency, İstanbul
2 Turkish Green Crescent Society, İstanbul, SBÜ, Kartal Dr. Lütfi Kırdar City Hospital,  
Department of Psychiatry, İstanbul

3Faculty of Arts and Sciences, Department of Psychology, Doğuş University, İstanbul
E-mail: merihaltintas@gmail.com

The aim of this study was to compare and evaluate the executive functions of patients di-
agnosed with opioid use disorder (OUD) according to DSM-V, who completed detoxifica-
tion treatment, and patients with gambling disorder (GD) with healthy controls. It is also 
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aimed to contribute to a clearer understanding of the neuropsychology of addictions and 
to the development of addiction treatment plans. Our research was carried out in Alcohol 
and Substance Treatment Center of Erenkoy Psychiatric and Neurological Diseases Hospital. 
The study was conducted with a total of 150 participants, 50 male patients diagnosed with 
opioid use disorder, 50 male patients diagnosed with gambling disorder, and 50 male healthy 
control group. Sociodemographic Information Form, Beck Depression Scale, Beck Anxiety 
Scale, Brief Symptom Inventory were given to the participants to evaluate their clinical and 
demographic characteristics. In order to evaluate executive functions, Stroop Test, Wisconsin 
Card Matching Test, Tracking Test A and B form, Counting Forward and Backward Number 
Range Test, Verbal Fluency Test, London Tower Test from computer and Iowa Gambling Test 
were applied. As a result of the study, The scores of Stroop Test, Wisconsin Card Sorting Test 
(WCST), Digit Span Forward and Backward Test, Verbal Fluency Test, Trail MakingTest 
A and B section, London Tower Test and some parts of Iowa Gambling Test in Opioid Use 
Group, were lower than the scores of gambling disorder and healthy control group, It was 
found that there was only a negative and weakly significant correlation between the duration 
of gambling and the A section score of the Tracking Test. A negative and weakly significant 
correlation was found between the most recent daily use of opioids and the WCST 7 score. 
A weakly correlation was found between the last daily opioid use amount and the WCST 7 
score. There was a negative weakly significant correlation between opioid use time and the 
number of corrections of Trail Making Test A, and a weakly negatively significant correlation 
between total opioid use time and the number of corrections of Trail Making Test A section. 
While there was a weakly positive correlation between the age of starting substance use and 
the number of errors of trail making test A and the age of starting opioid use and the scores 
of trail making test B/A; There was a weakly negative correlation between the age of starting 
drug use and digit span forward and sum of digit span forward and backward scores.

In the logistic regression models found to be significant between OPPD-COP groups, the 
risk factors that most predicted the diagnosis of OPPD were; WCST 1, ISM, Stroop D inter-
ference resistance time and SAT total letter perseveration score; In the models found to be 
significant between the OPPD-SC groups, the risk factors that most predicted the diagnosis 
of OPPD were; Stroop C, Stroop C spontaneous correction number and IST B-A time differ-
ence were determined. Neurocognitive features and related brain areas, which were affected 
by OUD-GD, and neurocognitive properties and related brain areas that were affected only 
in OPKB, were identified and recommendations were made to apply treatment modalities 
for them.

Neurocognitive features and related brain areas that are jointly affected by OPPD-COP 
groups, and neurocognitive features and related brain areas affected only in OPPD, were 
determined and recommendation were made for the application of treatment modalities for 
them. In the context of these findings, it is thought that adding cognitive rehabilitation pro-
grams to addiction treatments aimed at improving individual cognitive functions will con-
tribute to the solution of addiction-related problems.

Keywords: addiction, gambling disorder, opioid use disorder, executive functions
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S-2F3

Neural correlates of goal-directed control in internet gaming disorder 
and alcohol use disorder

MINA KWON1, HANG-NYOUNG CHOI2, HARHIM PARK1, WOO-YOUNG AHN1,3, 
YOUNG-CHUL JUNG2

1Department of Psychology, Seoul National University, Seoul, South Korea
2Department of Psychiatry, Yonsei University College of Medicine, Seoul, South Korea
3Department of Brain and Cognitive Science, Seoul National University, Seoul, South Korea
E-mail: kmario4180@snu.ac.kr

Background: An imbalance between goal-directed (model-based) and habitual (model-free) 
decision-making systems is a common feature in addictive disorders. However, little is 
known about whether similar decision-making deficits appear in internet gaming disorder 
(IGD). This study compared neurobehavioral features associated with model-based and mod-
el-free systems in IGD and alcohol use disorder (AUD). Method: Inside the functional mag-
netic resonance imaging (fMRI) scanner, individuals diagnosed as IGD (n = 22) and AUD 
(n = 22) and healthy control (HC; n = 30) performed the two-step task, a well-validated task 
for assessing the contribution of model-based and model-free systems in decision-making. 
We provided a mechanistic account of choice behavior using computational modeling and 
hierarchical Bayesian analysis. Then, we performed a model-based fMRI analysis to identify 
neural correlates of model-based and model-free prediction errors in each group. Results: 
Computational modeling results suggest that the model-based weights did not differ among 
the three groups. However, neural correlates of the model-based prediction error dissociated 
the IGD group from the others. The IGD group showed significantly lower activation in the 
right orbitofrontal cortex compared to the AUD group (t = –4.82, p < 0.001) and greater ac-
tivation in the bilateral insula compared to the HC group (t = 4.66, p < 0.001). Conclusions: 
We found distinct neural mechanisms underlying goal-directed behaviors in IGD, compared 
to AUD and HC. This finding suggests that excessive gaming might entail aberrant decision-
making processes.

Keywords: Internet gaming disorder, model-based decision-making system, computational modeling
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S-2F4

Cocaine addiction, pathological gambling and l-dopa addiction:  
A common multidisciplinary rehabilitation approach

GIOVANNI ALBANI1,2,3, ELENA GABUTTI2, PATRIZIA PADULA2,  
ANNALISA CARETTI4, RAFFAELLA CRITELLI4, ELISA BACCHETTA4,  
PATRIZIA MORANDI4, VALENTINA PAUSELLI4, MICHELA SOIA4,  
MAURO CROCE2, CHIARA CROSALENZ4

1Parkinson’s Didease Centre Istituto Auxologico Italiano, IRCCS, Verbania, Italy
2MyWAY Association, Verbania, Italy
3Department of Neurorehabilitation, Gravedona Hospital (Como), Italy
4SER.D ASL VCO, Verbania, Italy
E-mail: g.albani@auxologico.it

One of the most productive aspects of a modern scientific approach is trying to learn and 
import information, and solutions from one topic to another, first finding a common point. 
Cocaine addiction, gambling and dopaminergic dysregulation syndrome in patients with Par-
kinson's disease, despite their clinical diversity, contain neurobiological circuits in common 
which allow us to adopt a perspective of shared rehabilitation strategy. In this project, we 
propose a multidisciplinary rehabilitative approach for 30 patients affected of cocaine addic-
tion, pathological gambling and l-dopa addiction in people with Parkinson’s disease, through 
a psychoeducational path combined with 12 neuromodulation sessions through transient cur-
rent direct stimulation (TDCS) with 20 minutes of anodic right/cathodic left stimulation on 
the dorsolateral prefrontal cortex The selection criteria for the various categories of patients 
were: for cocaine addiction and for pathological gamblers diagnosis of according to DSM 5 
criteria and active addiction; for patients with Parkinson’s disease a positive Quiprs Question-
naire score for Dopamine dysregulation syndrome and a Levodopa Equivalent Daily Dosage 
over 600 mg/die. The psychoeducational path consists in focusing on the most dangerous 
individual trigger situations without implementing the addictive behavior, replacing it with 
personal and social resources. The integrated method is based on the Cognitive-Behavioral 
Therapy approach and in particular the exposure with prevention of the response Exposure/
Prevention) in imagination. As indicators of the rehabilitation process we have considered: 
the compilation of ad hoc diaries, the neuropsychological follow-up of executive functions 
and craving and biological markers.

Keywords: Cognitive-Behavioral Therapy, TDCS
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S-2F5

Internet gaming disorder and Tobacco use disorder share neural 
connectivity patterns between the subcortical and the motor network

RUJING ZHA, HUI CHEN, XIAOCHU ZHANG

Department of Psychology, School of Humanities & Social Science,  
University of Science & Technology of China, Hefei, Anhui, 230027, China
E-mail: zharj@ustc.edu.cn

Background: Internet gaming disorder and tobacco use disorder are globally common, non-
substance-related disorders and substance-related disorders worldwide, respectively. Howev-
er, whether Internet gaming disorder share common neurobiological pattern with the tobacco 
use disorder remains unknown. Recognizing the commonalities between Internet gaming 
disorder and tobacco use disorder will deepen understanding of the underlying mechanisms 
of addictive behavior and excessive online gaming. Method: Using node strength, 141 rest-
ing-state data were collected in this study to compute network homogeneity. The partici-
pants included participants with Internet gaming disorder (PIGD: n = 34, male = 29, age: 
15-25 years), participants with tobacco use disorder (PTUD: n = 33, male = 33, age: 19-42 
years), and matched healthy controls (control-for-IGD: n = 41, male = 38, age: 17-32 years; 
control-for-TUD: n = 33, age: 21–27 years). Results: PIGD and PTUD exhibited common 
enhanced node strength between the subcortical and motor networks. Additionally, a com-
mon enhanced resting-state functional connectivity (RSFC) was found between the right 
thalamus and right postcentral gyrus in PIGD and PTUD. Node strength and RSFC were used 
to distinguish PIGD and PTUD from their respective healthy controls. Interestingly, models 
trained on PIGD versus controls could classify PTUD versus controls and vice versa. Conclu-
sions: The present study consistently demonstrates Internet gaming disorder share common 
neurobiological patterns with substance-related disorders such as tobacco use disorder. The 
present study discovered that the connectivity between the subcortical and motor networks is 
a potential biological target for developing addiction treatment in the future.

Keywords: functional magnetic resonance imaging, substance-related disorder, non-substance-related 
disorder, node strength, classification
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S-2G1

The impact of stress and loneliness on gambling and gaming problems

ILKKA VUORINEN, IINA SAVOLAINEN, ATTE OKSANEN

Tampere University, Finland
E-mail: ilkka.vuorinen@tuni.fi

In today’s society, it is easy to get stressed or feel lonely. There are also many diversions to 
cope with such sources of discomfort, which in turn can create problems of their own. While 
previous studies have established the links between stress, loneliness, and addiction, there is 
a lack of longitudinal research investigating how stress and loneliness together affect addic-
tive behavior. This study intends to fill that gap by using multilevel hybrid models to analyze 
between and within effects of stress and loneliness on gambling and gaming problems. A rep-
resentative sample of Finnish participants answered a survey in 6-month intervals between 
April 2021 and October 2022, 58.95% (n = 902) taking part in all four time points. Gambling 
problems were measured with The Problem Gambling Severity Index and gaming problems 
with the Internet Gaming Disorder Test. Perceived Stress Scale was used to measure stress, 
and 3-item UCLA Loneliness Scale was used to measure loneliness. Controlling for gender, 
age, mental health, living alone, and marital status, stress was found to have a significant 
positive between effect on both gambling and gaming problems, whereas loneliness had posi-
tive within and between effects only on gaming problems. These results imply that loneliness 
and stress affect gambling and gaming problems to different extent and therefore require 
different amounts of consideration when these problems are present. Focusing on these nu-
anced risk factors behind addictive behaviors could however be very helpful when dealing 
with emerging problems.

Keywords: gambling problems, gaming problems, loneliness, stress

S-2G2

Stress, gaming time, and problematic game use in adolescents:  
The moderating role of non-digital hobbies (NDHs)

KYEONGWOO PARK1, HYEIN CHANG1, SANG KYU LEE2

1Department of Psychology, Sungkyunkwan University, Seoul, Korea
2Hallym University, Korea, Republic of South Korea
E-mail: ruddnpark@skku.edu

Stress is a well-known risk factor for adolescents' problematic game use (PGU; Maroney et 
al., 2019). A plethora of intervention programs for PGU have emphasized the importance of 
alternative leisure activities and/or hobbies to cope with stress (e.g., Peter, Ginley, & Pfund, 
2020), but few empirical studies have directly examined whether those activities may miti-
gate the risk for PGU. Therefore, we aimed to examine the mediated moderation effect of 
stress, gaming time, and non-digital hobbies (NDHs) on PGU in adolescents. The partici-
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pants were 1,453 adolescents (839 females) aged 11 to 15 (M = 12.15, SD = 1.07) in South 
Korea who responded to a set of self-report questionnaires via online. The results of PRO-
CESS macro indicated that direct and indirect effects of stress on PGU via gaming time were 
both moderated by NDHs. Interestingly, the moderation effect of the variety of NDHs was 
only significant for the relationship between gaming time and PGU, but not for the relation-
ship between stress and gaming time. Our results suggest that reporting a variety of NDHs 
may help adolescents become more “immune” to PGU by changing their lifestyle or attitude/
motivation toward gaming, rather than reducing the time engaged in game use itself. In addi-
tion, our findings provide empirical evidence that encouraging adolescents to explore NDHs 
may be an effective strategy that helps them use game as a useful coping method for stress 
without becoming overly dependent on it.

Keywords: problematic game use, gaming time, stress, non-digital hobbies

S-2G3

The dual protective role of mindfulness against both the stressfulness  
of negative life events and gaming disorder among male adolescents

RENATA GLAVAK TKALIĆ, JOSIP RAZUM, FILIPA ĆAVAR, ANJA WERTAG, 
GORAN MILAS

Institute of Social Sciences Ivo Pilar, Croatia
E-mail: renata.glavak.tkalic@pilar.hr

The significant relationship between stressful life events and gaming disorder was found in 
previous studies (e.g., Li et al., 2022). However, the role of mindfulness as a protective fac-
tor in this context was not yet examined. The aim of this study was to examine whether the 
stressfulness of negative life events predicts gaming disorder and whether mindfulness is a 
protective factor against both the stressfulness of negative life events and gaming disorder. 
The study was conducted among 1075 male adolescents aged between 14 and 19 (M=15.46, 
SD= .65). The data were collected in the first wave of the StressLoad Project – Longitudinal 
Adolescent Stress Study in Croatia. The instruments used were Gaming Disorder Test (GDT, 
Pontes et al., 2019), Child and Adolescents Mindfulness Measure (CAMM; Greco et. al, 
2011), and Negative Life Events Scale, which was constructed for the purpose of this study. 
The negative life events included events from different domains, such as health problems, 
bullying and abuse, relational problems, loss of a close person, and negative family events. 
In a structural equation model, with age and socio-economic status as control variables, the 
stressfulness of negative life events significantly predicted gaming disorder (β= .17, p<.001), 
and mindfulness was a protective factor against both the stressfulness of negative life events 
(β= -.44, p<.001) and gaming disorder (β= -.24, p<.001). Results suggest that mindfulness 
plays an important role in preventing gaming disorder, both directly and indirectly via pre-
venting the stressfulness of negative life events.

Keywords: gaming disorder, negative life events, mindfulness
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S-2G4

Insomnia severity as a mediating pathway of the association between 
adverse childhood experiences and internet gaming disorder in Chinese 
young adults

NINGYUAN GUO, LIN WANG

Shanghai Jiao Tong University, People’s Republic of China
E-mail: nyguo@shsmu.edu.cn

Background: Adverse childhood experiences (ACEs) have been associated with internet 
gaming disorder (IGD) in early adulthood. But mechanisms remained understudied. We ex-
amined the associations among ACEs, insomnia severity, and IGD severity in Chinese young 
adults, and the potential mediating effect of insomnia severity was explored. Method: 1231 
university students (54.5% male; 56.9% aged 18–20 years) who had played internet games 
at least once in the past month completed an online survey from December 2022 to Janu-
ary 2023. ACEs were measured using the 10-item ACE questionnaire (yes/no). Severities of 
insomnia and IGD were measured using the Insomnia Severity Index (score range 0-28) and 
the 9-item Internet Gaming Disorder Scale–Short-Form (score range 9-45). Multivariable re-
gressions were used for examining associations adjusting for sex, age, maternal and paternal 
educational attainment, and monthly household income. Mediation analysis was conducted. 
Results: Mean scores of ACEs, insomnia severity, IGD severity were 1.3 (standard deviation 
[SD] 2.3), 9.1 (6.7), 24.9 (9.9), respectively. More ACEs were associated with higher severi-
ties of insomnia (adjusted b=1.03, 95% CI 0.87, 1.18, B=0.34) and IGD (adjusted b=0.78, 
95% CI 0.55, 1.00, B=0.18). The association of ACEs with IGD severity attenuated after 
accounting for insomnia severity (adjusted b=0.23, 95 CI 0.01, 0.45, B=0.05). Insomnia se-
verity partially mediated the association between ACEs and IGD severity (indirect effect: 
adjusted b=0.55, 95% CI 0.45, 0.66; proportion of total effect mediated:0.71, 95% CI 0.55, 
0.98). Conclusions: Our results of the mediating effect of insomnia severity on the associa-
tion between ACEs and IGD informed early screening and prevention programs of insomnia 
in Chinese young adults for reducing IGD risks.

Keywords: adverse childhood experiences, insomnia, internet gaming disorder, mediation
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S-2H1

Addiction is a Symptom of a Spiritual Malady… Workshop regarding 
how to recover

PAULINA PANTYLEVA

My Secret Life as a Sex Addict, author, United States of America
E-mail: ppanties333@gmail.com

Addiction is a Symptom of a Spiritual Malady. Therefore, healing is spiritual. The workshop 
is based on my book, My Secret Life as a Sex Addict. I review the process that helped me 
heal from my addiction. At the end of several chapters, I pose questions to my readers that 
represent questions I would ask if I were their therapist. These are questions I reflected upon 
to achieve my healing. These questions and steps are universal to all addictions, not just sex 
addiction. Examples of questions I pose to the addict are the following: What were some 
childhood and teen memories that you have that formed your tastes, likes, dislikes, and at-
titudes toward sex, (or food, or alcohol, or gambling)? Do you ever make time and prioritize 
your addiction to the detriment of time with your family or job responsibilities? Are you more 
tired than you should be because you spend time on your sex addiction rather than getting 
sleep and rest? Do you try to act out your sex addiction in less risky ways while still feeding 
your addiction? Do you feel like you have more than your fair share of problems, struggles, 
and unfortunate events? Perhaps there is actually an order, reason, purpose, and greater good 
for these things even if you don’t know why? Enter Higher Power/God/Universe What if you 
are subconsciously attracted these things thinking you needed to be punished for something? 
Taking responsibility. Do you re-create or gravitate toward similar sexual experiences like the 
ones that traumatized you as a child? There are more questions posed during the workshop.
Then I review the steps to my recovery: 1. Admit I am powerless over the addiction and I 
need help to recover. 2. Talk with a therapist to analyze past traumas. 3. Put traumas and life’s 
problems in the perspective of spirituality. This was meant to happen to learn certain lessons. 
Without a spiritual quest, there is no meaning in life. Accept your shadows and every past 
version of yourself. They made you, You. Since addiction is a symptom of a spiritual malady, 
the healing must be spiritual. 4. Declare victory over your addiction so that you do not live 
down to this label. This is in contrast to 12-step programs where you are an addict for life.

Keywords: female sex addiction, disordered eating, compulsive sexual behavior, binge eating, food 
addiction
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S-3A1

A systematic review of cognitive functions in compulsive buying-
shopping disorder

TOBIAS A. THOMAS1, MAITHILEE JOSHI1, PATRICK TROTZKE2,  
SABINE STEINS-LOEBER3, ASTRID MÜLLER1

1Medizinische Hochschule Hannover, Hanover, Germany
2IU International University of Applied Sciences, Erfurt, Germany
3Otto-Friedrich-University of Bamberg, Bamberg, Germany
E-mail: thomas.tobias@mh-hannover.de

Background: Compulsive buying-shopping disorder (CBSD) constitutes an increasingly no-
ticed clinical phenomenon yet not included as a stand-alone diagnosis in ICD-11. Our aim 
was to systematically review experimental studies on cognitive functions in CBSD grouped 
by cognitive domains. Furthermore, evaluated studies were evaluated as (not) supporting 
the Interaction of Person-Affect-Cognition-Execution (I-PACE) model as a central theoreti-
cal framework for behavioral addictions. Methods: A systematic search in two databases 
(PubMed and Scopus) comprising compulsive buying-shopping related and cognition-re-
lated content was performed. Results: A final number of 26 articles was considered eligible. 
The studies were heterogeneous with respect to sample characteristics (i.e., predefined con-
venience or clinical samples) and cue material (i.e., neutral or shopping-specific cues). The 
studies on cognitive functions in persons with CBSD provide support for the concept of cue 
reactivity and mostly reveal disadvantageous decision making in persons with CBSD. How-
ever, convincing evidence for alterations in attention, cognitive flexibility, learning, memory, 
inhibitory control and Pavlovian to Instrumental transfer has not been found yet. Referring to 
methods, the number of fMRI studies to investigate neural correlates of CBSD symptomatol-
ogy has increased in the last years. Conclusion: Whereas the evidence level for some cogni-
tive functions, particularly cue reactivity and craving, is good and support the application of 
the I-PACE model to CBSD future research should focus on investigating cognitive domains 
currently underrepresented in the literature such as e.g., attentional bias and implicit associa-
tions. The methodological breadth and quality of the studies is increasing, but can still be 
expanded in order to capture cognitive alterations in CBSD as precisely as possible.

Keywords: compulsive buying-shopping disorder, cognition, behavioral addiction, experimental para-
digm, I-PACE model
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S-3A2

Cue-induced craving and inhibitory control in the context of  
Buying-Shopping-Disorder

PATRICK TROTZKE1, MATTHIAS BRAND2,3, STEPHANIE ANTONS2,3

1IU International University of applied sciences, Erfurt, Germany
2 General Psychology: Cognition and Center for Behavioral Addiction Research,  
University of Duisburg-Essen, Duisburg, Germany

3Erwin L. Hahn Institute for Magnetic Resonance Imaging, Essen, Germany
E-mail: patrick.trotzke@iu.org

Background: Individuals with buying-shopping disorder (BSD) lose control of their buying 
behaviors and continue to buy despite negative consequences in daily life such as severe 
conflicts with others, indebtedness, and sometimes even delinquency. Nowadays, many in-
dividuals with BSD shop online. In analogy to behavioral addictions (e.g., gaming disorder), 
it is assumed that stimulus-induced craving and an associated response inhibition deficit are 
involved in development and maintenance of the disorder. The current study aimed at investi-
gating craving reactions and response inhibition with a stop-signal-task (SST) in the Context 
of BSD. Methods: A cue-reactivity paradigm comprising online shopping-related and neutral 
pictures was applied in a predefined sample (N=49). To assess response inhibition a modified 
SST including the same pictures was administered. Symptom severity of BSD and craving 
reactions (at three points in time) were assessed via questionnaires. Results: Craving reac-
tions and symptom severity of BSD are highly correlated. Moderated regression analysis 
reveals interacting effects of craving and response inhibition regarding symptom severity 
of BSD. Simple slopes indicate that in individuals with good inhibitory control and higher 
cravings show higher symptoms of BSD. Conclusion: The results underline the pivotal role 
of craving in the context of BSD and demonstrate that poor response inhibition is not neces-
sarily interrelated with regard to symptoms of BSD. Given the high heterogeneity in clinical 
samples, the results suggest that there could be subsamples of patients in whom dysfunctional 
buying behaviors can be rather attributed to craving reactions and potential other mecha-
nisms than to reduced response inhibition.

Keywords: buying-shopping disorder, behavioral addiction, impulsivity, inhibitory control, cue-reac-
tivity
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S-3A3

Differential correlates of pathological and impulsive buying

BENJAMIN G. SERFAS1, OLIVER B. BÜTTNER1, MATTHIAS BRAND1,  
ASTRID MÜLLER2, PATRICK TROTZKE3

1University of Duisburg-Essen, Germany;
2Hannover Medical School, Germany;
3IU International University of Applied Sciences
E-mail: benjamin.serfas@uni-due.de

One of the main causes of indebtedness is overspending because of excessive shopping. 
Across three Studies, providing cross-sectional and longitudinal data, we discriminated the 
two major kinds of excessive shopping: pathological and impulsive buying. Predominantly, 
pathological buying has been described as extreme and maladaptive form of impulsive buy-
ing. However, some research also has suggested that these two phenomena might be quali-
tatively different. Supporting the latter notion, the present research established discriminant 
validity. Moreover, the structure of the relation was best described by a nested-factor model 
with pathological and impulsive buying being orthogonal constructs. Thereupon, we pro-
pose, and empirically test, a common conceptual framework of similarities and differences, 
comprising predisposing factors, accompanying processes and long-term consequences, 
measured in a follow-up after two years. Pathological buying was associated with the more 
problematic side of consumers’ psychological state, including psychopathology and dissocial 
personality features. Impulsive buyers prevailingly were materialistic and impulsive. Both 
phenomena shared impulsive affect-driven processes, especially a strong shopping-urge. 
However, they might be distinguished based on strategic cognition-driven processes. In par-
ticular, pathological buyers tended to follow a satisficing decision style, while simultane-
ously being indecisive. Pathological buying was not associated with exploratory shopping 
and brand loyalty, but impulsive buying was. Although both phenomena might be associated 
with overconsumption, only pathological buying was a predictor for severe financial vulner-
ability, including over-indebtedness. Remarkably, our results indicate that impulsive buying 
has no predictive value for pathological buying, neither cross-sectional nor longitudinal.

Keywords: impulsive buying, compulsive buying, structural equation model (sem), bifactor model
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S-3A4

Do personality characteristics mediate the relation between life events 
and Compulsive Buying Shopping Disorder (CBSD)?

EMELINE CHAUCHARD1, CHLOÉ FORCIER1, MARIANNE BALEM2,3,  
MARIE GRALL-BRONNEC2,3, GAËLLE CHALLET-BOUJU2,3

1Nantes Université, Univ Angers, Laboratoire de psychologie des Pays de la Loire, LPPL, UR 4638, 
F-44000 Nantes, France;
2Nantes Université, CHU Nantes, UIC Psychiatrie et Santé Mentale, F-44000 Nantes, France
3Nantes Université, Univ Tours, CHU Nantes, CHU Tours, INSERM, MethodS in Patients centered 
outcomes and HEalth ResEarch, SPHERE, F-44000 Nantes, France
E-mail: emeline.chauchard@univ-nantes.fr

Objective: Psychological processes involved in Compulsive Buying Shopping Disorder 
(CBSD) development require further researches. The first objective of the study was to better 
understand the relationship between traumatic events and the severity of CBSD, by testing 
the mediating role of self-esteem, motivations for buying, impulsivity, and materialism. The 
second aim was to explore the differences in the severity levels of CBSD and personality 
variables between three profiles of buyers: patients diagnosed with CBSD, buyers from the 
general population with CBSD or without CBSD. Methods: The sample consisted of pa-
tients recruited from the EVALADD cohort who consulted for CBSD (Pcbsd +) (n=26) and 
volunteers recruited through an internet-based survey, screened for CBSD (Vcbsd+) (n=25) 
or without CBSD (Vcbsd-) (n=150). They completed questionnaires assessing CBSD, life 
events, self-esteem, buying motivations, impulsivity and materialism. Results: Traumatic life 
events had a direct positive effect on the severity of CBSB and indirect effects were mediated 
by impulsivity (positive urgency), motivations (coping, enhancement, and social) and mate-
rialism (happiness). The two groups with CBSD (Pcbsd + and Vcbsd+) differed significantly 
from the Vcbsd- group on all variables. The Pcbsd+ and Vcbsd+ groups differed from each 
other in intensity of traumatic life events, level of sensation seeking, self-esteem, motiva-
tion for coping, and severity of CBSD. Discussion: Traumatic life events may influence the 
severity of CBSD directly or through personality variables. These personality characteristics 
may be the target of psychological interventions that may be of interest to favor the decrease 
of CBSD severity.

Keywords: Compulsive Buying Shopping Disorder, personality, traumatic life events
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S-3A5

Treatment for Compulsive Buying-shopping Disorder –  
A systematic review

NORA M. LASKOWSKI1,2, ASTRID MÜLLER2, TOBIAS A. THOMAS2,  
STEPHANIE ANTONS3, NADJA TAHMASSEBI4, SABINE STEINS-LOEBER5, 
MATTHIAS BRAND3,6, EKATERINI GEORGIADOU7

1 University Clinic for Psychosomatic Medicine and Psychotherapy, Medical Faculty,  
Campus East-Westphalia, Ruhr-University Bochum, Luebbecke, Germany

2 Department of Psychosomatic Medicine and Psychotherapy, Hannover Medical School, Hanover, 
Germany; 

3 General Psychology: Cognition and Center for Behavioral Addiction Research (CeBAR),  
University of Duisburg-Essen, Germany

4Salus Klinik Friedrichsdorf, Germany
5Department of Clinical Psychology and Psychotherapy, University of Bamberg, Germany
6Erwin L. Hahn Institute for Magnetic Resonance Imaging, Essen, Germany
7Department of Psychiatry and Psychotherapy, Paracelsus Medical University Nuremberg, Germany
E-mail: laskowski.nora@mh-hannover.de

Background: Compulsive buying-shopping disorder (CBSD) is characterized by impaired 
control over buying/shopping, an extreme preoccupation, and a strong urge to acquire goods. 
Increasingly more people are shopping online, partly due to the growth of the online market, 
leading to a shift from in-store CBSD to online-CBSD. Therefore, more attention should 
be drawn to the specifics of online-CBSD, which could also lead to a need for adaptation 
of existing therapeutic approaches. The aim of this study is to provide a systematic review 
of treatments for CBSD, with a focus on online-CBSD. Method: The preregistered system-
atic review was conducted in accordance with the Preferred Reporting Items for Systematic 
Reviews and Meta-Analyses (PRISMA) checklist. The review included original research in 
scientific peer-reviewed journals published in English (1999-2022). The following databases 
were searched: PubMed, Scopus, Web of Science, and PsycInfo. Studies were selected in a 
two-step process: 1) 2 authors (NML, TAT) independently reviewed titles/abstracts, 2) two 
authors (AM, EG) independently reviewed full texts. Results: Thirteen studies were includ-
ed: 6 psychotherapy (4 randomized controlled, 2 open) and 7 pharmacological studies (3 pla-
cebo-controlled, 4 open). All studies indicate stronger treatment effects on CBSD symptom 
severity in the cognitive-behavioral psychotherapy groups compared to the wait-list control 
groups. The effects of pharmacological treatment on CBSD symptom severity were high 
in open-label studies, but there was no superiority of medication over placebo in the three 
placebo-controlled studies. Discussion: None of the studies referred to a specific treatment of 
online-CBSD. However, it can be assumed that the results are transferable. However, future 
studies should distinguish which form of CBSD is present to determine differences and ex-
amine whether specific online-CBSD treatment is needed.

Keywords: Behavioral addiction, compulsive buying-shopping disorder, therapy, CONSORT, PRIS-
MA
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S-3B1

Evaluating the relationship between gender and technology-use 
disorders beyond the borders

KRISTIANA SIST1, SOPHIA ACHAB2, JOHN SAUNDERS3 (chairs)
1University of Indonesia, Indonesia
2Université de Genève, Geneva, Switzerland
3The University of Queensland, St Lucia, Australia

Symposium summary: Being a double-edged sword, the vast development of technology has 
resulted in a massive number of individuals suffering from technology-use disorders glob-
ally. Culture and gender differences may define the disparities in the profile of individuals 
with technology-use disorders, recognising them could improve treatment plans for indi-
viduals with these disorders. Sophia Achab from the Université de Genève will first talk on 
overview of gender challenges in the European public health system, alongside clinical con-
texts in tackling technology-use disorders, critical to understand how this disorder persists 
in first world countries, followed by Kristiana Siste from Universitas Indonesia, who will be 
presenting about internet addiction from a gender perspective and how it impedes treatment 
progression in Indonesia, taking the view of a low-middle income society. Satoko Mihara 
from Kurihama Medical and Addiction Centre will present the characteristics of women with 
gaming disorder and internet addiction in Japan, providing the perspective of a developed 
country in Asia, and Jiang Long from Shanghai Mental Health Center will discuss about pub-
lic health considerations on gender differences of technology-use in China, a diverse country 
with a large population. Lastly, Janni Leung from The University of Queensland will present 
her research on the characteristics of women with gaming disorder symptoms in Australia, 
Canada, USA, and the UK – taking a global point of view. This symposium will bring upon 
novel prevention and treatment modalities to better address the outcomes of technology-use 
disorders and invigorate the urgency for further dialogues worldwide regarding gender-spe-
cific behaviours and their relationship with behavioural addiction.
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S-3B2

Challenges and responses towards meeting care needs of women for 
technology-use in Switzerland

SOPHIA ACHAB

Clinical and Sociological Research Unit, Department of Psychiatry, Faculty of Medicine, University 
of Geneva, Switzerland

Background: Technology-use is considered as a public health issue in Switzerland since early 
2000 and many actions have been undertaken from health and socio-educational perspective. 
However, a big challenge facing currently the country is that of increasing access to treatment 
for women and meeting their care needs, whether as care givers or as service users. Method: 
An overview of Swiss public health response to technology-use and gender characteristics 
will be drawn from regular Federal public health reports, expert discussions and clinical 
research conducted and ongoing in the country. Results: Women are the main users of the 
healthcare system for technology-use of their relatives. In contrast, they use it to a smaller 
extent than men for themselves. Moreover, referrals are gender-oriented regarding the online 
content motivating care demand for technology-use disorders. Women have a range of spe-
cific needs for treatment which constitute barriers to seeking help for themselves. Conclu-
sions: Heath systems should adapt to meet specific needs of women as mothers and partners 
of affected individuals by technology-use disorders. They should tackle as well the issue of 
treatment access for women suffering from technology-use disorders, building upon their 
specific preferences and care needs.

Keywords: women, technology-use disorders, treatment

S-3B3

Gender disparity in Internet addiction: Focus on the impediment  
of addictive behavior treatment and potential prospective remedies

KRISTIANA SISTE, ENJELINE HANAFI, LEE THUNG SEN,  
BELINDA JULIVIA MURTANI, HANS CHRISTIAN

Department of Psychiatry, Faculty of Medicine, Universitas Indonesia—Dr. Cipto Mangunkusumo 
National Central General Hospital, Jakarta 10430, Indonesia

Background: Behavior addiction, such as Internet addiction (IA), is still nascent compared 
to substance addiction. However, in both research and clinical realms, there are practices of 
gender inequality that hinder progress. Methods: In this presentation, data will be presented 
from an Indonesian survey on IA focusing on the distinct patterns between males and fe-
males and considering factors particular to a low-middle-income country. Further, data from 
the national addiction clinic will be discussed against recent models of addictive behavior 
pathophysiology and recovery. Results: A prior Indonesian survey data indicated disparate 
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preferences and modalities of Internet use between males and females. Interestingly, Indo-
nesian men had equal preferences for gaming and social media. The latter was not common 
in reports from the West or other Asian countries. Data from the national addiction clinic 
demonstrated a lower proportion of females seeking professional care, despite the similar 
prevalence in the community. These are influenced by the socially imposed gendered ex-
perience and stigma, further aggravated by neurobiological mechanisms unique to females. 
There is a lack of data pertaining to specific IA nature among females, although distinctive 
patterns had been observed for females with gambling disorders. These patterns may improve 
the provision of personalized and gender-sensitive care. Conclusions: Females experience 
similar risks to males for IA but present with a divergent pattern. There are observable bar-
riers for females in accessing and receiving care. More studies that are solicitous to gender 
proportions while employing advanced analyses are required to promote understanding of 
genders differences and generate gender-tailored management.

Keywords: gender disparity, internet addiction, gaming disorder, social media

S-3B4

Gender differences in clinical characteristics of gaming disorder and 
internet addiction

SATOKO MIHARA, TAKASHI KITAYUGUCHI, TAKANOBU MATSUZAKI, SUSUMU 
HIGUCHI

National Hospital Organization Kurihama Medical and Addiction Center, Yokosuka, 239-0841, Japan

Background: Existing data has suggested that gaming disorder (GD) is strongly dimorphic 
by gender in terms of both its psychological features and the activity of different brain ar-
eas. However, data deriving from clinical samples are limited. In this study, we investigated 
gender differences regarding clinical features of patients with GD and/or internet addiction 
(IA) using data collected at a specialist medical treatment facility for both disorders in Japan. 
Method: The study subjects were 818 male and 104 female (total 922) treatment seekers who 
visited Kurihama Medical and Addiction Center between 2017 and 2022. The average age 
was 18.2 years old with an age range between 7 and 77 years old. Their clinical features were 
obtained by collecting medical and familial information, physical examinations, and semi-
structured psychological assessment. Gender differences were preliminarily analyzed with 
regard to age, the severity of internet addiction, and the internet applications used. Results: 
Female patients were significantly older than male patients. The results of two screening tests 
for IA, Young’s DQ and IAT, showed little difference between genders. Regarding internet 
applications, female patients played online games less often and used SNSs to a greater 
degree than male patients. With regard to smartphone games and offline games, gender dif-
ferences were not observed. Conclusions: The results of preliminary analysis of our data sug-
gested that females were older and regarding the service used, most males used online games, 
while females used a wider range of internet applications.

Keywords: gender differences, gaming disorder, internet addiction
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S-3B5

Characteristics of women with symptoms of gaming disorder 
in Australia, Canada, USA, and UK – Findings from the 2022 
International Gaming Study

JANNI LEUNG, GARY CHAN, DANIEL STJEPANOVIC, CALVERT TISDALE,  
JOHN SAUNDERS, MATTHEW GULLO, LEANNE HIDES, JASON CONNOR

National Centre for Youth Substance Use Research, The University of Queensland, St Lucia, Australia

Background: Gaming disorder is a condition described in both the International Classifica-
tion of Diseases (ICD-11) and the Diagnostic and Statistical Manual of Mental Disorders 
(DSM-5). Most research on gaming disorder has occurred in males. The prevalence and 
associated symptoms of gaming disorder among female video game players is largely unex-
plored. Method: The 2022 International Gaming Study (IGS22) is a cross-sectional survey of 
955 participants, who play video games for 3 hours or more per week. Respondents are from 
Australia, Canada, USA, and UK (age range=18-94; M=46.10 [16.19]; n=431 female). The 
participants answered items related to their video game playing behaviour and completed the 
10-item Internet Gaming Disorder Test (IGDT-10) to assess their symptoms of gaming disor-
der. Results: Proportions who met IGDT-10 cut-off in females (16%) were not significantly 
different to males (20%) who spent similar amounts of time playing. Frequency and intensity 
of use was linearly related to the meeting IGDT-10 cut-off. For females who played several 
times a day, 22% met GDT-10 cut-off. This increased to 32% for 4 hours a day on a typical 
weekday, 35% for three or more hours in one session daily, and 42% for 6 hours or more in 
one session daily. Over half (51%) of females who reported that they plan to become a pro-
fessional video game player excessed the IGDT-10 cut-off. Conclusions: Women engaging 
in high frequency video game playing met similar thresholds of gaming disorder. Analyses 
are underway to examine differences between specific symptoms reported between men and 
women.

Keywords: women, gaming disorder, behavior addiction
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S-3B6

Public health considerations on gender differences in technology use  
in China

JIANG LONG

Shanghai Mental Health Center, Shanghai Jiao Tong University School of Medicine, Shanghai, China
Yale School of Medicine, Yale University, New Haven, Connecticut, USA
Faculty of Medicine, University of Malaya, Kuala Lumpur, Malaysia

Health issues related to technology use are increasingly becoming a public health concern 
in China. The high prevalence is due to various factors, including the rapid development of 
technology in the country, the high penetration of the internet, and the lack of regulations 
and guidelines for technology use. In response to this growing problem, China has imple-
mented many interventions to address technology-use disorders. There are gender differences 
in technology use. The literature suggests that men use technology for information-seeking, 
problem-solving, and decision-making tasks, while women tend to use technology for com-
munication, socialization, and relationship-building tasks. Studies also found that men are 
more likely to be early adopters of new technologies, while women tend to be more cautious 
and wait until others have adopted a technology before using it. Moreover, research has sug-
gested that women in China may be more likely to experience harassment and abuse online, 
which can negatively impact their mental health. Studies have found that males are more 
likely to develop internet addiction or gaming addiction than females. The difference may be 
due to various factors, such as cultural attitudes towards males and females engaging in tech-
nology-related activities and differences in interests and hobbies between genders. Address-
ing Health issues related to technology use in China will require a multi-faceted approach 
that includes education, regulation, and clinical interventions that take into account gender 
differences. In addition, it is also essential to consider cultural and societal factors that may 
contribute differently to the development of technology-use disorders in men and women.

Keywords: gender differences, technology-use disorders, behavior addiction
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S-3C1

Online sex advances in the assessment and treatment of compulsive 
sexual behaviours

MATEUSZ GOLA1, RUDOLF STARK2 (chairs)
1 Swartz Center for Computational Neuroscience, Institute for Neural Computations, University of 
California, San Diego, United States; Institute of Psychology, Polish Academy of Sciences, Warsaw, 
Poland

2 Department of Psychotherapy and Systems Neuroscience, Justus-Liebig-University Giessen, 
Germany; Bender Institute of Neuroimaging, Justus-Liebig-University Giessen, Germany

Symposium summary: The inclusion of compulsive sexual behaviour disorder (CSBD) in 
ICD-11 drew attention to evidence-based treatment approaches. Unfortunately, recent meta-
analyses show a scarcity of well-controlled treatment studies. Therefore, this symposium 
aims to present current developments in this area. In the first talk, Lewczuk et al. report on 
field-trial research in which the self-reported severity of CSBD, assessed by questionnaires, 
is compared with diagnostic assessments conducted by experienced clinicians. This study 
can be informative on most predictive questionnaire measures for CSBD diagnosis. In the 
second talk, Stark et al. present the results of several studies on the current care situations 
and therapy interests concerning problematic pornography use in Germany. The data clearly 
show a great need for treatment for this disorder, but the reality of care does not meet the 
demand. Next, Golder et al. will report the pilot results of a large care study called PornLoS, 
which compares the effectiveness of two intensive therapies with the goals of abstinence 
and reduced use. In the last presentation, Gola et al. will show the results of a double-blind, 
randomized intervention comparing paroxetine, naltrexone, and placebo in CSBD treatment. 
Using fMRI, changes in cue reactivity due to psychopharmacologic treatment were demon-
strated. The symposium will conclude with an outlook on current issues and future directions.
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S-3C2

Compulsive Sexual Behavior Disorder assessment and diagnosis – field 
trial study based on psychiatric interviews – design and preliminary 
results

KAROL LEWCZUK1, MAGDALENA WIZŁA1, MICHAŁ LEW-STAROWICZ2,  
SHANE W. KRAUS3, MATEUSZ GOLA4

1Institute of Psychology, Cardinal Stefan Wyszynski University, Warsaw, Poland
2Department of Psychiatry, Centre of Postgraduate Medical Education, Warsaw, Poland,
3Department of Psychology, University of Nevada, Las Vegas, NV, USA
4 Swartz Center for Computational Neuroscience, Institute for Neural Computations,  
University of California, San Diego, United States; Institute of Psychology,  
Polish Academy of Sciences, Warsaw, Poland

Background: Inclusion of Compulsive Sexual Behavior Disorder (CSBD) in ICD-11 have 
contributed to fast development of research on the disorder in recent years. However, we still 
lack studies involving treatment-seeking and clinical samples, focused on CSBD assessment 
& diagnosis according to the current ICD-11 guidelines. Method: The presented work is 
based on a field trial type study employing clinical interviews conducted by expert diagnos-
ticians, with treatment seekers for CSBD. The treatment-seekers will be pre-screened with 
self-report assessment instruments before conducting the interview. During the semi-struc-
tured diagnostic interviews conducted online, expert diagnosticians will evaluate whether a 
particular participant manifests a clinically significant level of CSBD symptoms (taken the 
ICD-11 criteria) the specific characteristics and severity of symptoms, possible comorbid 
disorders and other CSBD-related variables. Results: The diagnostic reports provided by the 
expert diagnosticians will be subject to statistical analysis, and preliminary quantitative re-
sults will be presented (depending on the progress of the research project). Prior to diagnostic 
interviews, participants will also fill-out screening measures assessing CSBD, PPU (prob-
lematic pornography use) and related constructs, which will also be subject to quantitative 
analysis. Conclusions: In general, analyzed results will include CSBD and PPU symptom 
severity, CSBD comorbidities, moral disapproval of pornography, as well as related variables 
including trait-level variables like impulsivity and compulsivity.

Keywords: compulsive sexual behavior disorder; problematic pornography use; diagnosis

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Symposia and parallel sessions Session 3C

ICBA2023 / August 23–25, 2023 / Incheon, South Korea  80

S-3C3

Pornography-use disorder: Current care situation and therapy interests 
in Germany

RUDOLF STARK1, SARAH GOLDER1, FLORIAN STORZ2, BERTRAM WALTER1, 
CHARLOTTE MARKERT1

1 Department of Psychotherapy and Systems Neuroscience, Justus-Liebig-University Giessen, 
Germany; Bender Institute of Neuroimaging, Justus-Liebig-University Giessen, Germany

2 Department of Psychotherapy and Systems Neuroscience, Justus-Liebig-University Giessen, 
Germany

Background: In different international studies, the prevalence estimates for compulsive sex-
ual behavior disorder and especially for pornography use disorder (PUD) greatly varied, 
and aspects of care were not addressed. This present study aimed to estimate the prevalence 
of PUD in Germany, to identify the psychotherapy demand among PUD patients and the 
treatment supply in different psychotherapeutic settings, to survey psychotherapists’ level 
of expertise regarding PUD, and to identify predictors for psychotherapy demand. Method: 
Four studies were conducted: First, an online study in the general population (n=2070; fe-
males 50.8%); second, a survey among practicing psychotherapists (n=983); third, a survey 
of psychotherapists in psychotherapeutic outpatient clinics (n=185); forth, interviews with 
psychotherapeutic inpatient clinics (n=28). Results: The prevalence of PUD was 4.7% (men: 
8.3%; women: 1.3%) in the online study. Among PUD cases, 51.2% of men and 64.3% of 
women were interested in PUD treatment. Psychotherapists reported 1.2%–2.9% of PUD 
cases among their patients. 43.2%–61.5% of psychotherapists stated to be poorly informed 
about PUD. Only 7% of psychotherapeutic inpatient clinics provided specific treatments to 
patients with PUD. While, among other factors, negative consequences attributed to PUD 
were predictive of psychotherapy demand. Conclusions: Overall, the high interest in therapy, 
the low rate of patients in outpatient and inpatient treatment, the few offers of specific clini-
cal therapy, and the low level of knowledge among therapists indicate a lack of treatment 
services. This indicates that there is a great need for treatment offers and the establishment of 
disorder-specific knowledge.

Keywords: pornography use disorder, psychotherapeutic care situation
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S-3C4

PornLoS: Treatment of the pornography-use disorder

SARAH GOLDER1, FLORIAN STORZ2, RHEA PSARROS2, CHARLOTTE MARKERT1, 
RUDOLF STARK1

1 Department of Psychotherapy and Systems Neuroscience, Justus-Liebig-University Giessen, 
Germany; Bender Institute of Neuroimaging, Justus-Liebig-University Giessen, Germany

2 Department of Psychotherapy and Systems Neuroscience, Justus-Liebig-University Giessen, 
Germany

Background: For the first time, the ICD provides the diagnosis of compulsive sexual behav-
ior disorder (CSBD) in its 11th revision. To date, for the most common form of CSBD, the 
pornography-use disorder (PUD), there are hardly any randomized controlled trial treatment 
studies. Meta-analyses showed, that cognitive behavioral therapy is an effective psychothera-
peutic treatment approach. Despite first promising studies, more methodologically rigorous 
and statistically well-powered studies are strongly recommended. Therefore, we developed 
a specific cognitive behavioral treatment intervention program (PornLoS), which includes 
individual as well as group therapy, and sexual counseling if needed. This program will be 
tested in the next four years in an RCT clinical study. Method: 237 patients with PUD will be 
randomly assigned to three treatment groups. The two experimental groups will receive the 
newly developed psychotherapeutic treatment but with the difference that the first group will 
have the goal abstinence from pornography use and the second group the goal of reduced, 
harm-avoiding pornography use. For the third group, a therapy-as-usual is planned. Results: 
The therapeutic components of PornLoS will be described in detail. The diagnostic and sta-
tistical approaches will be discussed and first results of a pilot study will be presented. Con-
clusions: The PornLoS project is an important step to improve the care situation for persons 
suffering from PUD through evidence-based psychotherapeutic interventions.

Keywords: compulsive sexual behavior disorder, pornography-use disorder, cognitive behavioral treat-
ment
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S-3C5

Neural changes after 5-month pharmacological treatment of 
Compulsive Sexual Behavior Disorder – Double blind fMRI study with 
paroxetine, naltrexone and placebo

MATEUSZ GOLA1, MAŁGORZATA DRAPS2, EWELINA KOWALEWSKA3,  
MICHAŁ LEW-STAROWICZ3

1 Swartz Center for Computational Neuroscience, Institute for Neural Computations, University of 
California, San Diego, United States; Institute of Psychology, Polish Academy of Sciences, Warsaw, 
Poland

2Institute of Psychology, Polish Academy of Sciences, Warsaw, Poland
3Department of Psychiatry, Centre of Postgraduate Medical Education, Warsaw, Poland

Background: Neural mechanisms of effective Compulsive Sexual Behavior Disorder (CSBD) 
treatment remain unknown. Recent studies show beneficial effects of pharmacological inter-
ventions with SSRIs or Naltrexone for individuals with CSBD. Given the inclusion of CSBD 
in ICD-11 we aimed to identify neural changes underlying improvement during CSBD thera-
py and advance knowledge of neural mechanisms of this disorder. Method: Using functional 
magnetic resonance imaging (fMRI) and Incentive Delay Task, we examined brain reactivity 
towards erotic and monetary stimuli among 73 heterosexual males with CSBD who were 
admitted for a 20-week double-blind and placebo-controlled randomized clinical trial. 24 
were randomly assigned to paroxetine (20 mg/day), 24 to naltrexone (50 mg/day), and 25 to 
the placebo condition. fMRI recordings were collected before and after the 20 weeks of treat-
ment. Results: We observed a significant effect of time on severity of CSBD symptoms using 
self-report questionnaires. Self-reported frequency of pornography consumption decreased 
over the time of treatment across all conditions and there was no difference between the 
conditions at any time point, nor an interaction of time and condition. We analyzed BOLD 
responses to erotic and monetary cues in 7 regions of interests (ROIs) identified in previous 
research as differentiating males with CSBD form healthy controls. Conclusions: We dem-
onstrated that active treatment conditions result with decrease of BOLD response in the brain 
regions which were initially hyperactive for erotic cues, while placebo do not result in such 
a change of BOLD response.

Keywords: compulsive sexual behavior disorder; therapy; fMRI, double-blind RCT
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S-3D1

Gaming patterns and mediators of problematic gaming in esports 
students

ANGELICA B. ORTIZ DE GORTARI, ÅGE DISETH, BARBARA WASSON

SLATE, University of Bergen, Norway
E-mail: angelica.ortizdegortari@uib.no

Background: Underlying problematic gaming (PG) factors include dysfunctional gaming 
cognitions (DGC; e.g., gaming-based self-esteem, inflexible gaming rules, and overvaluing 
game rewards) and the Game Transfer Phenomena (GTP) (i.e., re-experiencing game content 
as cognitive intrusions, hallucinatory and dissociation-like phenomena after playing). DGC 
is comprised of rules of conduct or inflexible thinking patterns, unattainable self-expecta-
tions, and beliefs that influence attitudes and behavioral responses. Methods: A total of 292 
high school students (male 83.4%, meanAge = 16.74) who participate in esports programs 
because they want to pursue an esports career, become rich or famous through esports (CM), 
and those who participate for other reasons were compared to examine their gaming patterns. 
Mediation analyses were performed to understand the role of DGC and GTP in the relation-
ship between CM and PG. The measures used were the Problematic Online Gaming Ques-
tionnaire, GTP, and Internet Gaming Cognition Scale scores. Results: The students' motiva-
tions to enroll in eSports education included attending school, following friends, having fun, 
and skipping another course. The CM group showed significantly higher mean scores on time 
playing esports games, engagement in competition/gambling, PG (immersion, withdrawal, 
preoccupation, and interpersonal/isolation conflicts), DGC, and GTP. The relationship be-
tween CM and PG was partially mediated by GTP, whereas CM and PG were fully mediated 
by DGC. Conclusion: This study suggests the importance of identifying DCG and educating 
students about it, as it contributes to PG. High school eSports education can provide early 
guidance for balancing maladaptive gaming cognitions to promote a healthy and sustainable 
esports career.

Keywords: esports, gaming disorder, dysfuntional cognitions
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S-3D2

Assessing celebrity effect in the eSports industry on emerging adults’ 
gaming behaviors and gaming disorder in China

NINGYUAN GUO, LIN WANG

Shanghai Jiao Tong University, People's Republic of China
E-mail: nyguo@shsmu.edu.cn

Background: The largest eSports market in China has attracted many celebrity endorsements, 
and some of eSports players have become famous with numerous fans. Emerging adulthood 
can be a sensitive period for influences of celebrity culture. We aimed to quantify such ce-
lebrity effect on gaming behaviors and gaming disorder in Chinese emerging adults. Method: 
University students who had played internet games at least once in the past month were 
surveyed on the frequency of gaming motivated by celebrities and eSport players. Gaming 
behaviors included gaming time (hours/day; weekday/weekend) and gaming expenditure in 
the past month. IGD was measured using the 9-item Internet Gaming Disorder Scale–Short-
Form (score range 9-45). Multivariable regressions were used for examining associations 
adjusting for sex, age, maternal and paternal educational attainment, monthly household in-
come, and psychological distress measured using the 4-item Patient Health Questionnaire. 
Results: Of 1231 participants (54.5% male; 56.9% aged 18–20 years), the mean IGD sever-
ity was 24.9 (SD 9.9). Higher gaming time (weekday: adjusted b=0.20, 95% CI 0.15, 0.25, 
B=0.23; weekend: adjusted b=0.19, 95% CI 0.13, 0.24, B=0.20), and gaming expenditure 
(adjusted b=0.25, 95% CI 0.19, 0.30, B=0.23) in the past month were observed for higher 
frequency of gaming motivated by celebrities and eSport players. Such celebrity effect was 
linearly associated with IGD severity with medium to large effect size (adjusted b=4.62, 95% 
CI 4.37, 1.94, B=0.65). Conclusions: The associations of celebrity effect in the eSports in-
dustry with higher gaming time, expenditure, and IGD severity warranted longitudinal stud-
ies for causal inference.

Keywords: internet gaming disorder, celebrity effect, eSports industry, gaming behavior
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S-3D3

Adolescent online game use, gaming disorder, and its health 
consequences in Korea

SUN-JIN JO1, HYEON WOO YIM1, HYUNSUK JEONG1, HAE KOOK LEE2,  
GIHWAN BYEON3, JONG-IK PARK3

1The Catholic University of Korea, Republic of Korea
2The Catholic University of Korea Uijeongbu St. Mary’s Hospital, Republic of Korea
3Kangwon National University Hospital, Republic of Korea
E-mail:  jiny4u@catholic.ac.kr

Internet gaming disorder (IGD) in children and adolescents negatively affects sound physi-
cal, mental, and social development. Since gaming disorder was listed or mentioned in  
ICD-11 and DSM-5, many studies reported various aspects of this health problem. However, 
relatively little is known about the natural course of or physical health outcomes of IGD. In 
this study, based on the data analysis results of the iCURE project, in which 2319 Korean 
early- adolescents were observed prospectively for 2-year, the authors presented 1) the natu-
ral course of IGD occurrence, remission, and recurrence, 2) physical health consequences of 
IGD, 3) IGD occurrence according to game use time and frequency, and 4) the moderation 
effect of depression and self-control on the association between game use and IGD occur-
rence. The authors emphasized that prevention and early intervention of IGD are crucial in 
childen and adolescents.

Keywords: adolescent, gaming disorder, cohort studies, addictive behavior, internet
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S-3D4

Investigating prevalence rates and risk factors for problematic Internet 
use and gaming in a large sample of Spanish adolescents

ABEL NOGUEIRA-LÓPEZ1,2,5, ANTONIO RIAL-BOUBETA2,  
IGNACIO GUADIX-GARCÍA3, VÍCTOR VILLANUEVA-BLASCO4, JOËL BILLIEUX5

1University of León, Spain
2University of Santiago de Compostela, Spain
3Valencian International University, Spain
4UNICEF, Spain
5University of Lausanne, Switzerland
E-mail: anogl@unileon.es

Background: Epidemiological studies on problem Internet use (PIU) and problem gaming 
(PG) conducted so far have mainly been carried out with unrepresentative and self-selected 
convenience samples, resulting in unreliable prevalence rates. This study estimates the preva-
lence of PIU and PG in a large sample of Spanish adolescents and identifies risk and protec-
tive factors for these risky behaviours. Methods: An epidemiological study was conducted 
in Spain involving a total of 41,507 adolescents, 48.7% female and 50.3% male (M = 13.81, 
SD = 1.32). Data were collected through an online survey: Sociodemographic questions, the 
Problematic Internet Use in Adolescents Scale and the Game Addiction Scale for Adoles-
cents. Results: Using a cut-off approach, we found a prevalence of 33% for PIU and 3.1% 
for PG. With a more conservative approach inspired by the ICD-11 framework, prevalence 
rates decreased to 2.98% for PIU and 1.8% for PG. Female gender, higher parents’ education, 
elevated internet connection time (week and weekend), reporting being online after midnight 
and reporting using the mobile phone in class predicted problematic internet use, whereas 
male gender, “living situation” where families do not have a traditional structure or stable 
environment, elevated internet connection time (week and weekend) and reporting using the 
mobile phone in class predicted PG. Conclusion: A cut-off approach involving scales that 
recycle substance use criteria (as in the DSM-5) over-pathologize internet use and gaming 
behaviours. In contrast, the ICD-11 approach seems to provide more realistic and reliable 
prevalence rates. Risk factors for PIU versus PG are not the same.

Keywords: prevalence, gaming, problematic internet use
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S-3E1

Characteristics of in-play sports bettors and antecedents of in-play bets

HYOUN SOO KIM1, JENNA VIERA1, SOPHIE COELHO2, MATTHEW KEOUGH2

1Toronto Metropolitan University, Canada
2York University
E-mail: andrewhs.kim@ryerson.ca

Studies have identified a positive association between in-play betting and problem gambling 
severity. However, less is known about the specific characteristics and harms that may dis-
tinguish in-play bettors from other types of sports bettors. To address these gaps, two studies 
were conducted. Study 1 comprised an online survey of N=920 adults who currently bet on 
sports and were categorized as either in-play (n=223), single-event (n=533), or traditional 
bettors (n=164). They completed measures of demographic (e.g., age, gender), psychological 
(e.g., emotion dysregulation), and gambling-related (e.g., harms) variables. Study 2 consisted 
of a 14-day daily diary study wherein N=84 in-play bettors from Study 1 completed mea-
sures of in-play betting, gambling-related harms, and contextual factors (e.g., substance use). 
Results of Study 1 revealed that in-play bettors were significantly younger than single-event 
and in-play bettors, and more likely to be men compared to traditional bettors only. Further, 
in-play bettors endorsed greater problem gambling severity, gambling-related harms (e.g., 
social, financial), and mental health and substance use difficulties compared to single-event 
and traditional bettors. Results of Study 2 revealed that at the between-person level, impul-
sivity was associated with greater number of in-play bets placed and money spent. Moreover, 
problem gambling severity was associated with greater number of gambling-related harms 
resulting from in-play bets. At the within-person level, simultaneous alcohol and cannabis 
use were associated with number of in-play bets placed, money spent, and harms. Findings 
provide clarity regarding the profile of in-play bettors as well as the antecedents and conse-
quences of in-play betting.

Keywords: sports betting, in-play sports betting, gambling, online gambling
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S-3E2

Gambling adverts during live TV broadcasts of Euro 2020 and Qatar 
2022 World Cup: A comparative study

STEVE SHARMAN1, THEODORE PIPER1, CATIA FERREIRA3, PHILIP NEWALL2

1King's College London, United Kingdom
2University of Bristol, United Kingdom
3Anglia Ruskin University, United Kingdom
E-mail: stephen.p.sharman@kcl.ac.uk

Background: Gambling has become synonymous with football at club level across Europe 
and beyond, with many teams in the top divisions across the continent sponsored by gam-
bling companies. Previous research has demonstrated how gambling marketing is common 
in fans consumption of football related product, across many different media and formats. 
However, although highly prevalent in club football, less is known about gambling exposure 
during international football matches, and specifically, high profile international tournaments 
such as the UEFA European Championships and the FIFA World Cup. Method: The recent 
European Championships (Euro 2020) and World Cup (Qatar 2022) have afforded us the op-
portunity to observe the frequency and type of gambling adverts shown in live broadcasts in 
the UK, via commercial broadcaster ITV. Each live broadcast was recorded, and the number 
of adverts noted. Analysis then allocated each gambling advert into a category type: brand 
awareness, financial incentives, odds, or safer gambling. We were also able to record time of 
kick off, time of adverts, the use of celebrities to promote gambling, and the presence of any 
industry sponsored safer gambling messages. Results: For Euro 2020, overall, 113 gambling 
adverts were recorded (4.5 adverts per relevant match). Financial inducements were the most 
frequently shown category (56.6%), followed by adverts raising awareness of a given opera-
tor’s brand (19.5%), adverts featuring the odds on specific complex bets (18.6%), and adverts 
promoting safer gambling (5.3%). Adverts featured a range of safer gambling messages, with 
the “when the fun stops, stop” message featuring in 56.6% of adverts. For the Qatar World 
Cup, the data is currently being analysed however preliminary analysis indicates that the 
number of adverts shown per programme has increased from Euro 2020, and that adverts are 
predominantly promoting financial incentives or live odds, and are shown prior to kick off. 
This is irrespective of kick off time. Celebrity promotion was only used by specific brands, 
however due to the time of year the tournament was staged, gambling companies were able to 
draw on festive themed adverts to promote their brand. Discussion: Gambling advertising is 
still common in international football matches. Although exposure to gambling marketing is 
not as prevalent as in club matches (due to lack of shirt sponsorship in international matches), 
the number of adverts encouraging people to gamble prior to match kick off is high. This 
finding highlights that current industry led 'light-touch' regulation that is designed to protect 
children and other vulnerable groups from exposure to gambling marketing is ineffective.

Keywords: gambling, advertising, football, soccer

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Session 3E Symposia and parallel sessions 

89 ICBA2023 / August 23–25, 2023 / Incheon, South Korea

S-3E3

Slot machine near-misses in different type of virtual reality

STEVE SHARMAN1,2

1King's College London, United Kingdom
2University of East London, United Kingdom
E-mail: stephen.p.sharman@kcl.ac.uk

Within-game constructs, such as near misses, have been established as a key component in 
the development and maintenance of gambling disorder. Although our understanding of the 
influence of these constructs on behaviour has increased through substantial experimental 
research, the context in which these tasks are delivered, and the subsequent ecological valid-
ity of this research is rarely examined. In this study, we sought to use virtual reality to main-
tain the experimental control afforded by more traditional experimental paradigms, whilst 
increasing the ecological validity of the environments in which the behaviour is performed. 
Furthermore, previous research has indicated that near misses drive persistent gambling most 
when occurring on 30% of spins. The current study sought to replicate this finding using 
a more ecologically valid gambling task. Participants completed the PGSI, the Gambling 
Craving Scale, Simulator Sickness Questionnaire (SSQ), and a Presence Questionnaire. 
Participants were assigned to one of three conditions: Computer Generated VR (CGVR), 
Naturalistic VR (360VR) and or a control condition and were then invited to complete a 
minimum of 50 spins, experiencing near-misses on either 15, 30, or 45% of spins. Following 
the 50-spin experimental phase, participants could continue to spin the reels in the extinction 
phase, where they experienced only loss outcomes. Persistent gambling, in the extinction 
phase, was also recorded. Our hypotheses predict that the near miss effect, where near misses 
on 30% of spins drive persistent gambling, will be replicated across a range of experimental 
environments, and that virtual reality environments will generate a greater sense of presence 
that traditional experimental environments thus demonstrating the increased utility of VR in 
gambling research. Data is currently being analysed. These findings will be important in two 
ways. First, for the validation of VR as an experimental tool in gambling research. Second, a 
greater understanding of constructs such as the near miss is fundamental to the way in which 
gambling is understood, legislated and regulated.

Keywords: gambling, disordered gambling, near misses, game structure
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S-3E4

Social connectedness and gambling in New Zealand

GRACE WANG1, MARIA BELLRINGER2

1University of Southern Queensland, Australia
2Auckland University of Technology, New Zealand
E-mail: grace.wang@usq.edu.au

Multiple factors are associated with disordered gambling, with some populations having a 
greater risk for developing disordered gambling than others. Social connectedness, consid-
ered a psychological sense of belonging to a group and interpersonal closeness with society, 
is an essential part of being human, leading to a sense of well-being, belonging and cohesion. 
The present study, utilising data previously collected for a New Zealand (NZ) national gam-
bling survey (n=4,904), explored the associations between social connectedness and risky 
gambling behaviour. Poorer social connectedness was found to be associated with increased 
gambling risk and poorer quality of life. Furthermore, Māori (NZ’s indigenous population) 
had lower social connectedness and a greater gambling risk than the NZ European/Other 
population. These findings indicate that the risk of progressing from recreational gambling to 
risky gambling is relatively higher for Māori, and that social connectedness could be contrib-
uting factor for this increased risk.

Keywords: social connectedness; gambling; leisure activities; indigenous population
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S-3E5

COVID-19 and online gambling: Impact of the COVID-19 pandemic  
on online gambling among users of the French national online websites

MARIANNE BALEM1,2,3, BASTIEN PERROT1,4, ANNA KARLSSON3,5,  
ANDERS HÅKANSSON3,5, GAËLLE CHALLET-BOUJU1,2

1 Nantes Université, Univ Tours, CHU Nantes, CHU Tours, INSERM, MethodS in Patients centered 
outcomes and HEalth ResEarch, SPHERE, F-44000 Nantes, France

2Nantes Université, CHU Nantes, UIC Psychiatrie et Santé Mentale, F-44000 Nantes, France
3 Faculty of Medicine, Department of Clinical Sciences Lund, Psychiatry, Lund University, Lund, 
Sweden

4 Nantes Université, CHU Nantes, Biostatistics and Methodology Unit, Department of Clinical 
Research and Innovation, F-44000 Nantes, France

5Malmö Addiction Center, Region Skåne, Malmö, Sweden
E-mail: marianne.balem@chu-nantes.fr

Background: The interruption of sports and horse races due to the COVID-19 pandemic and 
the impacts of government decisions can motivate an initiation, a change, or an intensifica-
tion of gambling activities. This study aimed to estimate the changes in gambling activity 
during a year impacted by the COVID-19 pandemic (2020) compared with a reference year 
(2019) among all French. Methods: This study included metadata of all gamblers with an 
active account from the French national online gambling authority (poker, horse race bet-
ting, and sports betting) and the French national lottery operator (draw-based lottery games, 
scratch games, and multiplayer lottery games). The data included the number of active gam-
blers according to sex for each week from 2019 to 2020 and for each gambling type. 2019 
and 2020 were divided into five periods according to the government decisions due to the 
level of the COVID-19 pandemic in 2020: one pre-COVID period and four COVID-affected 
periods (1st lockdown, unlockdown, inter-lockdown and 2nd lockdown). Results: Results 
differed markedly between gambling types. Sports and horse betting followed the pattern 
of a decrease and gradual normalization with the re-opening of sports and horse races. In 
contrast, the study did demonstrate a consistent increase of number of gamblers engaged in 
draw-based lottery games, scratch games, and multiplayer lottery games for women and in 
draw-based lottery games and scratch games for men. Regarding poker, results show a con-
sistent increase of number of gamblers for both sexes. Conclusions: Dramatic changes due to 
the cancellation of sports and horse races during the first lockdown might have diverted some 
gamblers to other types of gambling.

Keywords: COVID-19, France, gambling disorder, online gambling
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S-3F1

Prevalence of eating disorders among individuals at risk of exercise 
addiction: Considering, culture, gender, and competitive/recreational 
status

ATTILA SZABO

ELTE Eötvös Loránd University, Hungary
E-mail: szabo.attila@ppk.elte.hu

Background and aim: The risk of exercise addiction (REA) is closely linked to eating disor-
ders, but the prevalence of the latter among those at risk of exercise addiction (REA), in view 
of gender, competitive status, and cultural diversity, is unclear. The aim of this pilot work 
is to fill this gap. Methods: Using an online survey, 289 regular exercisers (minimum 150 
min/week over the past six months) were tested. They were from Germany, Hungary, Spain, 
and the United Kingdom, having a mean age of 34.84 (SD=14.56) years. They trained 5.01 
(SD=2.89) time/week for an average of 14.69 (SD=11.04) years. Forty-one were competi-
tive athletes, and 53.6% were women. Questionnaires were completed anonymously. They 
included validated versions of the revised Exercise Addiction Inventory (EAI-R) and the 
SCOFF. Results: No cross-national or gender differences in the REA and eating disorders 
were found. However, women scored higher on the SCOFF than men (p=.02). Competi-
tive athletes exhibited statistically significantly (p=.02) greater REA (mean=23.37; SD=5.91) 
than recreational exercisers (mean=21.03; SD=5.58). The prevalence of the REA in the over-
all sample was 10% (29/289). The prevalence of eating disorders was 10% (3/29) among 
participants at REA, while it was only 3.1% (8/260) among the rest. Conclusions: This study 
shows no cross-national difference in the REA and genders when the minimum exercise is 
150 min/week. The results also corroborate that eating disorder is more prevalent in those at 
REA, and the latter appears to be higher in competitive than recreational exercisers.

Keywords: addiction; dependence; eating disorder; exercise; training

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Session 3F Symposia and parallel sessions 

93 ICBA2023 / August 23–25, 2023 / Incheon, South Korea

S-3F2

Exercise Addiction, Eating Disorders and Insecure Attachment Style

DALIT LEV AREY, ASAF BLATT, YONATAN WAIRUICH, ADI SAGI

Tel Aviv Academic College, Israel
E-mail: dalitlevarey@gmail.com

Exercise addiction (EA) and eating disorder (ED) comorbidity is prevalent among profes-
sional and amateur athletes (Berczik, 2012). Further, pathological attachment style has been 
shown to be linked separately to ED and to EA. The current study aimed to explore the as-
sociations between ED, EA, and insecure attachment style (i.e., anxiety or avoidance) among 
405 Israelis identified as habitual exercisers according to criteria for assessing EA research 
(Pálfi et al., 2021). All participants exercised at least four hours a week for at least one year. 
They all completed the Exercise Addiction Inventory (EAI; Terry et al., 2004) and the Eating 
Attitudes Test (EAT-26; Apter & Yanko, 1989). Moreover, their attachment style was as-
sessed via Experiences in Close Relationship Scale (ECR; Brennan et al. 1998). Standardized 
maximum likelihood estimation showed that attachment anxiety was positively associated 
with ED symptoms (β=.25, P<.001), whereas the association between attachment anxiety 
and EA symptoms was not significant. In contrast, attachment avoidance was positively as-
sociated with EA symptoms (β=.22, P<.001), but not with ED symptoms. The results imply 
that the anxious attachment regulation strategy is highly associated with body image. Fur-
thermore, individuals characterized by avoidance attachment manifest regulation strategies 
in adhering to an excessive exercise regimen. Scholars and practitioners can utilize these re-
sults to examine dispositional risk factors for insecure attachment style and to assess type of 
addictive behaviors. Limitations, future directions, and implications are discussed in detail.

Keywords: exercise addiction, eating disorder, attachment theory, self-regulation
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S-3F3

Understanding problematic practice of physical activity:  
A mixed method approach

GAYATRI KOTBAGI, KETOKI MAZUMDAR

FLAME University, Pune, India
E-mail: gayatri.kotbagi@flame.edu.in

The field of exercise dependence, also known as, problematic practice of physical activity 
(PPPA), faces both theoretical and methodological challenges (Szabo et al., 2015). While 
there exists a plethora of quantitative studies trying to understand PPPA, there is a significant 
paucity of qualitative research. The objective of our study is to conduct a mixed methods 
study (quantitative and qualitative) in order to understand PPPA with respect to its conceptual 
and theoretical frameworks. A total of N = 400 individuals will be administered the Exercise 
Dependence Scale-Revised (EDS-R; Hausenblas and Downs, 2002). Those categorized as 
“at risk” as well as “dependent symptomatic” will be called back for focus group discussions 
(FGD). Two FGDs per category will be conducted. The focus group discussion questions 
will be divided into three sections. The first section will intend to gauge the participants' 
understanding of PPPA. The second section will attempt to understand their motivations to 
practice PA as well as their perceptions with respect to the dimensions of PPPA (especially 
the role of withdrawal and tolerance). And the third section will intend to understand the 
perception of the deleterious consequences of PPPA on their health (physical, mental, emo-
tional). Qualitative analysis of the FGDs will be done following reflexive thematic analysis. 
Using a mixed methods approach to understand PPPA will highlight the probable complex 
interactions between the environmental, social, and psychological influences on a person’s 
behavior (PPPA in this case).

Keywords: problematic practice of physical activity, mixed methods, thematic analysis
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S-3G1

Five-week of solution-focused group counseling significantly reduces 
internet addiction in college students: Evidence from behavior and 
resting state EEG

YU PU, YUTING LIU, XINHE ZHANG, QINGHUA HE

Faculty of Psychology, Ministry of Education Key Laboratory and Personality, Southwest University, 
Chongqing, China
E-mail:  pyu7939@gmail.com

Internet addiction was considered as an epidemic in the digital age, and we have few effective 
treatments. Here, we proposed a solution-focused group counseling that could potentially 
reduce the Internet addiction among college students. The present study used behavior and 
resting state EEG to examine short-term and long-term effect of this intervention. Through 
questionnaire and structured interview, 32 participants were recruited and randomly assigned 
into the experimental group (n=16) and control group (n=16). The experimental group re-
ceived a five-week solution-focused group counseling, while control group did not receive 
any intervention. The revised version of the Chinese Internet Addiction Scale (CIAS-R) and 
resting-state EEG were administered pre- and post- intervention, as well as two follow-up 
tests (one month and six months after intervention). Results showed that the scores of four 
dimensions of the CIAS-R in the experimental group were significantly decreased after inter-
vention, and these effects could last for one month and six months follow-ups. EEG results 
suggested that the beta and gamma absolute power in the experimental group decreased after 
intervention. These results suggested that solution-focused group counseling could be an ef-
fective intervention on Internet addiction.

Keywords: Internet addiction, solution-focused group counseling, intervention, resting-state EEG, col-
lege students

S-3G2

Internet addiction treatment in children and adolescents – Evaluation 
and recommendations from a pilot project in Poland

MAGDALENA ROWICKA1, BOGUSŁAWA BUKOWSKA2

1The Maria Grzegorzewska University, Poland
2National Center for Addiction Prevention
E-mail: mrowicka@aps.edu.pl

In 2021 Polish Ministry of Health announced a pilot project aiming at designing, conduct-
ing and evaluating treatment for children and adolescents using the Internet (incl. gaming, 
smartphones, and social media) in a problematic way. More than ten institutions were given 
the possibility to design and conduct their treatment protocols (psychotherapies). As an ex-

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Symposia and parallel sessions Session 3G

ICBA2023 / August 23–25, 2023 / Incheon, South Korea  96

ternal instituting, Maria Grzegorzewska University evaluated each treatment protocol. Each 
treatment protocol had to fulfil a set of aims (among others: psychosocial skill development, 
well-being improvements, self-control over the Internet development, and parental skills 
development). Methods: Quasi-experiments were conducted with two groups (treatment vs 
waiting list) and two to three times (pre-test, post-test and follow-up). The purpose of the 
evaluation was to assess the effectiveness of each treatment. Furthermore, the evaluation 
aimed to determine which specific conditions constitute effectiveness (e.g. individual such as 
ADHD diagnosis or family-specific). Only partial results will be presented – from two treat-
ment centres with complete pre-test and post-test measurements and control groups.

Keywords: Internet Addiction, treatment

S-3G3

Yoga as an adjuvant with multi-modal psychological interventions for 
excessive use of technology: A pilot study from India

ASHWINI DILIP TADPATRIKAR, MANOJ KUMAR SHARMA, HEMANT BHARGAV, 
NITIN ANAND, PRIYAMVADA SHARMA, SHUBHAM SHARMA

National Institute of Mental Health and Neuro Sciences (NIMHANS), Bengaluru, India
E-mail: tadpatrikarashwini6@gmail.com

Background: The rise in global digitalization has resulted in issues with excessive technology 
use and associated factors like body pain, obesity, reduced sleep and appetite, mood disor-
ders, and social withdrawal. Psychotherapy evidence has shown that a multi-modal approach 
is most effective for managing the excessive use of technology. There is little evidence for 
managing physical symptoms through traditional psychotherapy practices. Yoga, a holistic 
mind-body therapy, is effective for addiction, pain relief, stress management, and overall 
well-being. The aim was to investigate the feasibility of yoga as an adjuvant treatment with 
multimodal psychological intervention among participants with excessive technology use. 
Method: An integrated module was developed, which included 10 sessions of yoga and 8 ses-
sions of a multimodal psychological intervention program, and was given for 2 weeks to 15 
patients by certified Mental health and Yoga practitioners. This was followed by booster ses-
sions and post-assessments conducted at 12 weeks. Each participant was assessed using the 
Internet Addiction Test-short-form (s-IAT), Internet Gaming disorder scale- short form (IGD 
S9-SF), Smartphone Addiction Scale-Short Version (SAS-VS), Kessler’s’ Psychological dis-
tress scale (K 6) for baseline and follow-up assessment. Results: The participants' profiles 
suggested young adults, longer hours of internet use, particularly gaming and social media, 
and difficulty in controlling their use. The integrated yoga and multimodal psychotherapy 
programme effectively reduced internet use, smartphone use, and psychological distress and 
increased treatment adherence and retention. Conclusion: The feasibility of Yoga as an adju-
vant therapy with psychological intervention for excessive use of technology was found to be 
effective and carries further implications for mental health professionals.

Keywords: Yoga, multi-modal psychotherapy, CBT, excessive use of technology, pilot study
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S-3G4

Online New Page

CHUN YU JOE TANG

Hong Kong Christian Service, Hong Kong S.A.R. (China)
E-mail: joetang@hkcs.org

“Online New Page Project” has been launched by Hong Kong Christian Service since 2005 
in Hong Kong. The aim of this project was to assist young internet addicts to regain their life 
balance and their parents to improve family functioning. We have been using a multi-level 
intervention approaches including outreaching, individual counselling, youth therapeutic 
groups, parent therapeutic groups, and also building up mutual aid networks to help clients 
with problems relating to Internet Addiction (mostly gaming). This presentation 1) demon-
strates our intervention model which applies the Strategies and Skills Learning and Develop-
ment System developed by Professor Ka Tat Tsang of the University of Toronto, and 2) pub-
lishes our case study result and explores change factors, and 3) summarizes our practice 
experience. The result from in-depth study of both young internet addicts and their parents 
reveals the improvement of their life balance as well as the sense of achievement, interper-
sonal relationship, leisure and family relationship. This overall change empowers them by 
equipping them with an expanded repertoire of strategies and skills for addressing their needs 
and for managing their lives, resulting in minimizing dependency on a single strategy such as 
internet gaming. Meanwhile, as many young internet addicts usually are passive and insecure 
to others, it is crucial that they need someone to engage and build up a sincere relationship. 
Continuously outreaching and counseling appear more important.

Keywords: Internet addiction, gaming disorder, practice experience
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S-3H1

Behavioral Addictions: Insights from Singapore

LEE CHEN1, MELVYN WEIBIN ZHANG1 (chairs)

Institute of Mental Health, Singapore

Symposium summary: Even before the official inclusion of Gaming Disorder and Compulsive 
Sexual Behavioral Disorder in the ICD-11, there has already been much research examining 
Internet addiction, excessive smartphone use, social media addiction and sex addiction. The 
National Addictions Management Service in Singapore is Singapore’s main addiction treat-
ment center for treating both substance and behavioral addiction. Through this symposium, 
we will provide an overview of our services for treating such disorders, and a broad overview 
of the research insights into excessive internet use and gaming disorders in Singapore. We 
will also present our bibliometric review of the Top articles published in the field of Gaming 
addiction, and how it has helped us in identifying key research trends. In addition, we will 
share our clinical experiences regarding Compulsive Sexual Behavioral Disorder (CSBD). 
We will then provide an overview of the pharmacological and psychological approaches we 
adopt in the treatment of these disorders in Singapore.

Keywords: behavioral addiction, internet gaming, CSBD, Singapore, intervention

S-3H2

Introduction to the National Addictions Management Service (NAMS)

LEE CHENG

NAMS, Institute of Mental Health, Singapore

The National Addictions Management Service (NAMS) was set up in 2008, funded by the 
Ministry of Health, Singapore. NAMS is the main substance and behavioral addictions treat-
ment center in Singapore. Along with the changing trends and the conceptualisation of new 
behavioral disorders in the DSM-5 and ICD-11, NAMS has progressively adapted our ser-
vices to cater to the treatment of these new behavioral disorders. In this talk, we will provide 
an overview of the NAMS service, and our core treatment approaches. We will also highlight 
the setup of an adolescent service, to cater to adolescents with behavioral addictions.
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S-3H3

Gaming Disorder: Insights into research in Singapore and an overview 
of the top 100 citations globally

MELVYN ZHANG

NAMS, Institute of Mental Health, Singapore

Although gaming disorder has only been recently included as a diagnosable condition the 
ICD-11 in the recent years, there has been much research into Internet addiction, excessive 
screen-time use, smartphone use and social media usage in Singapore. In the first part of this 
symposium, we will review all the literature related to internet addiction and gaming disorder 
from the Singapore’s context. In the second part of this symposium, we will describe our con-
duct of a bibliometric review that examined the top 100 articles related to Internet Gaming 
disorder. In our review, we found that 340 authors were involved in all the publications, and 
the authors’ collaborative index was 3.62. Regarding the nature of the identified documents, 
75 were articles, 6 were editorial materials, 18 were reviews and 1 was a letter. The Journal 
of Behavioural Addiction was the journal with the greatest number of articles (n=11), and this 
was followed closely by Computers in Human Behaviour (n=10) and Addiction (n=6). The 
thematic analysis demonstrates that most of these top publications focused on examining the 
disorders amongst adolescents and the exploration of gaming disorders with other psychiat-
ric disorders, such as depression. We will discuss the insights and the implications that arise 
from this review.

S-3H4

Compulsive Sexual Behaviour Disorder: Insights

GOMATHINAYAGAM KANDASAMI

NAMS, Institute of Mental Health, Singapore

Compulsive Sexual Behaviour Disorder (CSBD) has only been recently included in the ICD-
11, although it has been previously proposed in 2010 to be considered for inclusion in the 
DSM-5. Since the official inclusion of CSBD in the ICD-11, there has been a series of re-
search into this topic. In this symposium we will present our clinical experiences in identify-
ing and treating such disorders in Singapore. We will also touch upon the research project 
that we have undertaken to retrospectively validate the earlier clinical assessments done dur-
ing the ICD-11 criteria for CSBD.
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S-3H5

Treatment of IGD at NAMS

EVELYN GOH

NAMS, Institute of Mental Health, Singapore

In this symposium, we will provide an overview of the profile of individuals we see at NAMS 
for gaming disorder and describe how the trend changed during the onset of the COVID-19 
pandemic. We will share the approach we use in the treatment of gaming disorders in Sin-
gapore.
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S-4A1

The current state of knowledge on micro, meso, and macro risk factors 
of work addiction and the design of a global survey in over 60 countries

PAWEŁ ANDRZEJ ATROSZKO1, EDYTA CHARZYŃSKA2

1Uniwersytet Gdański, Poland
2Uniwersytet Śląski w Katowicach, Poland
E-mail: pawel.atroszko@gmail.com

Background: Currently, our knowledge of micro, meso, and macro risk factors of work ad-
diction is limited. The available data suggests that macro and meso factors may contribute 
to the relatively high prevalence of work addiction in working populations. Micro factors 
may be predominantly responsible for the high persistence of this disorder in a minority of 
individuals. The study design of a global survey on work addiction and potential preven-
tion approaches will be discussed in the context of Rose’s Theorem and prevention para-
dox. Methods: A global survey on micro, meso, and macro risk factors of work addiction in 
over 60 countries from six continents is carried out by an international team in 2022/2023. 
Participation criteria are: being an adult and employed full-time for at least one year in an 
organization with at least ten employees. Work addiction, alongside macro (i.e., cultural and 
socioeconomic), meso (i.e., organizational), and micro (i.e., individual) factors, and related 
health problems, such as occupational depression and burnout, are measured. Results: The 
results will provide information on the relative contribution of micro, meso, and macro risk 
factors to work addiction and its relationship to health problems. Conclusions: The main aim 
of our research is to understand which factors contribute most to work addiction and how 
factors at different levels interact with each other to develop best practices in its prevention 
and treatment. The results of this research can provide a scientific basis for preparing rec-
ommendations for governments concerning working conditions and influence organizations’ 
policies and procedures regarding work climate and organizational values to minimize the 
risk of development of work addiction and/or to mitigate its effect on health and well-being.

Keywords: prevention, risk factors, survey, work addiction, workaholism
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S-4A2

Substance use habits in work addiction

BERNADETTE KUN1, ANNA MAGI1,2, ANDREA EISINGER1,2, BORBÁLA PAKSI3, 
ZSOLT DEMETROVICS1,4

1Institute of Psychology, ELTE Eötvös Loránd University, Hungary
2Doctoral School of Pychology, ELTE Eötvös Loránd University, Hungary
3Institute of Education, ELTE Eötvös Loránd University, Hungary
4Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar, Gibraltar
E-mail: kun.bernadette@ppk.elte.hu

Background: Work addiction is a behavioral addiction characterized by excessive and obses-
sive overwork that disturbs the individual’s physical, mental, and social health. Several stud-
ies investigated the personality correlates and health issues of work addiction; however, the 
knowledge about the substance use habits of individuals affected by work addiction is still 
incomplete. Yet the characteristics of addictive workers (e.g., high perfectionism, obsessive-
ness, and anxiety; low self-esteem) pose a high risk for using both stimulants and depressant 
drugs. The present study aimed to explore the prevalence of substance use among individuals 
with work addiction using the data of a representative study. Methods: Participants of the 
first wave of the Budapest Longitudinal Study who were having full-time jobs (N = 3,076) 
were included in the analyses. Lifetime, last year, and last month prevalence of the use of 
the following substances were explored: nicotine, caffeine, amphetamine, cocaine, crack, 
new psychoactive stimulants (NPS), alcohol, and sedatives/tranquillizers. Work addiction 
was measured by the Bergen Work Addiction Scale. Results: Latent profile analysis resulted 
in three working profiles: ‘addictive workers’, ‘excessive workers’, and ‘non-problematic 
workers’. ‘Addictive workers’ showed significantly higher prevalence of smoking, energy 
drink consumption, amphetamine, NPS, cocaine, alcohol, and sedative/tranquillizer use than 
other workers. Conclusions: We assume that addictive workers might use stimulants to en-
hance their activity, effectiveness and self-confidence, and depressants can help them to relax 
after a long stressful day. Since addictive workers have a higher prevalence of both stimulant 
and depressant use, screening and prevention of work addiction should be more accentuated 
in workplace mental health programs. Funding: The research was supported by the Hungar-
ian National Research, Development, and Innovation Office (Grant numbers: KKP126835, 
K134807).

Keywords: work addiction, workaholism, substance use, stimulant use
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S-4A3

Role of Obsessive-Compulsive Personality Disorder in work addiction, 
burnout and physical health

BARBARA MERVO1, ZSOLT DEMETROVICS1,2, BERNADETTE KUN1

1Institute of Psychology, ELTE Eötvös Loránd University, Hungary
2Center of Excellence in Responsible Gaming, University of Gibraltar
E-mail: mervo.barbara@ppk.elte.hu

Background: While relationship between problematic substance use and personality disor-
ders is concluded by several studies, research on possible role of personality disorders in 
behavioral addictions, especially work addiction is only scarce. In the present large-scale 
domestic research, based on empirical results suggesting OCPD being a predictive factor of 
work addiction and other studies demonstrating that burnout and psychosomatic complaints 
might be negative consequences of WA, the hypothesized relationships between indications 
of personality disorders, risk of WA and possible negative mental and somatic health out-
comes were examined in a pathway model. Method: A total of 4,340 individuals participated 
in the non-representative online survey. The OCPD subscale of the SCID-II screening tool, 
Work Addiction Risk Test (WART), Physical Health Questionnaire and Bergen Burnout In-
ventory were administered. Results: Preliminary results of SEM demonstrate that symptoms 
of OCPD significantly predict WA (β = 0.377) and that OCPD both directly and indirectly 
(β = 0.277; β = 0.406), via the mediating effect of WA, positively and significantly predicts 
severity of burnout. Medium strength significant correlations are also present between levels 
of OCPD symptoms, risk of WA and burnout. Physical health demonstrated significant but 
weak relationship with OCPD, WA and burnout. Conclusions: Our results support the as-
sumptions that OCPD symptoms might be related to WA and might also have an impact on 
burnout as a negative outcome of WA. Physical health, however, seems to be also predicted 
by factors that are not accounted for in this model. Results of this study draw attention to 
the importance of further research to obtain more in-depth knowledge in this domain. Fund-
ing: Supported by the National Research, Development and Innovation Office (FK134807, 
KKP126835).

Keywords: work addiction, OCPD, burnout, physical health
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S-4A4

Comorbidity of work addiction with depression among Chinese white-
collar workers

RUIMEI SUN1,2, LONG W. LAM2,3, ANISE M. S. WU1,2

1 Department of Psychology, Faculty of Social Sciences, University of Macau, Avenida da 
Universidade, Taipa, Macau, China

2 Center for Cognitive and Brain Sciences, University of Macau, Avenida da Universidade, Taipa, 
Macau, China

3 Department of Management and Marketing, Faculty of Business Administration, University of 
Macau, Macau, China

E-mail: yc17306@um.edu.mo

Work addiction (WA) triggers a series of adverse consequences and depression has been 
frequently reported in workaholics. Prior studies have documented the general positive as-
sociation between WA and depression, suggesting that such association might be potentially 
comorbid. From the perspective of network model which could depict a more comprehensive 
picture of the complex associations among individual symptoms of psychological disorder(s) 
or condition(s), both central and bridge symptoms within the WA-depression network were 
identified by network analysis to improve the effectiveness of WA-related intervention in the 
present study. Via an online questionnaire survey including the 10-item Dutch Work Addic-
tion Scale (DUWAS) and the 7-item Depression Subscale of the Depression Anxiety Stress 
Scales (DASS21), voluntary and anonymous responses from 694 Chinese white-collar work-
ers (58.8% female; Mage = 32.07, SD = 5.61, range from 24 to 55 years) were collected in 
March 2022. Results of network analysis indicated two central symptoms (DUWAS3 [Stay 
busy and keep many irons in the fire] and DUWAS1 [Race against time and in a hurry]) and 
two bridge symptoms (D1[Anhedonia of depression] and DUWAS2 [Continue working after 
coworkers quit]). One should note that the strongest bridge pathway (DUWAS2-D1) in fact 
had a low partial correlation (r = 0.05) within the WA-depression network. Both network 
structure and global strength did not differ by genders in the results of Network Comparison 
Test. These findings indicate that WA and depression might be only slightly comorbid among 
Chinese white-collar workers and the integrated interventions for both disorders may not be 
as cost-effective as expected.

Keywords: work addiction, depression, workaholism, network analysis
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S-4A5

Comparing work addiction and gaming disorder in terms of inhibition 
and impulsiveness

ZSUZSANNA VIKTÓRIA PESTHY1, KRISZTINA BERTA1,2, TEODÓRA VÉKONY3, 
DEZSŐ NÉMETH1,3,4, BERNADETTE KUN1

1Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
2Doctoral School of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
3Lyon Neuroscience Research Center, Université de Lyon, Lyon, France
4 Brain, Memory and Language Research Group, Institute of Cognitive Neuroscience and Psychology, 
Research Centre for Natural Sciences, Budapest, Hungary

E-mail: zsuszty@gmail.com

Background: Behavioral addictions are often associated with weaker executive functioning. 
Several studies have found impairment in inhibition in internet gaming disorder (IGD), how-
ever, the role of this cognitive function in work addiction (WA) is still unclear. A few studies 
showed a higher level of impulsiveness and ADHD in WA: these results suggest a possible 
altered functioning of inhibition. The present study aimed to investigate inhibition and impul-
siveness of individuals affected in IGD and WA to explore the possible similarities and dif-
ferences. Methods: The participants were divided into three groups based on their scores on 
the Ten-Item Internet Gaming Disorder Test and the Work Addiction Risk Test. Participants 
in the IGD group (n=15), the WA group (n = 39) and the control group (n=62) completed 
neuropsychological tasks assessing executive functions: we applied the Go/No-Go task for 
inhibition. Impulsiveness was measured by the Barratt Impulsiveness Scale (BIS). Results: 
We did not find significant difference between the three groups in the Go/No-Go task, but 
the IGD and the WA groups scored significantly higher on BIS than the control group, with-
out any difference between the two groups. Conclusions: We found intact inhibition both 
in work addiction, and – in contrast to the previous literature – in IGD. On the other hand, 
the higher impulsiveness in both addictions may refer to an altered cognitive functioning 
and self-regulation. Future studies should focus more on the executive functions of differ-
ent behavioral addictions, as in our ongoing study, we also analyze these functions on larger 
samples. Funding: The study was supported by the Hungarian National Research, Develop-
ment, and Innovation Office (FK134807), and by the ÚNKP-22-2 New National Excellence 
Program of the Ministry for Innovation and Technology from the source of the National 
Research, Development and Innovation Fund.

Keywords: internet gaming disorder, work addiction, inhibition, impulsiveness
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S-4B1

“Poker is like cannabis while illegal sports betting is like heroin:” 
Qualitative study on illegal gambling in Israel

HAGIT BONNY-NOACH

Ariel University, Israel
E-mail: hagitbo@gmail.com

Background: Israel is considered to be a conservative country regarding gambling, where 
no legal casinos are allowed. Nevertheless, illegal gambling flourishes, partially visible and 
partially concealed, both online and physically. But little is known about illegal gambling 
in Israel, therefore the present study sought to map, understand, and explore the unknown 
phenomenon of illegal gambling in Israel. Methods: Triangulation by using multiple datasets 
from various sources, including semi-structured interviews with 28 people who gamble at 
illegal settings and with 13 policymakers and gambling professionals; online ethnography; 
physical observations; and data collection from the gray literature. Results: The most sa-
lient themes included: (a) a wide, diverse, and complex phenomenon of illegal gambling 
and gamblers exists in Israel; (b) “Illegal poker is like cannabis while illegal sports betting is 
like heroin:” the risk of severe addiction and other related problems depend on the type and 
arena of illegal gambling; (c) illegal gambling is a vague phenomenon in a gray region of 
Israel legally, morally-religiously, socially, and politically. Recommendation: Policy makers 
and professionals should be aware of the wide illegal gambling phenomenon in Israel, dispel 
the ambiguity surrounding it, formulate regulations, and develop a comprehensive gambling 
policy concerning enforcement, treatment, prevention, and harm reduction.

Keywords: illegal gambling, addictions, policy, Israel
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S-4B2

Perspectives on the gaming behaviour among the stakeholders 
associated with gaming: A qualitative study from India

SUDHEENDRA HUDDAR1, ARUN KANDASAMY2, LEKHANSH SHUKLA2, 
GITANJALI NARAYANAN2

1Amaha Health, Mumbai
2National Institute of Mental health and Neurosciences, Bengaluru
E-mail: docsudhee@gmail.com

Background: Digital gaming/online gaming has become one of the most popular and a genu-
ine source of entertainment/recreation for millions of users worldwide. It is also a popular 
professional sport(e-sports), career option for different stakeholders like professional players, 
game developers etc. However, in few users gaming behaviour becomes problematic leading 
to multiple negative consequences. Recognition of ‘Gaming disorder’ as a diagnostic entity 
in ICD 11 has further complicated the picture. Hence there is a need to understand gaming 
behaviour from different stakeholder’s perspective. Methods: We did in-depth interviews and 
focus group discussions among different stakeholders in the age group of 18-24 years i.e., 
those with problematic gaming and their parents, professional gamers, recreational players, 
game developers and analysed the date through qualitative methods to understand different 
perspective to gaming behaviour. Discussion: Most with problematic gaming perceived gam-
ing to be beneficial, satisfied their needs/brought relief in many ways though being aware that 
it is leading to disruption of daily activities. Parents perceived it to be problematic only when 
duration exceeds a particular limit and when it leads to negative consequences or disruption 
in their daily routine. Recreational gamers were able to regulate their gaming behaviour 
and professional gamers perceived it to be a serious profession. Game developers employed 
various psychological techniques to make games more engaging and immersive. Conclusion: 
Our study tried to understand different aspects of gaming which helped in understanding the 
phenomenology of gaming and what could constitute to pathological/problematic gaming. 
This helped us to formulate a model to understand gaming behaviour from normative to 
pathological behaviour.

Keywords: gaming behaviour, normative gaming, pathological gaming, qualitative study, models of 
pathological gaming
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S-4B3

Problematic and healthy intensive video gaming:  
A qualitative study on adolescents

JOSIP RAZUM1, ALEKSANDRA HUIĆ2

1Ivo Pilar Institute of Social Sciences, Croatia
2Department of psychology, Faculty of Humanities and Social Sciences, University of Zagreb
E-mail:josip.razum@pilar.hr

Previous research shows that intensive video gaming is not harmful for most players. The 
aim of this study was to investigate the experiences of highly engaged adolescent video game 
players, by focusing on how they incorporate video games into their lives and what motivates 
them to play video games. The study was conducted by using semi-structured interviews on 
a sample of N=37 Croatian adolescent gamers (35 boys and 2 girls), who were 15 to 18 years 
old and played video games for 23.8 hours per week on average. The data were analyzed us-
ing thematic analysis. Results show that most gamers managed to integrate video games into 
their lives, and that for most of them getting the school work done and getting enough sleep 
were the priorities. The gamers mentioned positive effects of video games, such as learning 
English and becoming more “tech-savvy”. Socializing was particularly important for them, 
and some discussed competition, coping and fantasy motives. A few gamers described their 
problematic gaming experiences, naming possible causes: personal factors such as lack of 
control over video gaming in younger age, lack of social skills, strong and rigid competitive-
ness, and situational factors such as negative life events (e.g., parental divorce, moving to 
another country). However, the players recognized that they have a problem with gaming and 
managed to return to healthy gaming. Results show that problematic gaming can be transitory 
and that some adolescents can change and adapt their behavior on their own and with the help 
of their immediate surroundings.

Keywords: adolescents, highly engaged gamers, problematic gaming, qualitative
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S-4B4

Spectrum model of gaming behaviours: From normative to pathological

ARUN KANDASAMY, SUDHEENDRA HUDDAR, LEKHANSH SHUKLA,  
GITANJALI NARAYANAN

National Institute of Mental Health & Neurosciences, Bangalore, India
E-mail: arunnimhans05@gmail.com

Background: Gaming Disorder has been included as a diagnosis in ICD-11. We are aware 
that gaming is used for recreational purposes and gaming is recognized as a profession too. 
Without understanding gaming as a normative behavior in the population, it will be difficult 
to understand the same as a disorder. This also leads us to the question as to why in some 
people, gaming becomes a disorder. Our literature review revealed there is a dearth of lit-
erature addressing these concerns, especially from India. Method: A qualitative study design 
was adopted to answer the above deficits in the literature. We conducted 8 key informant 
interviews (KII) and 3 Focussed Group Discussions (FGD) to collect data from the key stake-
holders. It included recreational and professional gamers, patients with gaming disorder and 
their caregivers, addiction medicine experts, and game designers. Analysis: The interviews 
were transcribed manually and analysed on Atlas.ti software web version. 97 open codes 
were obtained from the analysis of participant interviews, which were further categorized 
into 11 groups and 8 broader themes through the process of first-order coding, second-order 
coding, and inductive reasoning. Results and discussion: The main themes that emerged dur-
ing the analysis were the antecedent factors to gaming, game preferences among individuals, 
the contextual factors involved in gaming, the game-related characteristics, features of gam-
ing disorder, perceived benefits of gaming, maintaining factors, and negative consequences 
both in the clinical and non-clinical subjects of the study. Among the patient group, we found 
a bidirectional relationship between the different themes and the interaction of different fac-
tors leading to the development of gaming disorder. Based on these, we propose an alternate 
model to explain gaming in problematic and recreational gamers from India. Both groups 
share a similar trajectory till the level of increased online gaming after which depending on 
the balance between protective factors [balanced Life style, family support, active social life, 
and good self-regulation] and risk factors [mental health-related issues, boredom, lack of ad-
equate social engagement, difficulties in school/workspace] recreational gaming progresses 
into pathological gaming. Conclusion: This alternate model of gaming helps us in under-
standing gaming behavior as a spectrum where the presence or absence of different personal-
ity and contextual factors determine the progression from normative gaming to pathological 
gaming. Application of this model to the clinical population will help us in formulating better 
treatment and preventive approaches.

Keywords: gaming behaviour, spectrum, gaming disorder, India, risk factors, protective factors
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S-4C1

Neurobiological and psychological mechanisms underlying problematic 
pornography use and compulsive sexual behaviours

STEPHANIE ANTONS1, BEÁTA BŐTHE2 (chairs)
1 Department of General Psychology: Cognition and Center for Behavioral Addiction Research, 
University of Duisburg-Essen, Duisburg, Germany; Erwin L. Hahn Institute for Magnetic Resonance 
Imaging, Essen, Germany

2Département de Psychologie, Université de Montréal, Montreal, Canada

Symposium summary: With the classification of compulsive sexual behavior disorder (CSBD) 
within the ICD-11 as impulse control disorder, CSBD has been recognized as clinically sig-
nificant disorder. The problematic and pathological use of pornography (PPU) is listed as 
one phenotype of CSBD. For a better understanding of the etiology of CSBD and PPU much 
effort has been put into the understanding of neurobiological and psychological mechanisms 
underlying CSBD in the last decade. Matthias Brand will give an overview on these advances 
in research within the first talk. In the second talk, Kseniya Krikova will present recent data 
on the role of appetitive conditioning and extinction processes in PPU. Comparisons will be 
made with gaming disorder, a recently classified disorder due to addictive behaviors. One 
specific mechanism in CSBD and PPU is that the behavior itself is a natural reinforcer and 
important for the fulfillment of natural sexual needs and functioning. Beáta Bőthe will focus 
in the third talk on associations between PPU, pornography use and sexual functioning. With-
in the fourth talk, Stephanie Antons will compare psychological mechanisms of CSBD and 
PPU aiming to understand specificities of the phenotypes. Collectively, these works present 
innovative research employing a variety of methods to further elucidate the neurobiological 
and psychological mechanisms underpinning the development and maintenance of CSBD 
and PPU.

Keywords: psychological mechanisms, problematic pornography use, compulsive sexual behavior, 
sexual functioning, appetitive conditioning
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S-4C2

Psychology and neurobiology of problematic pornography use

MATTHIAS BRAND, STEPHANIE ANTONS

Department of General Psychology: Cognition and Center for Behavioral Addiction Research, 
University of Duisburg-Essen, Duisburg, Germany; Erwin L. Hahn Institute for Magnetic Resonance 
Imaging, Essen, Germany

Background: Problematic pornography use (PPU) has been included in the ICD-11 as a phe-
notype of compulsive sexual behavior disorder (CSBD). The classification, however, is still 
debated and some authors argue that PPU shares important similarities with disorders due 
to addictive behaviors, such as gaming disorder. Method: A narrative review examines cur-
rent studies and review articles addressing psychological and neurobiological mechanisms 
of PUD. Results: Cue reactivity and craving, a central process in addictive behaviors, is 
reliably demonstrated in PUD with activities in the ventral and dorsal striatum being central 
neural correlates. Results regarding inhibitory control and other executive functions are more 
diverse, but also indicate (at least partially) reductions in self-control. Conclusions: The in-
tegration of the empirical data into theoretical models suggests a conceptualization of PUD 
as a disorder due to addictive behaviors. The results indicate an imbalance between reward-/
craving-related, habit-/compulsivity-related, and self-control-related fronto-striatal loops, 
which is comparable with what is known from gaming disorder.

S-4C3

Are there differences in appetitive conditioning and extinction processes 
with pornographic, gaming-related, and monetary reward stimuli in 
problematic pornography users and problematic gamers?

KSENIYA KRIKOVA1, SANJA KLEIN2, ISABELL TAPIA LEÓN3, TIM KLUCKEN4, 
RUDOLF STARK2

1 Department of Clinical Psychology and Psychotherapy, University of Siegen, Germany; Department 
of Psychotherapy and Systems Neuroscience, Justus-Liebig-University Giessen, Germany; Bender 
Institute of Neuroimaging, Justus-Liebig-University Giessen, German

2 Department of Psychotherapy and Systems Neuroscience, Justus-Liebig-University Giessen, 
Germany; Bender Institute of Neuroimaging, Justus-Liebig-University Giessen, Germany

3 Department of Clinical Psychology and Psychotherapy, University of Siegen, Germany; Bender 
Institute of Neuroimaging, Justus-Liebig-University Giessen, Germany

4Department of Clinical Psychology and Psychotherapy, University of Siegen, Germany

Background: Appetitive conditioning is one of the important mechanisms for the develop-
ment and maintenance of pornography use disorder and gaming disorder. Pornographic stim-
uli are thought to be primary reinforcers while monetary and gaming-related stimuli are more 
likely to be secondary reinforcers. Whether and to what extent conditioning and extinction 
processes with pornographic, gaming-related, and monetary reward stimuli differ in healthy 
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individuals as well as in individuals with problematic pornography use or with problematic 
gaming use has barely been studied so far. We hypothesized that subjects with problematic 
use of games or pornography have difficulties especially in extinction learning and that this 
extinction deficit is only present in problem-related stimuli. Method: In this fMRI study ap-
petitive conditioned and extinction responses (e.g., neural correlates and subjective ratings) 
with pornographic, gaming-related, and monetary rewards as unconditioned stimuli were 
studied in three groups of male heterosexual subjects: A group of men with unproblematic 
use of games and pornography, a group of men with problematic use of games, and a group of 
men with problematic use of pornography. Results: First analyses show that appetitive con-
ditioning but not extinction was strongest pornographic stimuli in comparison with gaming 
stimuli and monetary stimuli. There are also first hints that conditioning, and extinction pro-
cesses are altered in subjects with problematic use of either games or pornography and that 
the effects are stimulus specific. Conclusions: Therefore, the study suggests the importance 
of conditioning and extinction processes for gaming disorder and pornography use disorder.

S-4C4

Complex associations between pornography use frequency,  
problematic pornography use, and five aspects of sexual function – 
Insights from the 43-country International Sex Survey (ISS)

BEÁTA BŐTHE1, MÓNIKA KOÓS2, LÉNA NAGY2, ÉMILIE GAUDET1,  
AURÉLIE MICHAUD1, ZSOLT DEMETROVICS2,3, SHANE W. KRAUS4,  
MARC N. POTENZA5

1Département de Psychologie, Université de Montréal, Montreal, Canada
2 Institute of Psychology, ELTE Eötvös Loránd University, Budapest; Doctoral School of Psychology, 
ELTE Eötvös Loránd University, Budapest, Hungary

3 Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar; Institute of 
Psychology, ELTE Eötvös Loránd University, Budapest, Hungary

4Department of Psychology, University of Nevada, Las Vegas, Las Vegas, NV, USA
5 Departments of Psychiatry and Neuroscience and Child Study Center, Yale School of Medicine,  
New Haven, CT, United States; Connecticut Council on Problem Gambling, Wethersfield, CT,  
United States; Connecticut Mental Health Center, New Haven, CT, United States

Background: Pornography use is prevalent worldwide, with 3–10% of individuals experienc-
ing problematic pornography use (PPU). There is conflicting evidence concerning whether 
pornography use is positively or negatively related, or unrelated to sexual function. These 
inconsistencies might be attributed to methodological and conceptual shortcomings, such as 
the simplified assessment of constructs (e.g., only pornography use frequency), or the focus 
on men from Western countries. Method: This study examined the associations between por-
nography use frequency, PPU, and five aspects of sexual function, considering culture- and 
gender-based differences. We used self-report survey data from the 43-country International 
Sex Survey (N=82,243, 57% women; Mage=32.4 years, SD=12.5). Associations between 
pornography use frequency, PPU, and five aspects of sexual function (i.e., sexual drive, 
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arousal, erection/lubrication, orgasm difficulties, satisfaction with orgasm) were examined 
with structural equation modeling. Results: In general, higher pornography use frequency 
was associated with better sexual function. However, important differences were observed in 
the association of PPU and different aspects of sexual function. For example, higher levels 
of PPU were associated with a higher sexual drive as well as with less satisfying orgasms. 
Culture and gender-based differences were also observed (e.g., men’s higher levels of PPU 
were associated with worse erectile function, while women’s lubrication was unrelated to 
their PPU). Conclusions: The results highlight that associations between pornography use 
and sexual function are complex with significant culture and gender-based differences. Our 
findings contribute a more nuanced understanding of the potential effects of pornography use 
on sexual function, providing key insights for prevention and treatment.

S-4C5

Similarities and differences of compulsive sexual behavior disorder and 
pornography use disorder

STEPHANIE ANTONS1, MARC N. POTENZA2, MATTHIAS BRAND1

1 Department of General Psychology: Cognition and Center for Behavioral Addiction Research, 
University of Duisburg-Essen, Duisburg, Germany; Erwin L. Hahn Institute for Magnetic Resonance 
Imaging, Essen, Germany

2 Departments of Psychiatry and Neuroscience and Child Study Center, Yale School of Medicine,  
New Haven, CT, United States; Connecticut Council on Problem Gambling, Wethersfield, CT,  
United States; Connecticut Mental Health Center, New Haven, CT, United States

Background: The problematic use of pornography, also described as pornography use disor-
der (PUD), is listed in the ICD-11 as one phenotype of compulsive sexual behavior disorder 
(CSBD). Up to now, less is known about the similarities and differences between the prob-
lematic engagement in sexual behaviors in general and specifically in pornography use. The 
aim of the study was to identify potential similarities and differences. Method: We used an 
online survey and analysed data from 1,107 participants who used pornography within the 
prior 6 months based on self-reports. Participants answered questions regarding symptom 
severity of CSBD and PUD and questions regarding socio-demography, pornography use 
and other sexual behaviors, psychopathology, moral considerations, and craving for pornog-
raphy-use. Cut-off scores for CSBD und PUD were used to identify groups of CSBD only, 
PUD only, CSBD with PUD, and none of these disorders. Results: The groups identified at 
risk of having CSBD and/or PUD were younger than the “no disorder” group, showed higher 
psychopathology (compulsivity, depression, anxiety, addictive tendencies) and reported more 
intense cravings, guilt and moral disapproval. The CSBD and PUD groups differed in gender 
and specific behavioral variables, e.g. pornography with sadomasochistic content and longer 
durations of use. Conclusions: The results indicate broad overlaps between CSBD and PUD. 
Differences could be identified with regard to variables that are specific for pornography use. 
Future studies should focus on psychological mechanisms such as cue-reactivity or inhibi-
tory control that may differ due to the high availabilities of pornography and mobile devices.
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S-4D1

Gaming Disorder within the broader Technology Addiction Network: 
The role of avatar and Online Flow effects

VASILEIOS STAVROPOULOS1 , LUKAS BLINKA2 (chairs)
1Victoria University, Australia
2Masaryk University, The Czech Republic

Symposium summary: The current symposium integrates novel findings from Australia and 
The Czech Republic. The empirical evidence presented is based on recent, multimethod, 
cross-sectional and longitudinal data aiming to enhance the understanding of: a) How Tech-
nology related Addictive Behaviours associate overtime; b) The utility of machine learning 
approaches in analysing User-Avatar-Bond (UAB) responses to identify Gaming Disorder 
[GD]; c) The interplay between Proteus effect and Physical Activity on GD behaviours, d) 
Key, Online Flow, behaviours’ distinct associations with GD and; e) The measurement of 
UAB via the revision/upgrade of an internationally used/established scale. The first four pre-
sentations are from Australia, with the contribution of US and Korean collaborators. Two, 
currently developing, longitudinal datasets are analysed via the employment of diverse, ad-
vanced, statistical methods including machine learning, network, and latent profile analysis. 
Findings aspire to address pivotal issues surrounding technology-related cross-addictive be-
haviours, as well as the role of UAB and Online Flow in relation to GD. The fifth presentation 
is from The Czech Republic and employs a large community sample to revolutionize UAB 
measurement in the context of impending Metaverse developments. Findings will be dis-
cussed in light of the emerging literature, related to the broader field of technology/internet-
accommodated addictions.

Keywords: technology addictions, gaming, avatar, Online Flow, machine learning, network analysis

S-4D2

User-Avatar Bond 2.0: Development of a new-old scale and its 
association with gaming disorder and life satisfaction

LUKAS BLINKA, DITA SIŘÍNKOVÁ, ANDREA STAŠEK

Masaryk University, The Czech Republic

Background: This study aims at upgrading the User-Avatar Bond (UAB) scale (Blinka, 
2008), one of the oldest measures of its type, by improving its existing items and adding 
more items for exploring new dimensions Methods: 6,391 adult gamers (Mage = 26.31; SD 
= 7.04; 83.4% males) completed the online questionnaire that included a pool of 30 items of 
the UAB2.0, the Gaming Disorder Test (GDT), and the Satisfaction With Life (SWL) scale. 
Exploratory graph analysis and a set of exploratory and confirmatory factor analyses were 
employed to assess the UAB2.0. Structural equation modeling was employed to test the as-
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sociation between dimensions of UAB2.0, GDT, and SWL. Results: The final CFA model 
included 19 items, showed excellent fit to data, and identified 4 factors: Unity between self 
and avatar, Compensation of gamer’s weaknesses by avatar’s superior characteristics, Influ-
ence of the avatar upon gamer’s behavior and feelings (Proteus effect), and Emotional bond. 
Compensation, Bond, and Influence were moderately associated with gaming disorder (β = 
.32, .26., and .23). SWL was moderately related to Compensation (β = -.33), and weakly to 
Influence and Bond (β = -.12 and -.11). Discussion & Conclusions: UAB2.0 is a promising 
tool for studying patterns of players´ identification with their gaming avatars. An avatar per-
ceived as compensative by the gamer is especially predictive of gaming disorder and lower 
satisfaction with life.

S-4D3

Utilizing machine learning to understand the severity of gaming 
disorder symptoms: The role of the User-Avatar Bond

VASILEIOS STAVROPOULOS1, DANIEL ZARATE1, MARIA PROKOFIEVA1,  
BRUNO SCHIVINSKI2, TAYLOR BROWN1

1Victoria University
2RMIT

Background: Gaming disorder [GD] symptoms are suggested to be normally distributed in 
the community of gamers, with only a minority presenting with diagnosable behaviors. Inter-
estingly, the severity of GD symptoms experienced by different individuals has been signifi-
cantly associated with the way they bond/connect with their in-game figure of representation, 
called the avatar. Specifically, identification, idealization, compensation/repression, and im-
mersive aspects of the user avatar bond [UAB] have been proposed to play a significant role. 
The present study aims to test a sequence of supervised machine-learning regression models 
to predict GD severity based on the different UAB aspects. Methods: A normative sample 
comprising 571 adolescents and adults (mean age = 29.32; SD = 10.7; weekend-average-
daily-gaming-time = 5.31 hours; SD = 19.58; 50.6% males) was assessed via the UAB scale 
(Blinka, 2008) and the Internet Gaming Disorder Scale Short Sorm-9 items [IGDS-SF9]. 
Several different machine learning algorithms will be employed to train our statistical model 
of UAB identification, immersion, compensation/repression, and one’s age and gender to 
understand/model GD severity. Cross-validation techniques to solidify machine learning out-
puts will be also used considering both the training and the testing proportions of the data. 
Results: The best-performing machine learning models will be presented and UAB variables 
with the most significant predictive contributions will be identified. Discussion & conclu-
sions: Research, assessment, prevention, and intervention implications of the findings are 
going to be discussed in light of the available literature.
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S-4D4

Modelling Online Flow associations with Gaming Disorder behaviors:  
A network analysis approach

TRENT FOOTITT1, VASILEIOS STAVROPOULOS1, TAYLOR BROWN1,  
DANIEL ZARATE1, MICHELLE CARRAS2,3

1Victoria University
2Johns Hopkins Bloomberg School of Public Health
3Radboud University

Background: Online Flow [OF] describes an individual’s level of engagement with their on-
line activity to the extent they may become disconnected from their surroundings. Although 
the significant association between OF and Gaming Disorder [GD] behaviors is acknowl-
edged, the number of OF core behaviors is debated resulting in different measurement tools. 
To contribute to this area of knowledge, the present project aspires to identify the key behav-
iors underpinning the OF construct, as well as, their distinct associations with GD severity. 
Methods: A normative sample of 571 adolescents and adults (mean age = 29.32; SD = 10.7; 
50.6% males) were assessed via the Online Flow Questionnaire (OFQ; Chen et al, 2000) 
and the Internet Gaming Disorder Scale Short Form-9 items (IGDS-SF9; Pontes & Griffiths, 
2015). Network analyses, enhanced via the least absolute shrinkage and selection operator 
(LASSO) algorithm will be applied successively for models including 5 (OF key behaviors), 
6 (OF key behaviors and GD total score), and 14 (OF and GD key behaviors) nodes respec-
tively. Results: The analysis outcomes will elucidate pivotal clusters of nodes, critical edges, 
and bridges informing the OF construct and its associations with GD behaviors. Discussion 
& conclusion: Research, assessment, prevention, and intervention implications of the find-
ings are going to be discussed in light of the available literature.

S-4D5

Proteus Effect associations with Gaming Disorder and physical activity 
behaviors: A latent profiles analysis approach

TAYLOR BROWN1, KARA DADSWELL1, RACHEL KOWERT2, YOUNG YIM DOH3, 
VASILEIOS STAVROPOULOS1

1Victoria University
2Take This
3KAIST

Background: An avatar is an in-game representation that has been assumed to potentially 
influence the gamer’s real-life conduct. This is often referred to as the ‘Proteus Effect’ [PE] 
defined as a bidirectional transforming link between the gamer and their avatar. Specifically, 
PE has been supported to likely affect the gamer’s offline demeanour, perception, and con-
duct, whilst positively correlating with gaming disorder [GD] behaviours severity. Past evi-
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dence has identified distinct PE profiles with varying GD behaviours and has advocated for 
further attention to an individual’s physical activity [PA]. Therefore, the present study aims 
to explore PA and PE as risk and protective indicators for the development of GD. Method: 
The present study recruited a normative sample comprising 571 adolescents and adults (mean 
age = 29.32; SD = 10.7; weekend-average-daily-gaming-time = 5.31 hours; SD = 19.58; 
50.6% males). To access PE, the Proteus Effect Scale (PES) was utilized, whilst the Internet 
Gaming Disorder Scale Short Sorm-9 items (IGDS-SF9) measured GD behaviours. PA was 
recorded using actigraphy devices and measured the average number of steps across seven 
days. A latent class analysis will be performed, guided by variations across the PES. PES 
profiles revealed will be then examined in relation to PA, GD, and their interaction. Results: 
The best-performing PE profiles will be presented, and significant findings related to PA and 
GD patterns will be identified. Discussion: Research, assessment, prevention, and interven-
tion implications of the findings are going to be discussed considering the available literature.

S-4D6

The longitudinal network of online behavioral addictions:  
Are there gender differences?

DANIEL ZARATE, GENEVIEVE DORMAN, MARIA PROKOFIEVA,  
ROMANA MORDA, VASILEIOS STAVROPOULOS

Victoria University

Background: Online activity has become increasingly prevalent worldwide, raising con-
cerns about potential online behavioral addictions (for example, problematic social media 
use, disordered online gambling, internet gaming disorder, and problematic internet use, in 
general). The aim of this study was to conduct a longitudinal network analysis of symptoms 
associated with online behavioral addictions to examine their interrelations and potential dif-
ferences across one’s biologically assigned gender (i.e., male, female). Methods: An online 
community sample of 462 adult participants (28.5% women, 69.5% men) completed self-
rating questionnaires across two time points one year apart. Participants’ responses were 
assessed with LASSO regularized partial correlations (EBICglasso) and invariance methods. 
Results: Gender differences were observed, with online gaming symptoms showing higher 
centrality in men and disordered social media use in women. Additionally, disordered gaming 
and internet use symptoms were highly influential, followed by online gambling, and social 
media use. Longitudinal differences were observed across genders, suggesting their different 
vulnerability to problematic behaviors associated with online activities. Additionally, mood 
modification associated with disordered internet use and impairment due to disordered gam-
ing were highly influential in longitudinal measures, increasing the likelihood of developing 
comorbid or persistent symptoms of internet use disorders over time. Discussion & conclu-
sions: Research, assessment, prevention, and intervention implications of the findings are 
going to be discussed in light of the available literature.
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S-4E1

Longitudinal association between problematic social media use and 
body image in a representative sample of young adults

BEATRIX KORONCZAI1, GYÖNGYI KÖKÖNYEI1,2,3, BORBÁLA PAKSI4,  
ZSOLT DEMETROVICS1,5

1ELTE Eotvos Lorand University, Hungary
2 SE-NAP 2 Genetic Brain Imaging Migraine Research Group, Semmelweis University, Budapest, 
Hungary

3 Department of Pharmacodynamics, Faculty of Pharmaceutical Sciences, Semmelweis University, 
Budapest, Hungary

4Institute of Education, ELTE Eötvös Loránd University, Budapest, Hungary
5Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar, Gibraltar
E-mail: koronczai.beatrix@ppk.elte.hu

Background and aim: In the literature, the association between problematic social media use 
(PSMU) and negative body image is well-established, although these results are based ex-
clusively on cross-sectional studies. In our 3-year longitudinal study, we aimed to investigate 
the association between PSMU and body image over time. Methods: In the first three waves 
(2019, 2020, 2021) of the Budapest Longitudinal Study (www.bls2018.hu), we collected 
representative data from 2563 Hungarian young adults (born between 1984 and 2000) living 
in Budapest. We used multidimensional longitudinal weighting to correct sample attrition. 
The statistical analysis was performed on the sample of the respondents who participated in 
all the three waves and were social media users (N=2196). The current analysis is based on 
the data from four items of the Body Attitude Test and the Bergen Social Media Addiction 
Scale. A cross-lagged panel model was applied in the case of both genders, separately, to 
test whether a change in one variable was related to a change in another variable over time. 
Results: A difference was found in the relationship between body image and PSMU over time 
across genders. Among females, all the cross-lagged paths were significant, while among 
males, the negative body image at T1 did not explain PSMU at T2. At the same time, the 
PSMU at T1 was related to the negative body image at T2 (however, between T2 and T3 the 
cross-lagged paths were significant among males as well). Conclusions: Overall, our results 
suggest that the relationship between problematic social media use and negative body image 
is bidirectional.

Keywords: problematic social media use, body image, longitudinal associations
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S-4E2

Instagram engagement in BDD: An exploration of the experiences using 
Instagram with Body Dysmorphic Disorder

FRANCESCA CHLOE RYDING, LYDIA HARKIN, DARIA KUSS

Nottingham Trent University, United Kingdom
E-mail: chloe.ryding@ntu.ac.uk

Background: Much research looking into social networking sites (SNS) and body image has 
taken a focus on weight or shape concerns or eating disorder such as anorexia and bulimia. 
However, there is little research that explores the role of SNS in those living with body 
dysmorphic disorder (BDD). This study aimed to explore how individuals experience using 
SNS whilst living with BDD, with a focus on the platform Instagram. Methods: A total of 
eight participants who identified as living with BDD were interviewed about their experi-
ences of using SNS and Instagram. Results and conclusions: Interpretative phenomenologi-
cal analysis (IPA) resulted in three themes being developed from the data. The first theme, 
‘Agency online’ revealed the value placed on appearance in BDD, highlighting a loss of 
control when viewing images of others, and the need to regain a sense of control of Instagram 
use. The second theme ‘comprehending appearance comparisons as an individual with BDD’ 
encompassed appearance comparisons online and the desire for ‘normality’. This theme also 
indicated comparisons as a protective role in the context of being negatively evaluated by 
others. The third theme, ‘The value of others’ perceptions online’ revealed the experiences of 
anxiety of judgement online due to fear of negative evaluation of appearance. These findings 
are discussed in the context of informing the future research and development of therapeutic 
interventions, and how to better support those with BDD in managing their SNS use.

Keywords: social networking sites, body dysmorphic disorder, well-being, appearance comparisons
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S-4E3

Addictive social media use predicts depressive symptoms in adolescents: 
Results from a cross-sectional study of 513 German high-school 
students  

KATHARINA LEO, JULIA ARNOLD, SONJA KEWITZ, KATAJUN LINDENBERG

Goethe-University Frankfurt, Germany
E-mail: kewitz@uni-mainz.de 

Theoretical background: Social media have become an essential part of young people's lives. 
At the same time, negative effects of these on mental health have been observed in past stud-
ies. However, it is still unclear whether the amount of time or the pattern of use is accountable 
for these negative effects. Compulsive usage patterns characterise addictive social media use, 
while non-addictive use is characterised by voluntary usage patterns. The present study aims 
to analyse the associations between the amount of time spent with social media, addictive 
social media use, and depressive symptoms. Method: The study investigates cross-sectional 
data from N = 513 students aged 11 to 19 years (M = 12.91, SD = 1.02) in 39 classes (18 high 
schools) in Germany. Hierarchical linear modelling was applied to investigate the predictive 
influence of amount of time spent with social media and addictive social media use on de-
pressive symptomatology. Results: Addictive social media use was identified as a significant 
predictor of depressive symptomatology, explaining 17% of the variance in depressive symp-
tomatology. Amount of time spent with social media failed to explain a significant amount 
of variance in depressive symptomatology after controlling for addictive social media use. 
Discussion and conclusion: The present results suggest that the amount of time spent with 
social media alone is not responsible in promoting depressive symptoms in children and 
adolescents, but rather the addictive social media use. Thus, addictive social media use is a 
potential risk for the mental health of children and adolescents. In order to avoid negative 
consequences of social media use in the future, interventions and prevention should focus in 
particular on the usage pattern of social media use.

Keywords: depression, addictive social media use, Internet use disorders, predictors, children and ado-
lescents
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S-4E4

Problematic social media use, depression, and emotional regulation 
difficulties among young adults in India

JAYESH SURESH KANDE, NITIN ANAND, MANOJ KUMAR SHARMA, BINU V.S

National Institute of Mental Health and Neuro Sciences (NIMHANS), India
E-mail: nitinanand19800@gmail.com

Background: Problematic social media use (PSMU) is a growing problem all over India 
and is associated with a decline in mental well-being. However, a limited number of studies 
demonstrate the relationship between affective states, emotional regulation, coping styles, 
and PSMU in India compared to problematic internet use. Methods: This study was under-
taken on 392 participants aged 18 to 30 years to explore relationship between affective states, 
rejection sensitivity, and coping styles in those with PSMU. Bergen Social Media Addiction 
Scale (BSMAS), Patient health questionnaire (PHQ-9), Generalized Anxiety Disorder 7-item 
(GAD-7) scale, Difficulties in emotion regulation scale (DERS), Rejection Sensitivity Adult 
Questionnaire (A-RSQ), and Brief Approach/Avoidance Coping Questionnaire (BACQ) 
were utilized for the online collection of study data. Results: The findings showed that 19.6% 
(95% CI: 15.8%, 23.9%) of participants were engaging in PSMU, and those who had moder-
ate to severe depressive symptoms had 5 times more prevalence of PSMU than those without 
depression after adjusting for remaining variables (p<0.001), prevalence among participants 
with a substantial extent of upward comparison was 3.8 times more than the participants who 
were not involved in upward comparison (p=0.001), for every 5 unit increase in DERS total 
score, the prevalence of PSMU increases by 1.16 (95% CI of 1.1, 1.2). Pearson goodness-of-
fit results indicate that the model fits reasonably well (276.41, P=1.000). Conclusions: Find-
ings suggested that depression, difficulty in regulating emotions, and upward comparison 
were found to be significant risk factors for PSMU and these variables are to be considered 
for inclusion in the design of targeted prevention approaches for PSMU.

Keywords: problematic social media use, body image, longitudinal associations
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S-4F1

Food Addiction among young adult women and men:  
Prevalence, potential risk factors and consequences

ANNA BRYTEK-MATERA1, EDYTA CHARZYŃSKA2, PAWEŁ ATROSZKO3

1Institute of Psychology, University of Wrocław, Poland
2 Institute of Psychology, University of Silesia, Poland; 3Institute of Psychology, University of Gdańsk, 
Poland

E-mail: anna.brytek-matera@uwr.edu.pl

Background: Previous studies comparing differences in Food Addiction (FA) prevalence be-
tween women and men have reported mixed results. Psychological factors play an important 
role in FA; thus, more research is needed in this area. We aimed to compare FA between 
women and men, including its prevalence, potential risk factors, and consequences. Meth-
ods: The sample consisted of 1,157 young adults (51.94% of women; Mage = 20.33 ± 1.68; 
MBMI = 22.42 ± 3.48). The modified version of the Yale Food Addiction Scale, the Ten Item 
Personality Inventory, the Word Health Organization Quality of Life Test-BREF, the Single 
Item Narcissism Scale, the General Self-Efficacy Scale, the Liebowitz Social Anxiety Scale, 
the Three-Item Loneliness Scale, the Perceived Stress Scale-4 and the Short Hopelessness 
Scale were used in our study. Results: The prevalence of FA was similar in women (2.3%) 
and men (2.6%). FA was positively associated with age, extraversion, narcissism, and so-
cial anxiety among both women and men. However, the two groups were differentiated by 
specific risk factors. High loneliness, low agreeableness, low self-esteem and low conscien-
tiousness were significantly related to FA among women. In comparison, low self-efficacy 
was associated with FA among men. FA was a significant predictor of health quality, general 
anxiety, hopelessness, and BMI in both women and men. Additionally, FA predicted sleep 
quality among women and perceived stress among men. Conclusions: There were no gender 
differences observed in the prevalence of FA. Further research is needed to identify potential 
risk factors for FA separately for women and men.

Keywords: food addiction, psychological factors, young adults
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S-4F2

Food addiction, BMI and another psychological variables in the Czech 
adolescence

HELENA PIPOVA, MARTIN DOLEJŠ, JAROSLAVA SUCHÁ

Palacký University Olomouc, Czech Republic
E-mail:  helena.pipova@gmail.com

In the obesogenic environment with the wide availability of hyper-palatable food and enor-
mous pressure on appearance and slim body cult, people often use food to cope with life and 
its stressors. Especially for adolescence can be difficult to build a healthy relationship with 
food. The face-to-face research using a pencil-and-paper version of a set of questionnaires 
conducted in the Czech Republic among randomly chosen adolescents evaluated the preva-
lence of food addiction and its connection to other psychological variables.
For the purpose of the study, we adapted psychodiagnostic methods such as Yale Food Addic-
tion Scale (mYFAS 2.0), Eating Disorder Psychopathology (EDE-Q8), and Food Cravings 
Questionnaire-Trait (FCQ-T-r α = 0.92). The prevalence of food addiction in the represen-
tative sample of Czech adolescents (N = 4409) was 4.69%, with a higher prevalence for 
girls (7.2% vs. 1.6%), while the prevalence was 9.17% in the clinical cohort, with a higher 
prevalence in girls (14.55% vs. 3.70%). Conducted hierarchical logistic regression of food 
addiction explained 66% of the variability of food addiction. Food addiction is a complex 
phenomenon, and our research represents the first step in analyzing the issue in the Czech 
Republic. A more profound understanding of the phenomenon may help create effective pre-
vention strategies and design treatment procedures. This work was made possible thanks to 
targeted funding provided by the Czech Ministry of Education, Youth and Sports for specific 
research, granted in 2022 to Palacký University Olomouc (Risky use of internet pornography 
in relation to selected personality characteristics IGA_FF_2023_057).

Keywords: food addiction, adolescence, representative sample, obesity
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S-4F3

Leading an ideal life, modern eating habits, and addiction-like eating  
in Chinese adults

HAOFENG LING1, JULIET HONGLEI CHEN2, ANISE M. S. WU1

1Department of Psychology, Faculty of Social Sciences, University of Macau, Macao, China
2Zhejiang Sci-Tech University, Hangzhou, China
E-mail: yc17317@um.edu.mo

Background: The rapid changing of lifestyles and eating patterns in modern society have 
aroused increasing risk of addiction-like eating (AE), but little is known about the associa-
tions between leading different types of ideal lives and AE. The current study was aimed to 
explore the associations between AE and three ideal living styles (i.e., happy, meaningful, 
and psychologically rich life), along with two modern eating habits (i.e., ordering delivery 
and late-night eating) in order to better understand the risk/protective effect of leading dif-
ferent ideal lives on AE. Method: Using random sampling method, a probability sample of 
Chinese adults (N > 1,000) was recruited in a telephone survey. Results: Consistent negative 
correlations were found between leading all three ideal lives and AE (r = -0.12 to -0.21, p < 
0.001). Ordering delivery was found to be positively associated with leading all three ideal 
lives and AE, while eating late-night meals was only positively correlated with the level of 
meaningfulness set for an ideal life and AE. After controlling variables of gender, age, and 
eating habits, hierarchical regression analysis revealed that both leading a happy and leading 
a meaningful ideal life showed significant negative association with AE. Conclusion: This 
study was the first to examine and demonstrate the potential protective effects of leading dif-
ferent ideal lives on AE. Our results have proposed a new research direction regarding the 
buffering effect of pursuing an ideal life against AE. Future studies are warranted to reveal 
the psychological mechanisms between leading an ideal life and AE.

Keywords: addiction-like eating, ideal life, modern eating habits
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S-4F4

Is pre-surgical food addiction associated with adverse mental health 
outcomes before and after obesity surgery?

TOBIAS ALEXANDER THOMAS1, KATJA TILK1, MELANIE POMMNITZ1,  
THOMAS P. HÜTTL2, JULIAN W. MALL3, GÜNTHER MEYER4, RUTH WUNDER5, 
HINRICH KÖHLER6, MARTINA DE ZWAAN1, ASTRID MÜLLER1

1 Department of Psychosomatic Medicine and Psychotherapy, Hannover Medical School, Hanover, 
Germany

2 Department of General, Visceral, and Bariatric Surgery, Dr. Lubos Kliniken Bogenhausen, Munich, 
Germany

3 Department of General, Visceral, and Bariatric Surgery, KRH-Klinikum Nordstadt, Hanover, 
Germany

4Department of General, Visceral, and Bariatric Surgery, AMC-WolfartKlinik, Gräfeling, Germany
5 Department of General, Visceral, and Bariatric Surgery, DRK-Krankenhaus Clementinenhaus, 
Hanover, Germany

6 Department of General, Visceral, and Bariatric Surgery, Herzogin Elisabeth Hospital, Braunschweig, 
Germany

E-mail: thomas.tobias@mh-hannover.de

Background: Food addiction (FA) represents a controversial phenomenon that is often re-
ferred to as behavioral addiction. Ongoing debate discusses a potential symptom shift (e.g., 
cross addiction transfer) due to reductions in FA after obesity surgery. It was examined if 
pre-operative FA is associated with increased risk of pre- and post-operative adverse mental 
health outcomes (suicidal ideation, self-harm and problematic alcohol use). Methods: A lon-
gitudinal study in 220 patients (75.9% females, MBMI = 49.48 kg/m²; SDBMI = 6.32 kg/
m²; Mage = 40.99 years; SDage = 11.07 years) before and 6 months after obesity surgery 
was conducted. YFAS 2.0, Self Harm Inventory (SHI), PHQ and AUDIT were the standard-
ized questionnaires used to capture FA, self-harm, suicidal ideation and alcohol use. Results: 
The YFAS 2.0 prevalence of FA was 40.9% before and 5.0% after obesity surgery. Persons 
with pre-operative FA showed an increased risk of pre-operative (OR: 3.83 [2.14-6.86]) but 
not post-operative suicidal ideation (OR: 1.68 [0.73-3.88]). Persons with pre-operative FA 
revealed an increased risk of post-operative problematic alcohol use (OR: 2.88 [1.02-8.09]) 
and tended to show an increased risk of post-operative self-harm (OR: 1.72 [0.93-3.19]). 
They did not show an increased risk of pre-operative self-harm (OR: 1.34 [0.72-2.49]) or 
pre-operative problematic alcohol use (OR: 1.39 [0.60-3.19]). Conclusion: FA seems to be 
primarily associated with adverse mental health outcomes after obesity surgery with some of 
them representing conditions requiring clinical intervention. Future research should be de-
voted to the clinical utility of the FA concept, the operationalization of FA and differentiation 
from other constructs such as binge eating disorder.

Keywords: Food Addiction, obesity surgery, self-harm, alcohol use, suicidal ideation
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S-4F5

Is history of abuse a predictive factor of recovery from eating disorders 
with binge-eating episodes? A French longitudinal study

MARIE GRALL-BRONNEC1,2, CLÉMENCE CABELGUEN1,2, ANAÏS SAILLARD1, 
ANTOINE VANIER2,3, MANUEL DESLANDES1, JULIETTE LEBOUCHER1, 
MORGANE ROUSSELET1,2, ELSA THIABAUD1, GAËLLE CHALLET-BOUJU1,2

1Nantes Université, CHU Nantes, UIC Psychiatrie et Santé Mentale, F-44000 Nantes, France
2 Nantes Université, Univ Tours, CHU Nantes, CHU Tours, INSERM, MethodS in Patients centered 
outcomes and HEalth ResEarch, SPHERE, F-44000 Nantes, France

3 Haute Autorité de Santé, Health Technology Assessment Department, F-93218 Saint-Denis  
La Plaine, France

E-mail:  marie.bronnec@chu-nantes.fr

Background: The links between impulsivity, a history of abuse, the emergence of eating dis-
orders with episodes of binge eating (EDBE) and their severity have already been assessed, 
but little is known about clinical predictors of clinical outcome. Our objective was to confirm 
that a history of abuse might impede the achievement of ED recovery. Methods: Patients 
seeking treatment for EDBE were assessed at inclusion and one year after. Recovery was 
defined as the absence of ED at 1 year. Association between history of abuse, impulsivity, 
other baseline characteristics and recovery were explored by means of univariate and mul-
tivariate analyses. Results: Our sample comprised 186 patients, mainly women (96%), who 
suffered from anorexia nervosa binge-eating/purging type (29%), bulimia nervosa (54%) and 
binge-eating disorder (17%). Approximately one-third of the sample reported a history of 
abuse, and ED recovery was achieved for 20% of the sample. We failed to demonstrate 
that a history of abuse was associated with recovery at 1 year. Factors negatively associated 
with recovery were: anxiety disorders (OR=0.41, CI95% [0.18-0.97]); vomiting (OR=0.39, 
CI95% [0.17-0.85]); physical hyperactivity (OR=0.29, CI95% [0.09-0.79]); higher scores 
of negative urgency and lack of perseverance (OR=0.85 for both, CI95% [0.73-0.99] and 
CI95% [0.72-0.99] respectively). Only higher score of positive urgency was positively as-
sociated with recovery (OR=1.25, CI95% [1.06-1.49]). Conclusions: Our results could help 
to deconstruct the empirical belief that traumatic events could limit ED recovery.

Keywords: binge-eating, history of abuse, impulsivity, recovery, predictors
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S-4F6

Neuropeptide Y neurons in nucleus accumbens lead to food addiction 
by appetitive food experience memory

YU-BEEN KIM, DEOK-HYEON CHEON, SANG-HO JUNG, LESLIE JAESUN HA, 
SOLIN BEAK, HYUNG JIN CHOI

Seoul National University College of Medicine, Republic of South Korea
E-mail:hjchoi@snu.ac.kr

Food addiction is caused by the accumulation of pleasant memories associated with palatable 
foods. The nucleus accumbens (NAc) has been recognized as a prime center for the reward 
and addiction. However, the mechanism by which neurons in NAc controls food-specific 
memory, especially for palatable food, remains unknown. Here, we demonstrated that neuro-
peptide Y (NPY) neurons in NAc encode palatable food memory acqusition. Using calcium 
imaging, we found that the NAc NPY neurons respond to eating behavior. This response 
depended on the palatability of the food. More interestingly, we further demonstrated that 
the neural activity of NAc NPY increased as the learned value of reward-associated cues 
increased. Using optogenetics, we discovered that the NAc NPY neuronal activation signifi-
cantly increased palatable food intake. Optogenetic activation of NAc NPY neurons showed 
food-specific positive valence in real-time place preference test with palatable food context. 
Furthermore, optogenetic activation of NAc NPY neurons served as an unconditioned stimu-
lus for the formation of palatable food memory. In conclusion, these experiments provide 
strong evidence that NAc NPY encodes positive memory for palatable food. Our findings 
could lead to the development of novel therapeutic strategies to prevent and treat obesity and 
food addiction. 

Keywords: food addiction, reward memory, nucleus accumbens, neuropeptide y, optogenetics, in vivo 
calcium imaging

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Symposia and parallel sessions Session 4G

ICBA2023 / August 23–25, 2023 / Incheon, South Korea  128

S-4G1

The effectiveness of an internet-delivered intervention  
“Gaming Habit Hacker” for gaming disorder:  
A randomised controlled trial

JENNIFER J. PARK1, DANIEL L. KING2, LAURA WILKINSON-MEYERS1,  
SIMONE N. RODDA3

1School of Population Health, The University of Auckland, New Zealand
2College of Education, Psychology & Social Work, Flinders University, Australia
3Department of Psychology and Neuroscience, Auckland University of Technology, New Zealand 
E-mail: jennifer.park@auckland.ac.nz

Gaming disorder treatment is predominantly psychotherapeutic, provided in person, and tar-
geted towards severe symptoms. For individuals with low to moderate severity, a brief inter-
net-delivered intervention that is accessible and convenient might be a suitable alternative to 
in-person treatment. This randomised controlled trial aimed to determine the effectiveness of 
Gaming Habit Hacker, a website-based program that delivered a range of behaviour change 
techniques for gaming reduction. The study recruited 215 participants from New Zealand 
and Australia who were 16 years or older and had self-identified problems with gaming. 
Participants were randomly assigned to Gaming Habit Hacker or an assessment-only com-
parison group with weekly check-ins. Participants completed surveys at baseline and 28-days 
post-intervention. This presentation looks at the impact and acceptability of the intervention.  
A brief intervention could easily be made accessible to people experiencing varying levels of 
problematic gaming, which could address current gaps in support options.

Keywords: randomised controlled trial, gaming disorder, internet-delivered intervention
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S-4G2

Group Motivational Interviewing for young people with risks for 
gaming disorder: Preliminary outcomes and lessons learned

NICK TSE1, ANDREW SIU2, SHARON TSANG3

1 Department of Applied Social Sciences, HKCT Institute of Higher Education, Hong Kong S.A.R. 
(China)

2Occupational Therapy, Department of Health Sciences, Brunel University London
3 Department of Rehabilitation Sciences, The Kong Kong Polytechnic University, Hong Kong S.A.R. 
(China) 

E-mail: nicktse@ctihe.edu.hk

During the COVID-19 pandemic, online gaming becomes a key form of entertainment and 
social engagement among young people. Based on the motivational interviewing approach, 
we designed and implemented a three-session group programme that aims to reduce risks for 
gaming disorders. Each session has experiential activities followed by discussion, in which 
we guide participants to reflect on their time use, purpose of life, in view of their gaming be-
haviour. The group intends to induce ambivalence, facilitate a move from pre-contemplation 
to contemplation stage of change, and facilitate planning for change. The groups were con-
ducted in person. A total of 56 primary and secondary school, and university students aged 
12 to 21 participated in the intervention. Using a single group pre-posttest design, this study 
examined the feasibility of a brief motivational interviewing group. Outcome measures were 
collected at pre-, post-intervention, and 3-month follow-up. Results showed there were sig-
nificant increases in proportion of participants in contemplation and action stages of change, 
but there were no significant changes in risks for gaming disorders. The participants had sig-
nificant decreases in time for entertainment, significant increases in time for academic work, 
but no change in time for outdoor activities. Content analysis of the exercise worksheets 
showed that participants attributed problematic gaming behaviour to lack of self-control and 
negative influence by others. Many are concerned with their academic progress and health, 
and are keen to address these concerns. They perceived peer and family support, and helping 
themselves as the most important facilitators of change.

Keywords: motivational interviewing, group therapy, gaming disorder, risks
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S-4G3

Diverse gaming problems and an effective intervention

SANNI NUUTINEN, TUOMAS HALLAMAA

The Finnish Blue Ribbon, Finland
E-mail: sanni.nuutinen@peluuri.fi

Can an intervention for problematic gaming be successful if its's goal is not to quit or even 
cut back gaming? We argue that it can, both in getting people to seek help for diverse gam-
ing problems and making a successful and lasting change. Restart program is an online and 
phone-based intervention for problem gaming in Finland utilising CBT and MI. We are pre-
senting results from a clinical data set of 144 adults (18-63 years old) who sought help for 
problematic gaming and longitudinal data from 72 people who completed the program in 
2020-2022. Descriptive statistics of help-seekers and statistical analysis on the effects of 
the program are presented. When there were no institutional barriers, people sought help to 
subclinical disorders and later in life. In our data problematic gaming seems to be a more het-
erogenous phenomenon than GD diagnostic criteria suggest, but Restart program is effective 
no matter where the problems occur (time, money, psychosocial distress). We invite research-
ers to utilise our data in their work and provide instructions for the application process.

Keywords: problematic gaming, intervention, help-seeking

S-4G4

Development and effectiveness verification of a family support program

SATOKO MIHARA, TAKASHI KITAYUGUCHI, TAKANOBU MATSUZAKI,  
SUSUMU HIGUCHI

National Hospital Organization Kurihama Medical and Addiction Center, Japan; 
E-mail: mihara.satoko.pd@mail.hosp.go.jp

Background: In this study, we developed and implemented a psychoeducational program that 
teaches family members of children with gaming disorder (GD) how to properly interact with 
their children and verified its effectiveness. Method: We invited 130 families who wanted 
to bring their children to our clinic but were unable to do so, mostly due to the children’s 
refusal to visit. Thirty-four families who consented to participate in the study were randomly 
assigned to either the intervention or the waiting (control) group. The final number of par-
ticipants was 23 - 10 in the former group and 13 in the latter. The family intervention pro-
gram consisted of six in-person group sessions which were conducted every two weeks. Both 
groups were followed up at 3 and 6 months after the completion of the program. Result: By 
3 months after the end of the program, 5 out of 9 children with GD in the intervention group 
sought treatment at the clinic, but none did so from the control group. In addition, time spent 
on gaming decreased significantly at the 3-month follow-up compared to the baseline for the 
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intervention group, but not for the control group. On the other hand, there were no significant 
differences between the two groups in terms of the severity of GD and related problems, or 
with the degree of families’ depression and anxiety. Conclusions: Although the sample size 
was small, our findings suggested that the family intervention program developed for this 
study was effective in improving treatment seeking and reducing time spent on gaming for 
children with GD.

Keywords: gaming disorder, family program, intervention outcome

S-4G5

Using board games in gaming disorder

SEUNGHYUN PARK

Daedong Hospital, Korea, Republic of South Korea 
E-mail: cooledricesh@gmail.com

Background: Board games are being used in the treatment of adolescents for therapeutic pur-
poses. It can be used as one of play therapy, but currently there are not many studies on which 
board game is effective and how. Board games can expected to improve the understanding 
ability, enhance interpersonal communucation with participants, and increase the motivation 
of participants. Presentation points: Board games, unlike online games, are played offline 
and are played directly with other people, it can give a different experience from online 
games. Due to the time required for preparation, face-to-face interaction with others, and lack 
of flashy effects, it is less addictive than online games and can be expected to serve as a much 
safer replacement treatment. There are various genres of board games, such as competition 
and cooperation, more complex games, simple party games, games that require mathemati-
cal calculations, and games that require sensitivity or imagination. Introducing several board 
games that are currently on the market, and reviewing factors that can be helpful in treating 
game addiction.

Keywords: gaming disorder, board game, play therapy

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Symposia and parallel sessions Session 4H

ICBA2023 / August 23–25, 2023 / Incheon, South Korea  132

S-4H1

Religiosity and behavioral addictions

LEA PÉTER1, BETTINA KATA KÁDÁR1, ZSOLT DEMETROVICS2,3,  
BORBÁLA PAKSI4, ZSOLT HORVÁTH2, ANDREA EISINGER2,5,  
KATALIN FELVINCZI2, BÁLINT ANDÓ1

1Department of Psychiatry, University of Szeged, Szeged, Hungary
2Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
3Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar, Gibraltar
4Institute of Education, ELTE Eötvös Loránd University, Budapest, Hungary
5Doctoral School of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
E-mail: peter.lea@med.u-szeged.hu

Background: Previous studies investigating the associations between religiosity and addic-
tive behaviors mainly focused on substance use-related disorders. Therefore, the goal of our 
study was to also involve behavioral addictions into the examination of this link. Methods: 
Problematic pattern of gambling, internet use, social media use, video gaming, as well as 
work addiction, exercise addiction, eating disorders, and compulsive buying behavior were 
analysed on the data of a nationally representative study of the Hungarian adult population 
(N = 1385). Chi-square tests and multinomial logistic regression were conducted to evaluate 
the relationships between these addictive behaviors and the three values of religious status: 
religious (49.5%); uncertain (6.4%) and non-religious (44.1%). Results: Significant differ-
ences were found regarding problematic pattern of gambling, internet use, and social media 
use as well as exercise addiction and compulsive buying behavior with the lowest occurrence 
among religious and the highest occurrence among uncertain participants. Based on the re-
gression model, uncertain religious status and being male increased, however, higher age 
decreased the chance of one, while religiousness decreased the chance of involvement in two 
or more of the examined addictive behaviors. Conclusion: Our results suggest that religios-
ity is protective in behavioral addictions. However, these results also draw attention to the 
need to investigate how uncertain religious status affects the maintenance and recovery from 
addictions. Funding sources: This work was supported by the Hungarian National Research, 
Development and Innovation Office (K128604; K143732).

Keywords: religiosity, addictive behaviors, behavioral addictions
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S-4H2

Stigma in substance-based and behavioral addictions:  
A systematic review

CHRISTINA GALANIS, DANIEL KING

Flinders University, Australia
E-mail: christina.galanis@flinders.edu.au

Background: The study of stigma in mental health is vital to understanding the phenomeno-
logical experience of mental disorders, as well as serving clinical assessment, case conceptu-
alisation, and interventions. Addictions are a broad class of mental disorders often associated 
with public misunderstanding, which can contribute to shame, discrimination, and reticence 
to seek help. The recent recognition of behavioural addictions, including gaming disorder in 
the ICD-11, has also generated debate on whether ordinary recreational activities may be-
come inadvertently stigmatized by such diagnoses. This talk will discuss our recent system-
atic review which evaluated addiction stigma research to identify the grounding theoretical 
frameworks, correlates, and measurement approaches to stigma across substance-based and 
behavioral addictions. Method: A search of five databases: Web of Science, PubMed, Scopus, 
PsycInfo, and PsycNet, identified 74 studies of addiction stigma. Twenty measures of stigma 
were reviewed for their validity in assessing addiction stigma. Results: Only 20 studies re-
ported outcomes for behavioural addictions compared to 58 which reported on substance 
addictions and 52 studies examined public stigma. This talk will summarise the findings on 
predictors of stigma; examine differences between substance and behavioural addictions, and 
summarise the psychometric differences in measurement tools. Discussion: Several studies 
have examined stigma arising from food addiction and gambling disorder, but there has been 
less attention on technological addictions, including gaming disorder. Further research would 
assist in understanding how individuals and the wider community view and respond to diag-
nostic labels and harms associated with excessive engagement in these activities.

Keywords: stigma, addiction, review, measurement
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S-4H3

Finding your way in the complex area of behavioral addictions

AGNÈS CADET-TAÏROU

French Monitoring Center For Drugs and Drug Addiction (OFDT), France
E-mail: agnes.cadet@ofdt.fr

Background: The OFDT informs public decision-makers on addictive behavior, drugs and 
contexts and intends to extend its scope of observation to behavioral addictions, beyond 
gambling Which is already monitored. A preliminary overview of the current state of knowl-
edge and research has been carried out. Methodology: A bibliography has been produced by 
searching scientific databases, and then with a “snow ball method” has been broaden to a 
wide variety of sources (grey literature, online non-scientific literature from and for manage-
ment or marketing professionals, websites targeting gamers…). The disciplinary scope was 
as broad as possible beyond the health field (information and communication sciences (ICS), 
anthropology, economics...), as were the potential addictive practices studied (gaming, sport, 
hypersexuality…). Results: The field of addictive behaviors appears especially complex. It 
involves numerous scientific disciplines, each with their own theoretical concepts, models 
and vocabulary, that are often not explicit. The same applies to the concept and the definition 
of addiction terms, employed with heterogeneous meaning. Also are the behavioral situa-
tion’s concepts and definitions (addiction, problematic use…) which are the core of measure-
ment grids and data comparability. The issues of professionals whether from a scientific, 
social or more pragmatic perspectives are many and cross-linked. There is limited exchange 
between different viewpoints, notably between health approaches and ICS which could help 
understand the addictive process through specific theories and thus open up perspectives for 
prevention. Conclusion: This work describes the multiaxial framework of the field of behav-
ioral addictions in order to facilitate understanding by contextualizing the literature.

Keywords: behavioral addiction, behavioral addictions field framework, review
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S-5A1

A neuroscientific perspective on smartphone use disorder:  
What do we know and where to go from there

CHRISTIAN MONTAG1, BENJAMIN BECKER2,3

1 Department of Molecular Psychology, Institute of Psychology and Education, Ulm University, 
Germany

2 The Center of Psychosomatic Medicine, Sichuan Provincial Center for Mental Health, Sichuan 
Provincial People's Hospital, University of Electronic Science and Technology of China, Chengdu, 
China

3 Clinical Hospital of Chengdu Brain Science Institute, MOE Key Laboratory for Neuroinformation, 
School of Life Science and Technology, University of Electronic Science and Technology, Chengdu, 
China

E-mail: christian.montag@uni-ulm.de

Since the inception of the IPhone in 2007 the smartphone has been a tremendous success 
story resulting in billions of users worldwide. Despite its many useful features such as en-
abling communication from every location with a mobile network, the smartphone provides 
its users also with applications which are increasingly debated as being potentially addictive 
(such as freemium games or social media services). In order to understand what drives the 
overuse of smartphones, it is critical to not only rely on behavioral and questionnaire assess-
ments, but to also integrate brain imaging approaches to understand the neural mechanisms 
underlying excessive use of the devices and their manifold applications. The so far most used 
neuroscientific technique to shed light on this controversial topic is magnetic resonance im-
aging (MRI). In the presentation, an overview is provided on both structural and functional 
brain imaging studies examining smartphone use disorder, also referred to as problematic 
smartphone use or smartphone addiction. Based on this overview, a roadmap is provided to 
delineate a framework and open questions to better understand the neural basis of excessive 
smartphone use.

Keywords: MRI, smartphone addiction, smartphone use disorder, problematic smartphone use, review
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S-5A2

To study the interaction between craving and physiological changes in 
problematic mobile gaming addiction

SHIH-CHING CHIN1, HAN-YU CHUANG1, YUN-HSUAN CHANG2,3,4,5

1Department of Psychology, Asia University, Taichung, Taiwan
2Institute of Gerontology, College of Medicine, National Cheng Kung University, Tainan, Taiwan
3 Institute of Behavioral Medicine, College of Medicine, National Cheng Kung University, Tainan, 
Taiwan

4Department of Psychology, National Cheng Kung University, Tainan, Taiwan
5 Institute of Genomics and Bioinformatics, College of Life Sciences, National Chung Hsing 
University, Taichung, Taiwan

E-mail: shihcing2534@gmail.com

Background: With the dramatic development of internet and mobile phone, there is a ten-
dency for the gamers to switch their gaming to their smartphone. Literature has shown the 
negative impact of internet gaming, it was unclear the correlation between mobile gaming 
and their physiological changes. Methods: All subjects were required to complete a problem-
atic mobile gaming questionnaire (PMGQ, cutoff point, 29/30), the experiment with mobile 
gaming, and resting conditions accompanied by heart rate variability (HRV) measurement. 
Results: Total of 85 participants (mean aged 21.58 years old) were recruited (30 problem-
atic mobile gamers, PMGs, and 55 non-problematic mobile gamers, nPMGs). The results 
showed that the PMGs significantly had a higher craving score than the nPMGs (p < .001). 
In addition, the results showed a significantly higher LF/HF HRV in the PMGs than in the 
nPMGs during the mobile gaming condition (p = .009). Moreover, the craving for gaming 
score was found to be positively correlated to the LF/HF (p = .001) as well. Conclusions: The 
significantly higher craving score for mobile gaming was found in the PMGs indicating the 
craving tendency even when they are not playing mobile games. In addition, the significantly 
higher LF/HF found in the PMGs during mobile game playing, implies a higher arousal of 
autonomous systems related to the game-related cues and craving induced. Our study may 
provide knowledge to study the physiological aspect of mobile gaming, and possible differ-
ences compared to the internet gaming disorders; in order to contribute to prevention and 
intervention of gaming addiction.

Keywords: autonomic nervous system, craving for gaming, mobile game addiction, heart rate vari-
ability (HRV)
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S-5A3

Impulsivity-related right superior frontal gyrus ‘hubness’ serves  
as a potential endophenotype of internet gaming disorder

XIAOCHU ZHANG, ZHENGDE WEI, PENGYU ZHANG

University of Science and Technology of China, People's Republic of China
E-mail: zxcustc@ustc.edu.cn

Background: Internet gaming disorder (IGD) is a worldwide mental health issue. However, 
the lack of knowledge about the endophenotypes associated with IGD has restricted the pre-
diction, diagnosis, and treatment of IGD. Methods: Twenty-six patients with IGD, 23 exces-
sive internet game users (EIUs) who recurrently played internet games but were not diag-
nosed with IGD, and 29 healthy controls (HCs) performed delay discounting tasks and Iowa 
gambling tasks. Resting-state fMRI data were also collected. Results: IGD exhibited sig-
nificantly lower hubness in the right medial orbital part of the superior frontal gyrus (ORB-
supmed) than both EIU and HC. Additionally, the hubness of right ORBsupmed was found 
to be positively correlated with the highest excessive internet gaming degree during the past 
year in the EIU but not the IGD group, which might be the protective mechanism for EIU 
from being addicted to internet games. Moreover, the hubness of the right ORBsupmed was 
found to be related to the outcome of treatment of IGDs, with higher hubness of this region 
indicating better recovery when undergoing forced abstinence. Further modeling analysis of 
the delay discounting task and Iowa gambling task revealed the cognitive significance of the 
hubness of right ORBsupmed and linked lower hubness of this region with higher impul-
sivity in decision-making. Conclusions: The impulsivity-related right ORBsupmed hubness 
highlighted in our data can serve as a potential endophenotype of IGD, and provide clues for 
the prediction and treatment of IGD.

Keywords: impulsivity, nodal hubness, brain network, decision-making, Internet gaming disorder
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S-5A4

Risky decision making in specific domains of problematic Internet use: 
Results from a meta-analysis

SILKE M. MÜLLER, STEPHANIE ANTONS, ELISA WEGMANN, MATTHIAS BRAND

University of Duisburg-Essen, Germany
E-mail:  silke.m.mueller@uni-due.de

Background: Addictive behaviors are commonly associated with decision-making deficits. 
In research on problematic Internet use (PIU), respective findings have been reported iso-
lated for specific domains (e.g., gaming) or pooled over different domains and different task 
types although different underlying cognitive processes are assumed. We reviewed empirical 
studies on risky decision making in specific PIU domains and analyzed mean performance 
differences between task types (objective risk/ ambiguity) and PIU domains. Method: The 
PubMed search included original research articles published in peer-reviewed journals un-
til January 2023. We excluded studies where the problematic behavior was not performed 
predominantly online, or where the PIU was merely comorbid to another psychiatric disor-
der. Risk of bias was assessed using the Newcastle-Ottawa Scale for quality assessment in 
case-control studies. Meta-analysis was performed if at least four studies were available per 
subgroup. The protocol is registered on PROSPERO. Results:Studies were identified in the 
PIU domains of gaming (n=17), social-networks use (n=8), unspecified PIU (n=7), and on-
line gambling (n=1). In the meta-analysis, we included 23 studies (2382 participants). Across 
domains, individuals with PIU show lower decision-making performance compared to con-
trols. PIU domain and gender were significant moderators in the risk domain. Discussion: 
PIU is associated with decision-making deficits. However, the results depend on decision-
making type and PIU domain. For ambiguity, deficits appear small but consistent across PIU 
domains. For objective risk, deficits are present for gaming disorder but not for unspecified 
PIU. Further studies on decision-making in PIU including similar gender-distributions are 
necessary to uncover differential effects.

Keywords: Internet addiction, Gaming disorder, social-networks use disorder, risky choice, gambling 
task
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S-5B1

A pilot study of a group-based intervention for parents of adolescents 
who engage in excessive gaming

CAMILLA K.M. LO1, NICK TSE2

1The Hong Kong Polytechnic University, Hong Kong S.A.R. (China)
2HKCT Institute of Higher Education, Hong Kong S.A.R. (China)
E-mail: camilla.lo@polyu.edu.hk

Interventions targeting adolescents with gaming disorder (GD) have been developed and they 
are shown to be effective in improving adolescents’ GD severity and mental health symp-
toms. However, the current literature pays little attention to the fact that adolescents’ GD can 
be a source of distress for their parents, and such distress may in turn impair their relationship 
and elevate adolescents’ GD severity. Furthermore, adolescents with GD are often reluctant 
to participate in treatment, which may lead to feelings of frustration and hopelessness in par-
ents. Interventions addressing the needs of parents, not just the needs of adolescents with GD, 
are therefore needed. This pilot study developed a group intervention for parents of adoles-
cents who engage in excessive gaming. The intervention is based on motivational interview-
ing and mentalization approaches. A total of 43 participants (n = 23 intervention group; n = 
20 control group) were recruited via social services. Using a mixed methods design, the study 
evaluated the feasibility and acceptability of the intervention: 1) a non-randomized controlled 
design was used to examine the impacts of the group-based parent intervention on parents’, 
adolescents’ and relationship outcomes using. Specifically, the primary outcome was parents’ 
stress and mental health symptoms; and the secondary outcomes included parents’ emotional 
regulation, parent–adolescent conflicts and adolescents’ GD severity. 2) Parents’ perceived 
usefulness of the intervention and views regarding the intervention content were collected 
via individual interviews. This talk will present the study’s results and discuss research and 
clinical implications of the findings.

Keywords: gaming disorder, intervention, mixed methods, group-based
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S-5B2

Collective motivational interviewing facilitates a joint change 
partnership among adolescents with gaming disorder tendency and 
their parents: Preliminary findings and insights from a mixed-methods 
pilot study

NICK TSE1, SAMSON TSE2

1 Department of Applied Social Sciences, HKCT Institute of Higher Education, Hong Kong Special 
Administrative Region, China

2 Department of Social Work and Social Administration, The University of Hong Kong, Hong Kong 
Special Administrative Region, China

E-mail: nicktse@ctihe.edu.hk

Collective motivational interviewing (CMI) is a novel motivational tool devised by the pres-
ent authors based on evidence-based motivational interviewing (MI). CMI retains the tenets 
of MI, but goes beyond the individual-based dialogue by involving concerned significant 
others in the motivational process. We developed a brief four-session intervention that pre-
pares the adolescents and their parents separately through individual MI sessions. This is then 
followed by a joint session to foster mutual understanding and reach a consensus on a goal 
going forward. The present study is the first to apply CMI to address adolescents’ gaming 
problems. A mixed-methods pilot study was adopted to track changes in the outcomes of the 
intervention, including the severity of gaming disorder; level of craving for gaming; motiva-
tion for change; and social support at the pretest, posttest, 1-month follow-up, and 3-month 
follow-up. In addition, multi-dimensional qualitative interviews were conducted to capture 
the experience of the participants (i.e., adolescents with GDt and their parents) and counsel-
ors as observers. With dyads of five adolescents and their parents participated in the inter-
vention with zero attrition suggesting that the intervention is acceptable to the target group 
and feasible. This presentation will present the preliminary quantitative findings of CMI and 
insights gained from the multi-dimensional participant and observers’ feedback, which will 
guide the future development of CMI and provide solid ground for the fully-fledged random-
ized controlled trial.

Keywords: behavioral addiction, gaming disorder, and motivational interviewing
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S-5B3

Effectiveness of cognitive-behavior therapy for adolescents with  
high-risk of Internet Gaming Disorder and Problematic Smartphone 
Use: A randomized clinical trial 

SEON YOUNG PARK1,2, SEUNG AH LEE3, KATAJUN LINDENBERG4,  
SOON-BEOM HONG5,6

1Department of Neuropsychiatry, Seoul National University Hospital, Seoul, Republic of Korea
2 Department of Human Systems Medicine, Seoul National University College of Medicine, Seoul, 
Republic of Korea

3Department of Psychology, Yonsei University, Seoul, Republic of Korea
4Institute for Psychology, Goethe-University Frankfurt, Frankfurt, Germany
5 Division of Child and Adolescent Psychiatry, Department of Psychiatry, Seoul National University 
Hospital, Seoul, Republic of Korea

6 Institute of Human Behavioral Medicine, Seoul National University Medical Research Center, Seoul, 
Republic of Korea

E-mail: sunyoung114@gmail.com

Internet gaming disorder (IGD) and problematic smartphone use (PSU) is now recognized 
as a global mental health issue among adolescents and young adults. Cognitive behavioral 
therapy (CBT) is widely used for prevention and treatment of IGD/PSU. PROTECT (Profes-
sioneller Umgang mit technischen Medien [Professional Use of Technical Media]) interven-
tion has shown effectiveness in reducing symptom severity of IGD for at-risk adolescents 
in Germany. PROTECT intervention is also translated and adapted for Korean adolescents 
with high-risk of IGD/PSU. In this study, a randomized controlled trial (RCT) is conducted 
to investigate effectiveness of PROTECT intervention for IGD/PSU high-risk adolescents 
in South Korea. Total 32 adolescents are recruited for study. Study group (n=16) participate 
PROTECT program for 4 week, and control group (n=16) are included as wait-list. Par-
ticipants are assessed at baseline, post-intervention, 2-month follow-up. Internet gaming and 
problematic smartphone use symptom severity is evaluated as primary outcome. Procrastina-
tion, depression, social anxiety, and performance anxiety is evaluated as secondary outcome. 
Result of this on-going RCT for adolescents with high-risk of IGD/PSU will be presented 
and discussed.

Keywords: Internet gaming disorder, Internet Addiction, smartphone addiction, problematic smart-
phone use, cognitive-behavioral therapy
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S-5B4

Management of IGD in community children and adolescents in Korea – 
from prevention to case management

SOO-YOUNG BHANG

Nowon Eulji University Hospital, Korea, Republic of South Korea
E-mail: bsy1@eulji.ac.kr

Problematic Internet use is a major community mental health problem because it can pose a 
major challenge to the mental health of children and adolescents. It is not enough to simply 
treat problems after they occur, and the most effective management is achieved when primary 
prevention, secondary prevention, and tertiary prevention are applied equally to the com-
munity. Therefore, based on this public health model, we would like to introduce literacy 
promotion and prevention education for problematic Internet use, universal screening and 
short-term intervention for problem groups, and individual case management models ac-
cordingly. Currently, Screening, Brief Intervention, and Referral to Treatment (SBIRT) and 
DAGIM Plus case management programs are being implemented at Nowon Community ad-
diction management center in Seoul. Information on this process will be provided along with 
the data. This will provide participants with ideas for applying good practices of community 
engagement to other countries and regions.

Keywords: IGD, case management, Korea, community, adolescent, school, gaming
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S-5C1

The contribution of sexual narcissism and childhhod trauma to 
hypersexual behavior in SA partipantsts

ROTEM YAAKOV, AVIV WEINSTEIN

Ariel University, Israel
E-mail: avivweinstein@yahoo.com

Background and aims: There is evidence that sexual addiction is associated with childhood 
trauma in women and men. We have recently shown positive associations between childhood 
sexual abuse (CSA), physical and mental abuse and physical neglect, (but not emotional ne-
glect) and sex addiction among a mostly female sample who use dating applications for sex. 
A multiple regression analysis revealed that ratings of child abuse (physical neglect, sexual 
abuse, physical and mental abuse but not emotional neglect) have explained 57% to the vari-
ance of sexual addiction scores in this sample. There is also evidence that sexual narcissism 
is associated with aggression and with intercourse with many partners and sex at young age. 
There are few studies on the association between personality factors and compulsive sexual 
behavior. The current study aims to examine the relationships between childhood abuse and 
neglect, sexual narcissism and hypersexual behavior in participants of a sex addiction sup-
port group. Methods: Participants were 118 adults (age range 18-59 mean age 31.94 (SD = 
9.32), 72 males and 46 females. The sample included 59 participants in the sex addiction 
group (Sexaholics Anonymous SA) and 59 control participants from the general population. 
Questionnaires included a socio-demographic questionnaire, the Hypersexual Behavior In-
ventory (HBI) (Reid, et al., 2011), Sexual Narcissism Scale (SNS) (McNulty and Widman, 
2010) and the Childhood Trauma Questionnaire (CTQ) (Bernstein et al., 1994). Results: 
Childhood trauma was associated with sexual narcissism (r = 0.52, p < 0.01) and with hy-
persexual behavior (r = 0.60, p < 0.01). A mediation model has shown that sexual narcissism 
and child trauma have contributed significantly to ratings of hypersexual behavior (F(5,112) 
= 38.47, p < 0.01) and they have explained 63% of the variance of hypersexual behavior 
ratings. In addition, using the Bootstrapping method, the indirect effects found in this model 
showed that sexual narcissism has increased the likelihood of hypersexual behavior and it 
is a significant mediating factor between trauma and hypersexual behavior. Discussion and 
conclusions: This study shows that sexual narcissism has a mediating role in explaining the 
relationships between childhood trauma and hypersexual behavior. These findings explain 
the role of personality traits, like sexual narcissism, and childhood trauma in the development 
of hypersexual behavior and it may have clinical implications for treatment of compulsive 
sexual behavior disorder.

Keywords: hypersexual behavior, childhood abuse, narcissism
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S-5C2

Suicidal risk in patients with sex addiction

BENOIT SCHRECK1,2, MARIANNE BALEM1,2,  
EDUARDO VALENCIANO MENDOZA3, SUSANA JIMENEZ-MURCIA4,5,  
MARIE GRALL BRONNEC1,2, GAËLLE CHALLET-BOUJU1,2

1Nantes Université, CHU Nantes, UIC Psychiatrie et Santé Mentale, F-44000 Nantes, France
2 Nantes Université, Univ Tours, CHU Nantes, INSERM, MethodS in Patient-centered outcomes and 
HEalth ResEarch, SPHERE, F-44000 Nantes, France

3Atenció i Investigació de Socioaddiccions, Barcelona, Spain
4 Behavioral Addictions Unit. Department of Psychiatry. Bellvitge University Hospital-IDIBELL, 
Barcelona, Spain

5 Ciber Fisiopatología Obesidad y Nutrición (CIBERObn), Instituto de Salud Carlos III, Barcelona, 
Spain

E-mail: benoit.schreck@chu-nantes.fr

Background: Sex addiction (SA) may co-occur with other psychiatric disorders such as sui-
cidal behavior. This is a crucial issue from a prognostic perspective and few studies have 
explored this phenomenon in depth in patients with SA. The objectives of our study were to 
determine the prevalence of suicidal risk (SR) in patients with SA, to identify factors associ-
ated with SR in this population and to describe their clinical profiles. Method: Data were col-
lected in the EVALADD cohort. The sample used for the present study included 136 patients 
with SA. The presence of SA was assessed by the Sexual Addiction Screening Test and the 
SR by the MINI 5.0. To identify factors associated with a SR and with a higher risk of sui-
cide, we performed two multivariate logistic regressions. Results: More than 46% of patients 
had a suicidal risk when they started treatment (63/136). Having a current mood disorder, a 
current anxiety disorder, relatives aware of the SA and a low level of self-directedness were 
factors associated with a suicidal risk. Patients with a higher risk of suicide had a lower level 
of perseverance and less frequently a secure attachment style. Conclusions: Individuals with 
SA are at high risk of suicide, maybe even more than for the other behavioral addictions. The 
presence of the factors associated with a suicidal risk in SA could alert the clinician about an 
act that is sometimes difficult to predict. Looking for a suicide attempt when the patient initi-
ates treatment for SA is a crucial factor that can improve the prognosis.

Keywords: suicidal risk, sex addiction, sexual behavior
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S-5C3

The global health implications of compulsive sexual behaviour disorder

DARRYL MEAD, MARY SHARPE

The Reward Foundation, United Kingdom
E-mail: darryl@rewardfoundation.org

Background: Problematic pornography use has been recognised as a health issue through the 
World Health Organization’s diagnostic criteria for compulsive sexual behaviour disorder. 
With the Internet now making free online pornography accessible to over 63% of the world’s 
population, what are the emerging global health policy implications for the development of 
behavioural addictions driven by pornography use? Method: We use publicly available data 
to propose a methodology for estimating the number of individuals whose internet pornogra-
phy consumption may place them within the diagnostic criteria for compulsive sexual behav-
iour. Our model combines Internet traffic data for major pornography websites with known 
prevalence statistics on treatment seeking and non-treatment seeking populations drawn from 
the behavioural addiction literature. This allows the calculation of likely upper and lower 
numbers of people presently having, or at risk of developing, a compulsive sexual behaviour 
disorder driven by pornography use. Results: Traffic analysis suggests that at least 20% of 
the five billion people with access to the internet are regular online pornography consumers. 
Between 1% and 6% of pornography consumers are likely to develop problematic use of por-
nography. This suggests the likely current populations of individuals world-wide who might 
meet the diagnostic criteria for compulsive sexual behaviour disorder is between 10 and 60 
million users. This number is on a positive growth trajectory. Conclusions: The potential 
global health policy implications of the development of behavioural addictions relating to 
pornography use are discussed.

Keywords: compulsive sexual behaviour disorder, problematic pornography use, Internet pornography

S-5C4

Raising awareness of behavioural addictions among professionals:  
A non-profit case study

MARY SHARPE, DARRYL MEAD

The Reward Foundation, United Kingdom
E-mail: mary@rewardfoundation.org

Background: The international conference on behavioural addictions was established in 2013 
as a forum to explore new ways of understanding human behaviour. The Reward Foundation: 
Love, Sex and the Internet, a non-profit organisation based in Scotland, UK, has been active 
in communicating the knowledge generated by the behavioural addiction science community 
since 2017. Method: In this case study, we explore the different approaches of The Reward 
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Foundation to inform client-facing professionals, and the wider public, about opportunities 
to integrate knowledge from behavioural addiction research into their practice. Communi-
cation channels examined include face-to-face teaching in secondary schools and creating 
lesson plans for school teachers. We also look at the effectiveness of creating in-person and 
online training courses for professionals in the sexual health, legal, educational, therapeutic 
and counselling fields. Challenges with reaching a wider public through websites and public 
information programmes are also discussed. Results: Five years of developing and deliv-
ering programmes involving compulsive sexual behaviour disorder has demonstrated the 
need to understand how to best present content for maximum effectiveness. It is grounded 
in developing tools through face-to-face interaction with real clients. However, it is clear 
that the in-person model does not scale and online teaching tools and information websites 
have much more potential to disseminate the insights generated by the research community. 
Conclusions: The development of high impact communications programmes benefits from 
development involving wide and deep feedback loops with representative samples of the 
target audience. Online tools then allow this to scale to reach the whole world.

Keywords: behavioural addiction communication, developing teaching tools, effective communication

S-5C5

This is the True Story of my Struggles with Addiction and how I 
recovered

PAULINA PANTYLEVA

My Secret Life as a Sex Addict, author, United States of America
E-mail: ppanties333@gmail.com

The Healing is Spiritual. I want to tell you about my life. As I tell you more about myself, 
you can play along in your mind, as to what type of addiction I recovered from. Let’s see 
if you can figure out what affliction I used to have. I will reveal the type of addiction at the 
end of my talk today. I am now almost 51 years old. I have worked as a medical doctor for 
25 years. The majority of my career has been as a Board Certified Pediatrician. I stand here 
before you not as an addiction medicine specialist, but as a person who has suffered with the 
struggles of addiction. My talk today, is about the steps of my recovery.... My children are 
now adults and living their best lives. However, for most of my childrens’ lives, I had guilt 
that I caused my son Alex’s disability.... I believed that I had caused my son’s disability due 
to my actions and also because I needed to be taught lessons by God or The Universe. You 
see, before I had children I would avert my eyes away from disabled people. They made me 
feel uncomfortable and I did not see their worth. I felt that God had given me a disabled child 
so that I could learn my life's lessons and change my mindset. This thought created anger 
in me because I felt that I should have been the disabled one, not my son, and that my son 
was the sacrifice for me being a bad person and not valuing people with disabilities... My 
addiction was my only coping mechanism. It was the only thing that could help me forget 
my problems for a brief time. It Was my only escape. My addiction has been with me since 
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I was a pre-teen, up until the age of 49. Like any addiction, I had a strong craving for it. The 
addiction provided short-term gratification. The addiction caused long-term consequences 
and I was not able to stop acting on my addiction despite the consequences. At age 49, I had 
health problems such as high blood pressure, high cholesterol, depression, being overweight, 
and overall low energy and work burnout. My addiction had caused problems in my family 
life and especially with my relationship with my current husband. I had hit rock bottom and 
I was determined to get help. I had tried therapy in the past but it did not fundamentally help 
me. I tried anti-depressant and anti-anxiety medications but they too had limited benefits. I 
finally found a coach with whom I had a connection, who was ultimately able to help me 
heal. The steps to my recovery were as follows: First I declared myself a _______ addict. I 
surrendered to this label. I then worked through all the traumas and stressors of my past to 
determine what it was in me that caused my emotional distress. This step took many hours, 
weeks, and months of therapy and mindset work. I declared myself free from my addiction to 
____. I was able to live my life in love. I no longer gave myself the label of _____ addict so 
that I did not “live down” to the expectation of this label. The missing piece to healing in the 
past had been spiritual. The problem had been in my mind but the healing is spiritual. That 
is why, for me, medications and cognitive talk therapy had limited benefits. THIS IS THE 
SHORTENED VERSION OF MY 10–15 minute lecture. I would like to follow up my lecture 
with a workshop 30–60 minutes long.

Keywords: female sex addiction, binge eating, spiritual healing, compulsive sexual behavior
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S-5D1

Addiction, impairment, and resilience in videogamers:  
Findings from the International Gaming Study, 2022 (IGS22)

JOHN SAUNDERS (chair)

The University of Queensland, Australia

Symposium summary: The International Gaming Study, 2022 (IGS22) is a four-country study 
in which videogamers reported their experience of videogaming, including duration and fre-
quency of gaming, game genre, features of ICD-11 Gaming Disorder (GD), DSM-5 Internet 
Gaming Disorder, and a range of positive experiences and impairments from gaming. Dr. 
Gary Chan will examine whether tolerance and withdrawal are integral to ICD-11 GD, which 
presently does not include them as obligatory features. Dr. Saunders will report on occur-
rence of impairment from videogaming in participants who were not diagnosed with ICD-11 
GD. A “sub-addiction” diagnosis of “Harmful Gaming” is proposed to identify such indi-
viduals, who would potentially benefit from prevention and brief therapeutic interventions 
to avoid further harm. Dr. Leung will present evidence that physical health consequences 
including pain, are common in videogaming populations. Those playing > 12 hours/week had 
significantly higher experience of pains in the hand, wrist, neck and back. These occurred 
particularly in those aiming to be professional players and in those who fulfil DSM-5 IGD.
Dr. Stjepanovic will report the experience of videogaming in older adults (> 65 years). In this 
population videogaming is less likely to cause adverse consequences than in younger people. 
This is partly related to reduced overall gaming time and frequency of play, and integration 
into life. Dr. Hides will describe the results of a qualitative study examining gamers percep-
tions of how to differentiate problematic from normal, healthy videogame play. The implica-
tions of this for the prevention and treatment of problematic videogaming will be discussed.

Keywords: gaming, video game, addiction

S-5D2

Do tolerance and withdrawal exist in Gaming Disorder?

GARY CHAN, JOHN SAUNDERS, JANNI LEUNG, DANIEL STJEPANOVIC, 
MATTHEW GULLO, JASON CONNOR

The University of Queensland, Australia

Background: The ICD-11 diagnosis of Gaming Disorder (GD) requires the presence of im-
paired control over gaming, increasing priority over other activities, continued gaming de-
spite adverse consequences, and demonstrable impairment. Tolerance and withdrawal, which 
are characteristic features of substance dependence, are not accepted as diagnostic features; 
instead they are noted as “additional clinical features”. This study, part of IGS22, sought to ex-
amine whether tolerance and dependence are integral components of GD. Method: Data were 
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from 803 participants (age <=65) in the IGS22. There were 76 items in the study measuring 
impaired control over gaming, increasing priority over other activities, continued gaming de-
spite adverse consequences, e impairment, and tolerance and withdrawal. Results: Tolerance 
was reported by 32%, and withdrawal by 33.5%, compared with 33.7% reporting impaired 
control. Exploratory factor analysis (EFA) shows that both tolerance and withdrawal loaded 
on the same factor as impaired control. Increasing priority loaded on to a second factor and 
impairment on to a third. We then conducted two sets of confirmatory factor analysis, one 
with the 3-factor structure identified in the EFA and one with 6-factor with impaired control, 
tolerance and withdrawal loaded on separate factors. The 3-factor model fitted the data well 
(CFI=0.962, RMSEA=0.025); with substantially increased model complexity, the 6-factor 
model only marginally fitted the data better (CFI=0.973, RMSEA= 0.022). Conclusions: 
The constructs of tolerance and withdrawal largely overlap with impaired control. While 
they could be additional clinical features, they are unlikely to be necessary for diagnosis and 
screening for gaming disorder.

S-5D3

Evidence for harmful gaming as a diagnostic entity

JOHN SAUNDERS, GARY CHAN, JANNI LEUNG, DANIEL STJEPANOVIC

The University of Queensland, Australia

Background: In the newly published ICD-11, Gaming Disorder (GD) is included as a new 
behavioural addiction. In contrast to the spectrum of substance use disorders, no disorder 
comprising impairment (harm) from videogaming in the absence of addiction is identified. 
As part of the IGS22 four-country study, we examined whether there is evidence for a sub-
addiction entity of Harmful Gaming. Method: A sample of 796 adults who played online 
games for at least three hours per week was recruited from Australia, Canada, the US and the 
UK. They completed a survey of features of Gaming Disorder. Results: At least one feature 
of impaired control over gaming was present in 33.7%, increasing priority of gaming in 
29.7%, and continued gaming despite harm in 28.0%. The diagnosis of GD requires all three, 
together with evidence of impairment and a pattern of repeated gaming over 12 months; 
11.2% (n=89) fulfilled these requirements. Overall, 48.0% (n=382) experienced impairment 
and 34.9% (n=278) also had a 12 months+ pattern of gaming. Thus, 189 had evidence of im-
pairment but did not fulfil the diagnostic requirements for GD, and can be considered to have 
Harmful Gaming. Conclusions: Impairment from gaming is common in participants who 
do not fulfill the diagnosis of Gaming Disorder and could be described as having “Harmful 
Gaming”. This diagnosis was more than twice as common as GD. This provides support for 
Harmful Gaming to be included in ICD-11, and supports broadening the scope for prevention 
and intervention to minimise gaming-related harm.
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S-5D4

Negative physical problems and body pain associated with video 
gaming behaviours – A cross-sectional analysis of the 2022 International 
Gaming Study

JANNI LEUNG, GARY CHAN, MATTHEW GULLO, JOHN SAUNDERS,  
DANIEL STJEPANOVIC, CALVERT TISDALE, LEANNE HIDES, JASON CONNOR

The University of Queensland, Australia

Background: Online gaming or video game play can result in a persistent pattern of addic-
tive behaviour associated with negative psychological consequences. Less studied are the 
physical aspects, so we examined negative physical problems associated with video gam-
ing behaviours. Method: Data were from the 2022 International Gaming Study (IGS22) - a 
cross-sectional survey of individuals who play video games for 3 hours or more per week. 
This study included 955 participants who were aged 18-94 (M=46.10 [16.19]) and 45% were 
male. We examined socio-demographic and gaming behavioural factors associated with past 
12 months experiences of physical problems. Respondents also completed the 10-item Inter-
net Gaming Disorder Test (IGDT-10). Results: Preliminary results showed that playing video 
games for more than 12 hours per week (n = 327) was associated with hand pain (RR=1.39, 
p = .016), wrist pain (RR = 1.68, p<.001), and back pain or neck pain (RR = 1.21, p < 0.001). 
Playing for 3 or more hours in one session was associated with negative physical problems 
and pain (RR = 1.65–3.92, p < 0.01). Those who reported intentions to play video games 
professionally (n = 94) were more likely to report physical problems (59% vs 26%; p < .001). 
Those who met the positive cut-off according to the IGDT-10 (n = 139) were significantly 
more likely to report physical problems (66% vs 25%; p<0.001). Conclusions: In addition 
to negative psychological consequences, physical problems and pain should be considered 
in persons who engage in high frequency gaming behaviours, including those who aim to 
become professional video game players.

S-5D5

Resilience to impairment in older videogamers

DANIEL STJEPANOVIC, GARY CHAN, JANNI LEUNG, JOHN SAUNDERS

The University of Queensland, Australia

Background: The International Gaming Study (IGS22) multi-country study recruited partici-
pants from a wide age range, providing an opportunity to explore gaming patterns and con-
sequences in older adults, a hitherto under-assessed population. The aim of the present study 
was therefore to understand the impact of videogaming on the wellbeing of older adults. 
Method: The IGS22 is a cross-sectional survey of individuals who play video games weekly. 
This study included 955 participants aged 18–94 (M = 46.10 [16.19]; 55% female). We strati-
fied our sample into five age categories: (i) 18–25 (10.3%), (ii) 26–35 (21.8%), (iii) 36–45 
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(20.1%), (iv) 46–65 (31.9%), and (v) >65 (15.8%). Results: Participants’ play frequency did 
not differ across age (p = 0.151), but older adults were less likely than young adults (18–25: 
73%, >=65: 24%, p < 0.001) to play for 4 hours or more on a typical day. Younger people 
were more likely than older people to play for 3 or more hours in one session (p < 0.001), 
with only a very small proportion of older adults playing for 6 or more hours in single ses-
sion (>=65: 2.6% vs 18–25: 19.4%). In young adults aged 18–25, 27% met IGDT-10 cut-off, 
compared to only 2% in older adults aged >65 years (p < 0.001). Conclusions: Preliminary 
analyses showed that people across the lifespan engage in videogame play. Older individuals 
were less likely than to game for long sessions, and the majority did not meet the IGD-10 
gaming disorder positive category. Analyses are underway to investigate if videogaming may 
be more harmoniously integrated into their lives.

S-5D6

Differentiating problematic from normal videogame play:  
Insights from a qualitative study

LEANNE HIDES1, MICHAEL LUCK1, ALEXANDRA DOUGLAS-BONNER1,  
JESSICA BOWLER2, DANIEL JOHNSON2

1The University of Queensland, Australia
2Queensland University of Technology, Australia

Background: Internationally, there is increasing concern about the risk of internet gaming 
disorders in young people. However, little is known about how to differentiate between nor-
mal versus problematic gaming behaviour. Method: Semi-structured interviews were con-
ducted with 21 gamers (21– 37 years, M = 26.91), who engaged in 6 to 70 hours (M = 20.86) 
of videogame play/week. Audio-recordings of interviews were transcribed and then analysed 
using Vivo and the reflexive thematic approach. Results: Participants felt gaming was an 
enjoyable hobby which was beneficial for their mental health. Positive social connections 
including the formation of new friendships and gaming experiences with family and friends 
were prominent themes. Gaming was considered problematic if it had negative impacts on 
social connections outside of gaming, the achievement of real-world responsibilities, per-
sonal or professional goals or became a way of avoiding real-world stressors or managing 
distress. Maintaining social connections, hobbies/interests outside of gaming, and having 
long term personal and vocational goals were seen as protective strategies. Further protective 
techniques included being able to set time or discernible ‘end-point’ limits on gameplay, or 
organizing time spent gaming around other activities/responsibilities. With a view to possible 
interventions for problematic play, participants suggested that messages about problematic 
gaming should come from other gamers with a ‘healthy’ relationship with games. Conclu-
sions: Participants provided important insights into how to differentiate problematic from 
normal, healthy videogame play. The results of this study will inform the development of a 
new problematic play check-up program.

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Symposia and parallel sessions Session 5E

ICBA2023 / August 23–25, 2023 / Incheon, South Korea  152

S-5E1

Cashless gambling: Consumer perspectives on the risks and benefits of 
digital payment systems for electronic gaming machines

THOMAS B. SWANTON1, STEPHANIE TSANG1, SHARON B. COLLARD2,  
ELLEN GARBARINO3, SALLY M. GAINSBURY1

1The University of Sydney, Faculty of Science, School of Psychology, Australia
2University of Bristol, Personal Finance Research Centre, United Kingdom
3The University of Sydney, Sydney Business School, Australia
E-mail: thomas.swanton@sydney.edu.au

In-venue gambling remains predominantly cash-based despite broader societal trends to-
wards a cashless economy. Historically, regulators have shown hesitancy about cashless 
gambling (e.g., using cards or smartphone apps to load funds for gambling) due to the very 
limited evidence base available in relation to the impact of cashless payments on gambling 
behaviour and risk of experiencing harm. Cashless gambling is receiving renewed regulatory 
attention due to the risk of money laundering through gaming venues and increasing recogni-
tion of the potential to leverage digital technologies for enhanced gambling harm reduction. 
This presentation reports findings from a qualitative study exploring consumer perspectives 
about cashless payments on electronic gaming machines (EGMs). Online focus groups were 
conducted with 26 Australian adults (38% female, aged 24 to 76 years) who play EGMs regu-
larly. Data were analysed using qualitative content analysis. Participants expressed concerns 
about how cashless payments might lead to overspending, such as through greater accessibil-
ity of funds, the intangibility of cashless payments, and reduced breaks in play. The ability 
to track an individual’s gambling activity was identified as a potential benefit for preventing 
money laundering and providing integrated consumer protection tools (e.g., precommitment 
systems, activity statements), but privacy was a major concern. We discuss factors that may 
influence consumers’ willingness to adopt cashless gambling, such as the level of flexibility 
of settings within the system, consistency across venues, and integration of loyalty programs. 
This study lays important groundwork for much-needed further research into the optimal 
design of cashless gambling systems for effective harm minimisation.

Keywords: gambling, payment, digital, cashless, harm reduction
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S-5E2

Canadian Lower Risk Gambling Guidelines:  
Investigating feasibility of the guidelines in a Finnish cultural context

SARI CASTRÉN1,2,3, TIINA LATVALA1, ANNE H SALONEN1,4, RIITTA MATILAINEN5, 
MICHAEL EGERER6, JUSSI PALOMÄKI1

1Finnish Institute for Health and Welfare, Finland;
2University of Helsinki, Department of Medicine, Helsinki, Finland;
3 University of Turku, Social Sciences Department of Psychology and Speech-Language Pathology 
Turku, Finland

4University of Eastern Finland, Faculty of Health Sciences, Finland
5EHYT Finnish Association for Substance Abuse Prevention, Helsinki, Finland
6 University of Helsinki Centre for Research on Addiction, Control, and Governance, Helsinki, 
Finland;

E-mail: sari.castren@thl.fi

At-risk and problem gambling is a significant public health concern globally, and it causes 
harm not only to the gamblers but also to their significant others as well as the society at 
large. This study evaluates the feasibility of the Lower-Risk Gambling Guidelines (LRGG), 
developed by the Canadian Centre of Substance Use and Addiction (CCSA), in a Finnish 
cultural context. The LRGG was developed to lessen the harms related to gambling in Can-
ada, using gambling data from eight countries, including Finland. We use both qualitative 
and quantitative methods to find out whether the established guidelines of: 1) Gamble no 
more than 1 % of household income, and 2) Gamble no more than 4 days per month, and 3) 
Avoid regularly gambling at more than 2 types of games apply to the Finns as they are or 
do they need cultural modifications. We will present and discuss preliminary results of the 
quantitative online survey results (n = 500–800) and the qualitative focus group interviews 
(n = 44–70). Implications: The goal of our study is to establish culturally sensitive safer 
gambling guidelines in Finland, which would help Finns to make informed decisions about 
their gambling. The guidelines also support the implementation of the programs aimed at re-
ducing gambling-related harms and promoting public health. In addition, these programs can 
provide consistent evidence-informed advice about how to gamble in a lower-risk manner.

Keywords: prevention, at-risk level of gambling, problem gambling, harm minimization, feasibility 
study
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S-5E3

Impact of a self-exclusion procedure optimized by an extension  
of the suspension of commercial solicitations (PASS)

CORA VON HAMMERSTEIN1, AMINE BENYAMINA3, AMANDINE LUQUIENS2

1Univ Lorraine, France
2CESP - Inserm U1018 - CHU de Nîmes, France
3APHP Univ Paris Saclay, Psychomad EA
E-mail: hammersteincf@gmail.com

Context: The effectiveness of the current self-exclusion system appears limited. Suspension 
of direct commercial solicitations by SMS and email for a long period of time after self-ex-
clusion could limit the loss of control over gambling. Objectives: Our objective is to evaluate 
the impact of an optimized self-exclusion procedure by extending the suspension of direct 
commercial solicitations by SMS and email compared to the self-exclusion procedure alone 
to 9 months, on the total net loss of gamblers. Method: We will include: 2544 sports betting, 
poker, and horse racing players playing online at the PMU site, self-excluding for the first 
time AND self-excluding for 3 months or less (min 3 days). Players will be randomly as-
signed to the 2 arms: procedure optimized by an extension of the suspension of commercial 
solicitations for a total of 9 months (A) and usual procedure without extension of suspension 
of commercial solicitations at the end of the self-exclusion period (B). They will be evaluated 
on D-1 of 6 (T1), 9 (T2, main criterion), 12 (T3) and 18 (T4) months after their self-exclusion 
on the change of the total net loss of the last 4 weeks as well as on other criteria such as total 
bets per game, compulsivity, total loss per game, number and duration of game session. We 
will present the 9-month results of this ongoing study.

Keywords: gambling, self-exclusion, prevention, advertisement, marketing, rct

S-5E4

Can a brief motivational contact improve engagement with an online 
self-directed program to reduce gambling problems?

BRAD BRAZEAU, DAVID HODGINS, LISA HENKEL

University of Calgary, Canada
E-mail: bradley.brazeau@ucalgary.ca

Despite the success of gold standard cognitive-behavioural therapy for disordered gambling, 
most individuals with gambling problems do not seek or receive professional treatment. 
Thus, the development of less intrusive interventions has been encouraged. Online interven-
tions show good impact although user engagement is low. This investigation assessed the 
impact on engagement and outcomes of adding a digital motivational interview (MI) to an 
online program. A two-arm randomized controlled trial was conducted. Eligible participants 
(N = 318) were randomly assigned to complete an online self-directed workbook either alone 
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or in combination with a MI completed upon enrollment. Gambling severity, frequency, and 
expenditures were assessed along with other mental health outcome data at baseline and 3, 
6, and 12 month follow-up time points. Participant follow-up retention (>85%) was very 
high compared to similar prior trials. Participants who completed the MI did show greater 
engagement in the online program (twice the number of logins, four times as much time 
spent), which was positively associated with better outcomes at three months. Twelve month 
outcome results will be presented along with discussion of implications for providing low 
intensity easy access options for people wanting to address gambling-related problems.

Keywords: brief intervention, motivational interviewing, online intervention, gambling disorder

S-5E5

‘Buy High, Sell Low’: A qualitative study of cryptocurrency traders 
who experience harm

BENJAMIN JOHNSON1,2, DANIEL STJEPANOVIC2, TIANZE SUN1,2, GIANG VU1,2, 
GARY CHAN2

1University of Queensland, Australia;
2National Centre for Youth Substance Use Research, Australia
E-mail: ben.johnson@uq.net.au

The constant, substantial price fluctuations of cryptocurrency allow traders to engage in 
highly speculative trading that closely resembles gambling. With significant financial loss 
associated with adverse mental health outcomes, it is important to investigate the impact that 
market participation has on mental health. Additionally, its easy accessibility by mobile trad-
ing apps and 24/7 nature necessitates investigation into cryptocurrency trading as a potential 
addictive behavior. To investigate this, we conducted interviews with 17 participants who 
self-reported having problems due to their trading. Thematic analysis was conducted, reveal-
ing three themes: (1) factors in engagement, (2) impacts of trading and (3) harm reduction. 
Factors in engagement captured factors that motivated and sustained cryptocurrency trad-
ing. Impacts of trading outlined the ways cryptocurrency trading positively and negatively 
impacted participants. Harm reduction described methods participants employed to reduce 
mental distress and financial loss while trading.

Our study provides novel insights into the adverse impacts of cryptocurrency trading 
across multiple domains, especially mental health (14/17), relationships (13/17) and finances 
(11/17). They also indicate the importance of further research on effective coping strategies 
for emotional distress caused by financial loss or fixation because of trading.

Additionally, our study reveals the significant role an individual’s social environment has 
on their expectations and intentions of entering the space. These social networks extend be-
yond real-life relationships to include celebrity and influencer endorsement. This encourages 
investigation into the content of cryptocurrency promotions and the influence they have on 
participants’ decisions to trade.

Keywords: mental health, cryptocurrency, financial trading, problem gambling, addiction

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Symposia and parallel sessions Session 5F

ICBA2023 / August 23–25, 2023 / Incheon, South Korea  156

S-5F1

Behavioural addiction & gender differences with a female perspective: 
Session 1

FULVIA PREVER1, MARIE GRALL-BRONNEC2

1SUN(N)COOP, ITALY, Italy 
2CHU Nantes, France

Presentation summary: It becomes more and more obvious that a gendered approach to re-
search, prevention and treatment is highly relevant to gain a better understanding of and be 
more responsive to female-specific aspects of behavioural addictions. Literature and stud-
ies on Women and Gambling Disorder and other Behavioural Addiction are scarce, both 
in Europe and worldwide. The existing data are often not specific to female population but 
inferred from mostly male samples. Nevertheless, more and more women are affected by 
pathological gambling and other non-substance related addictions, even if they rarely ask for 
help: so, with little specific data, it is not easy to have dedicated research and understanding 
of peculiarities of this invisible population. Because of the crucial role in family and society, 
women’s addictive behaviours may have a deep impact on their social and personal life. One 
key point, beyond the shame issue, is that women often experience great difficulty in finding 
appropriate treatment services. Most health clinics are not “female friendly”, and very rarely 
offer female-specific treatment approaches and prevention strategies. That is why it is so 
important to learn from our experiences as researchers and clinicians, sharing data from all 
over the world to enrich our understanding of these issues. That’s the aim of our new book 
“Behavioural Addiction in Women: An International Female Perspective on Treatment and 
Research”, F. Prever, G. Blycker & L. Brandt, which gather transcultural contributions to 
compare, discuss and improve research and treatment for the women on whose behalf we are 
working on.

Keywords: gender, women, behavioural addictions
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S-5F2

Prevalence and correlates of compulsive behaviours related to eating 
and sex in a female population – Results from a representative Polish 
sample

EWELINA KOWALEWSKA

Department of Psychiatry, Centre of Postgraduate Medical Education, Warsaw, Poland

Background: Compulsive Sexual Behavior Disorder (CSBD) and Binge Eating Disorder 
(BED) are currently included in the 11th revision of the International Classification of Dis-
eases (ICD-11); however, little is known about the prevalence rates and correlates of these 
conditions. Method: Using a web-based survey, we collected the prevalence data of CSBD 
and BED on representative Polish sample of 787 Polish women. Results: Analyzed results 
will include the prevalence rates of CSBD and BED in a representative sample of women, co-
morbidity of these disorders with substance and alcohol use, the relationships with trait-level 
variables (such as anxiety and depression), and sexual activity (both solitary and dyadic).

S-5F3

A qualitative study of motivations and the recovery of repetitive  
non-fatal self harm behaviors in Asian female community

ARTEMIS WING-CHI LEUNG

Project Officer, WRAP ® Certified Facilitator at NL Psychiatric Rehabilitation Association,  
Hong Kong SAR

Previous literature has suggested that non-suicidal self-injury (NSSI) could be conceptual-
ised as behavioural addiction as they share common characteristics. While NSSI continues 
to be a problem among the Chinese female population, help-seeking rates remain low. There 
has been little research into the psychosocial factors and cultural influence contributing to 
NSSI and its help-seeking behaviour. This research presents an up-to-date background and 
prevalence rate of NSSI behaviour in Hong Kong. It seeks to explore the subjective experi-
ences of NSSI as an addictive behaviour through a qualitative analysis of interviews with 13 
Chinese female participants who are in recovery from it. Interviews were transcribed and 
analysed for understanding the shared themes across participants’ accounts in deliberate self-
injurious behaviour. Alexithymia was found to be a trait that may contribute to their NSSI. 
Participants’ self-harming habits met some addictive criteria mentioned in DSM-V. The im-
plications of these findings for the treatment and interventions of Chinese females engaged 
in NSSI are discussed.
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S-5F4

Psychological characteristics of women suffering from gambling 
disorder

LAURA MACÍA GUERRERO1, FULVIA PREVER2, MONICA MINCI3, VIRTÚ MICO4, 
ANDREA ONTALVILLA1, ANA ESTÉVEZ GUTIÉRREZ1

1Psychology Department, University of Deusto, Bilbao, Spain
2SUN(N)COOP, Women, Gambling& Addiction Project; VARENNA Foundation, Italy
3SUNNCOOP Italy
4Spanish Federation Of Rehabilitated Gamblers, FEJAR, Spain

Historically, gambling disorder, like the vast majority of addictions, has been considered a 
predominantly male activity. This, on the one hand, has generated great difficulty in the ad-
equate and early detection of the problem in female population and on the other hand, has led 
to a greater social stigmatisation of women who suffer from gambling-related problems. The 
aim of this investigation was to study the conditioning factors and specific characteristics in 
the development of gambling disorder in women. To this end, qualitative research was car-
ried out with a sample of adult women with gambling disorder. The methodology was based 
on discussion groups. The results show that female gamblers presented a different profile in 
terms of gambling motives, consequences, family and social support and/or psychosocial 
manifestations. We highlight the need to introduce gender perspective both in research and 
in clinical and healthcare resources. Treatment and prevention programmes should consider 
different psychological aspects depending on sex and gender.

S-5F5

Treatment needs for women impacted by a partner’s CSBD/PPU

GRETCHEN BLYCKER

University of Rhode Island, Hälsosam Therapy, USA

Background: Women in romantic relationship with a partner with CSBD or PPU are often 
affected in many ways before root causes of problems are identified or diagnosed. Women 
may experience challenges and unique harms, including trauma, due to the nature of an ad-
diction or compulsivity operating in the sexual system of a romantic context where safety, 
trust, empathy, emotional intimacy, honoring of commitments, honesty, and sexual wellbe-
ing are foundational to a healthy secure relationship. Method: A review of research focusing 
on the impact on women as well as a review of conceptual models for treatment for women 
with partners with CSBD/PPU will be presented along with clinical case examples. A ho-
listic model will be utilized to compare the seven domains that comprise sexual wellbeing 
and how each domain may be impacted for women with partners with CSBD/PPU. Results: 
Women may be isolated without proper support and a partner’s sexual compulsivity, upwards 
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comparison to pornography, preferring pornography to partnered sex, or focusing craving 
towards partnered sex and therefore expressing dissatisfaction or resentment of sexual fre-
quency may all possibly interfere with a woman’s sexual self-esteem and feelings about her 
body, sexual autonomy and agency. Clinical recommendations for supporting women will be 
included. Conclusions: Education about the traumatic impact on women is essential for clini-
cians to provide a trauma informed approach to treatment. More is needed in the research and 
clinical fields to advance understanding and knowledge to inform evidence-based treatment 
needed by women impacted by their partner’s CSBD/PPU.

S-5F6

Women, gambling, violence, therapy, and desires during pandemic 
times in Italy: When resisting wasn’t the solution

FULVIA PREVER

SUN(N)COOP, Women, Gambling& Addiction Project; VARENNA Foundation, Italy

The COVID pandemic, 2020/2022, deeply affected our lives and our physical and mental 
health, and in many ways, women paid a higher prize in their personal and professional lives. 
What happened to women with gambling problems? And how did we face their loneliness, 
isolation, depression, and fear of illness and death? We observed our gender group for wom-
en with DGA in Milan. ‘Holding on’ wasn’t always a successful strategy for them and we had 
to deal with their pain and domestic violence issues, using new online tools to support them. 
We observed different reactions to gambling venue lockdowns in women with and without 
treatment, and we could understand the importance of being in a female support group, but 
also the limits and barriers to it, and gave us important hints for future research about support 
modalities to female population.
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S-5G1

Game Disorder in Taiwan, Japan and South Korea:  
Similarities and differences

MASARU TATENO1, DAIJIN KIM2 (chairs)
1 Tokiwa Child Development Center, Tokiwa Hospital/ Department of Neuropsychiatry,  
Sapporo Medical University, School of Medicine, Sapporo, Japan

2 Department of Psychiatry, College of Medicine, The Catholic University of Korea, Seoul St. Mary's 
Hospital, South Korea

Symposium summary: Gaming Disorder (GD) was recognized as a psychiatric disorder and 
integrated into the category of “Disorders due to substance use or addictive behaviors” in the 
11th version of the International Classification of Diseases (ICD-11). Although there are a 
large number of reports about GD from all over the world, a significant portion of them are 
from East Asia. Socio-cultural-economic factors have a significant influence on the occur-
rence of GD. While there are various similarities among East Asian countries that have influ-
enced the occurrence of GD, there are also likely to be a variety of differences. In particular, 
health care systems and government policies vary widely from country to country. This sym-
posium has invited four speakers from three countries, Taiwan, Japan and South Korea. Prof. 
Chih-Hung Ko from Taiwan will give a presentation entitled "The heterogeneity in Gaming 
Disorder in Taiwan". Drs. Masaru Tateno, Takanobu Matsuzaki and Aya Kinjo from Japan 
will talk about the current status of Gaming Disorder in Japan from their respective posi-
tions. Dr. Seung-Yup Lee from Republic of Korea will explain recent changes in government 
policy relating to Gaming Disorder, although it should be noted that the Republic of Korea 
has previously taken a variety of government-led measures to address GD. Understanding 
the current situation of GD in each country and exchanging knowledge, opinions and experi-
ences will be beneficial in developing future treatment options.

Keywords: gaming disorder, internet gaming disorder, internet addiction, behavioral addiction 

S-5G2

The heterogeneity in gaming disorder in Taiwan

CHIH-HUNG KO

Department of Psychiatry, Kaohsiung Medical University Hospital, Kaohsiung Medical University, 
Kaohsiung City, Taiwan

The heterogeneity is a critical issue in gaming disorder. The heterogeneity in GD could con-
tribute to differences in treatment needs. Based on clinical experience, we proposed three 
subtypes of gaming disorder: (i) impulsive patients with attention deficit hyperactivity dis-
order (ADHD), (ii) dysphoria patients with dysfunctional coping skills, and (iii) isolated 
patients with social anxiety. Psychiatric comorbidity is an essential issue in treating indi-
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viduals with gaming disorders (GD). Cognitive control, emotional regulation, and reward 
sensitivity are three critical dimensions in the etiology model to determine the heterogeneity 
for GD. In our previous study, we demonstrated that individuals with GD and ADHD have 
higher impulsivity than those without ADHD in the GD group. On the other side, those with 
GD and emotional comorbidity (depression or anxiety disorder) have lower emotional in-
telligence than others. Our recent studies demonstrated that Attention-deficit/ hyperactivity 
disorder(ADHD), depressive disorder, generalized anxiety disorder(GAD), and social anxi-
ety disorder(SAD) are associated with GD. Further, comorbidity with ADHD is associated 
with cognitive deficit and impulsivity among the GD group. On the other side, comorbidity 
with depressive or anxiety disorder is associated with emotion regulation among GD. This 
result supports our claims for heterogeneity in GD. Based on these empirical research data, 
there are multiple dimensions of heterogeneity within individuals with GD. The assessments 
for mechanisms contributing to this heterogeneity should be evaluated and developed as soon 
as possible. These assessments could help mental health professionals determine the best-
individualized intervention to fulfill the treatment needs of individuals with GD.

S-5G3

Gaming Disorder in Japan: From the perspective of a child and 
adolescent psychiatrist

MASARU TATENO1, TAKANOBU MATSUZAKI2, AYUMI TAKANO3,  
SUSUMU HIGUCHI2

1 Tokiwa Child Development Center, Tokiwa Hospital/ Department of Neuropsychiatry,  
Sapporo Medical University, School of Medicine, Sapporo, Japan

2Kurihama Medical and Addiction Center, Yokosuka, Japan
3 Department of Mental Health and Psychiatric Nursing, Tokyo Medical and Dental University, 1-5-45 
Yushima, Bunkyo-ku, Tokyo, Japan

Gaming disorder (GD) is one of the diagnoses under the umbrella of Disorders due to sub-
stance use or addictive behaviors in ICD-11. The most significant difference of GD from 
other diagnoses is the fact that most of the patients are children and adolescents. Recently, 
many patients are visiting child and adolescent psychiatry (CAP) services complaining of 
concerns related to excessive gaming. We conducted a national survey of child and adoles-
cent psychiatrists (CAPs) to investigate the current practice of GD within clinical settings in 
Japan. The study questionnaire was mailed to all CAPs certified by the Japanese Society for 
Child and Adolescent Psychiatry (n=414). The subjects were requested to answer the ques-
tionnaire anonymously. We received 159 responses. The most common reasons for a visit to 
CAP service which resulted in a subsequent diagnosis of GD was school refusal followed by 
disruption of sleep-awake rhythm, and violence towards family members. Very few CAPs 
provided specialized treatment for GD. The two most common difficulties in the treatment 
of GD were low motivation and a large variety of combined problems other than excessive 
gaming itself. Regarding psychiatric comorbidities, the two most common ones reflected 
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in the answers were autism spectrum disorder and attention deficit hyperactivity disorder 
(ADHD). Our results have revealed that although GD is one of an assortment of behavioral 
addictions, many children and adolescents with problems related to excessive gaming are 
the first to visit CAP clinics. Greater collaboration between CAPs and addiction specialists 
is needed in the future.

S-5G4

The current status of treatment for Gaming Disorder in Japan and  
the efforts of Kurihama Medical and Addiction Center

TAKANOBU MATSUZAKI1, SATOKO MIHARA1, TAKASHI KITAYUGUCHI1, 
MASARU TATENO2, SUSUMU HIGUCHI1

1Kurihama Medical and Addiction Center, Yokosuka, Japan
2Tokiwa Hospital, Sapporo, Hokkaido, Japan

There is a growing international demand for the treatment of gaming-related problems, espe-
cially among adolescents and young adults. As Gaming Disorder is a new disease concept, 
standard treatment methods have not been established yet. The effectiveness of treatments 
such as cognitive-behavioural therapy (CBT) and family therapy has been recognized. In 
Japan, the National Hospital Organization Kurihama Medical and Addiction Center has es-
tablished a department for the treatment of internet addiction since July 2011, which provides 
specialized treatments. The outpatient department provides an assessment of the type and 
duration of online-gaming, physical and mental health problems, impact on schoolwork and 
other social life, and problems in family and interpersonal relationships. If home care is dif-
ficult due to disordered lifestyles, violence against family members, etc., inpatient treatment 
(approximately two months, in principle in an open ward, on a voluntary basis) is provided in 
an environment away from electronic devices such as smartphones. In addition, since 2014, 
the centre has also been running a 9-day/8-night treatment camp (Self-Discovery Camp) in 
late August every year, working with the National Institution for Youth Education, which 
was commissioned by the Ministry of Education, Culture, Sports, Science and Technology 
(MEXT). The camps combine therapeutic approaches such as CBT and lectures with physi-
cal activities, cooking, etc., and have reported some positive effects, such as a decrease in 
internet-use-time for participants after the camp. In addition, at our hospital, we have created 
a manual for GD consultation responders and are working to spread awareness of it.
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S-5G5

Gaming disorder in Korea: Recent changes in policy and future 
prospect

SEUNG-YUP LEE

Department of Psychiatry, College of Medicine, Catholic University of Korea, South Korea

The pandemic and related social distancing measures has accelerated the digital conversion 
of our society. With the advent of the ‘untact’ society enabled by wider use of smartphones 
and digital technologies, the gaming problems intensified along with the increased home-
schooling and telecommuting. However, there were major setbacks regarding the policy 
against gaming disorder. For instance, monthly online gaming payment limit regulation and 
the ‘shut down’ act that limited the online game access by minors under 16 years of age are 
now all abolished. With the anticipated economic down turn, the business–government col-
lusion will likely to exert greater influence against gaming policy as what is currently being 
observed with recreational marijuana legalization. Although, public health perspectives have 
been weakened, there has been also a recent movement to introduce regulation in the sense 
of consumer right protection.
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S-5G6

Incidence and associated factors of positives on screening tests for 
gaming disorders under COVID-19 lockdown

AYA KINJO1, YONEATSU OSAKI1, KUWABARA YUKI1, KIM HONGJA1,  
SUSUMU HIGUCHI2

1 Division of Environmental and Preventive Medicine, Faculty of Medicine, Tottori University,  
Tottori, Japan,  
2Kurihama Medical and Addiction Center, Yokosuka, Japan

Background: This study aimed to determine the incidence and associated factors of positive 
screening tests for gaming disorder in the general population during the COVID-19 lock-
down in Japan. Methods: Of the 4862 participants in the National Survey of Gaming Behav-
ior conducted in October 2019, 1829 individuals agreed to a follow up test and responded 
in July 2020. Those with negative screening tests for gaming disorder in October 2019 were 
included in this analysis. The GAMing Engagement Screener test (GAMES test) was used as 
a screening test for gaming disorder. The proportion of those who tested negative in October 
2019 and then positive in July 2020 was calculated. We also examined the associated factors 
that led to new GAMES test positives. Results: The overall incidence proportion of GAMES 
test-positive participants was 1.9% [95% confidence interval 1.2–2.6%], with males aged 
10–29 years having the highest rate of 10.1% [4.7–15.5%]. Those who became GAMES test 
positive reported more gaming time in March to May 2020 and more gaming time as of the 
July 2020 survey. Reasons for the increased gaming time detected were: relieving stress from 
restricted outings, increased invitations from gaming friends, and increased family disputes. 
Conclusion: Stress under lockdown increased gaming time and was associated with the de-
velopment of gaming disorder.
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S-6A1

Exploring the feasibility of Contingency Management for the treatment 
of harmful gambling

CHRISTOPHER SEEL1, LUCY DOREY1, JACK MCGARRIGLE1,  
DARREN CHRISTIANSEN2, RICHARD MAY3, ALICE HOON1, SIMON DYMOND1,4

1Swansea University, United Kingdom
2University of Lethbridge, Canada
3University of South Wales, United Kingdom
4Reykjavík University, Iceland
E-mail: c.j.seel@swansea.ac.uk

Background: Contingency Management (CM) is an empirically validated behavioural treat-
ment for substance use disorders (SUDs) that involves providing incentives (e.g., vouch-
ers) contingent on evidence of target behaviour related to recovery. Despite evidence of its 
efficacy in SUDs, its feasibility for the treatment of other addictive disorders is unknown. 
This presentation will summarise outcomes of the first UK-based feasibility trial of CM for 
the treatment of harmful gambling (CONGAM). Methods and results: In the first phase of 
this research, the views of gambling treatment providers and service users were recruited to 
explore potential barriers to the adoption of the approach for harmful gambling treatment. 
Both groups of participants had concerns about CM for gambling, but these concerns var-
ied depending on how CM was implemented. Treatment providers often reported that CM 
clashed with their treatment philosophies, but were supportive of the research being carried 
out, with most suggesting they would be willing to trial the approach. In the second phase 
of this research, both groups’ feedback was incorporated into the design of an 8-week trial 
intervention of CM for harmful gambling. We will report findings of a preliminary case-study 
that explored the practicality of delivery of CM for gambling, acceptability of the procedures, 
and any perceived benefits and negative impacts of the approach. Conclusions: CONGAM 
holds promise among both treatment providers and service users and is feasible as an adjunct 
treatment for harmful gambling.

Keywords: gambling treatment, Contingency Management, feasibility study
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S-6A2

The Inclusion service model for treatment of gambling harms  
in the UK: Key principles and effectiveness data

MELINA A. THROUVALA1,2, PAUL EVANS2, JACQUELINE HOWARD2

1International Gaming Research Unit, Psychology Department, Nottingham Trent University, UK
2Inclusion, Midlands Partnership NHS Foundation Trust, Gambling Harms Clinic, UK
E-mail: melina.throuvala@ntu.ac.uk

Background: Harmful gambling is a significant public health concern with impacts on the 
individual, their families, and society. Approximately 2.2 million individuals are at risk or 
experiencing harms in the UK (NHS England, 2022) with only a very small percentage ac-
cessing treatment. A new service model has been implemented in the West Midlands region, 
as part of the NHS England investment in treatment. Methods: The present study will present 
an innovative service model based on eight principles, including: (i) a person-centred, recov-
ery/outcomes oriented delivery; (ii) constructional approaches– building on individual and 
local community resources; (iii) specialist, evidence-based treatment combined with the use 
of new technologies and informal support networks; and (iv) use of psychometrically valid 
outcome measures that track service users’ progress on a sessional basis. Results/Discussion: 
The study will present a new service model for gambling treatment in its first year of opera-
tion. Service users’ outcome data will be discussed along with the key components of the 
service model, challenges in delivery and lessons learned. The Inclusion service model for 
gambling treatment is based on interactive, evidence-based, innovative tracking and digital 
technologies to deliver specialist gambling harms treatment through a centralised hub with 
local communities and neighbourhoods supporting recovery and inclusion. Conclusion: Ef-
fectiveness of treatment for gambling-related harms in the UK remains relatively unexplored. 
An evaluation of the Inclusion model and how it enables recovery over the longer term can 
inform subsequent service developments and add to a stronger evidence base for tackling 
gambling harms at a policy level.

Keywords: gambling harms, treatment, service model
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S-6A3

Pandemic impacts on problem gambling treatment providers

NIGEL E. TURNER1, JING SHI2

1Centre for Addiction and Mental Health, Canada
2Health and Social Sciences, Singapore Institute of Technology, Singapore
E-mail: nigel.turner@camh.ca

During the Covid-19 pandemic, online gambling venues remained accessible while treatment 
services were met with constraints. Mental health service providers needed to adapt quickly 
to continue supporting clients. This study examined how services for people who have gam-
bling and other mental health problems adapted treatment during the Covid-19 pandemic. 
Counsellors from two provinces in Canada were surveyed using closed- and open-ended 
questions. The study was conducted in two waves, one in May to July 2021 in the middle 
of the pandemic, and the second from April to June 2022 as many public health restrictions 
were being removed and casinos reopened. Questions included how counsellors adapted their 
practice during the pandemic and what training they felt they required to help them deliver 
safe and effective treatment during a pandemic. The results indicated increases in counsellor 
distress during the pandemic. The counsellors also reported increased stress in their clients. 
The participants reported a shift towards phone and online treatment during the pandemic. 
The counsellors in this study had concerns over technological issues, privacy issues and 
problems with keeping clients engaged. There were also concerns regarding populations who 
do not have access to remote treatment methods and vulnerable populations such as seniors, 
Indigenous groups, and people who have serious dual diagnoses. There is a need for future 
preparation in mental health treatment protocols to mitigate shortfalls in remote client care.

Keywords: problem gambling, treatment service, pandemic, online treatment, mental health counsel-
lors, remote care
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S-6A4

Recovery from gambling disorder: The influence of Internet gambling

GAËLLE CHALLET -BOUJU1,2, JULIE CAILLON1,2, JULIETTE LEBOUCHER1,  
ELSA THIABAUD1, ANAÏS SAILLARD1, MARIANNE BALEM1,2,  
MARIE GRALL-BRONNEC1,2

1Nantes Université, CHU Nantes, UIC Psychiatrie et Santé Mentale, F-44000 Nantes, France
2Nantes Université, Univ Tours, CHU Nantes, CHU Tours, INSERM, MethodS in Patients centered 
outcomes and HEalth ResEarch, SPHERE, F-44000 Nantes, France
E-mail: gaelle.bouju@chu-nantes.fr

Background: Gambling problems are more frequent among online gamblers. The objective 
of the present study was to investigate the influence of the gambling medium (Internet vs. 
land-based gambling) on recovery from gambling disorder (GD) in a clinical sample, one 
(middle-term) and two (long-term) years after treatment initiation. Methods: We included 
237 outpatients who were assessed at treatment initiation and after 1 and 2 years. Data col-
lected included socio-demographic data, gambling characteristics and treatment, psychiat-
ric and addictive comorbidities (including ADHD), life events, personality and impulsivity. 
Online and offline gamblers who had available follow-up data were compared on the fre-
quency of middle- and long-term recovery using bivariate analyses. Predictors associated 
with middle- and long-term recovery were determined using two independent multivariate 
logistic regressions adjusted on treatment received. Results: Online and offline gamblers did 
not differ on the frequency of middle- and long-term recovery. The gambling medium was 
not a predictive factor of either middle-term or long-term recovery. Predictors of middle-term 
recovery were a higher perceived self-efficacy (OR = 1.04 [1.01–1.07]) and having no history 
of mood disorders (OR = 11.18 [2.53–49.50]) at inclusion. Predictors of long-term recov-
ery were a lower level of sensation seeking (OR = 0.70 [0.51–0.95]) and a higher level of 
self-directedness (OR = 1.04 [1.00-1.08]) at inclusion. Conclusions: The preferred gambling 
medium does not seem to influence neither middle- nor long-term recovery. Adjusting treat-
ment to promote perceived self-efficacy, to treat mood disorders by specific medications, and 
to modulate certain aspects of personality may help patients with GD to achieve recovery.

Keywords: gambling disorder, online gambling, treatment, recovery, gambling medium
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S-6A5

Definitions and assessments of recovery in gambling disorder:  
A systematic review

AGATHE MANSUETO1,2, GAËLLE CHALLET-BOUJU1,2,  
JEAN-BENOIT HARDOUIN2,3, MARIE GRALL-BRONNEC1,2

1Department of Addictology and Psychiatry, CHU Nantes, Nantes, France;
2Nantes Université, Université de Tours, Inserm U1246-SPHERE, Nantes, France
3Public Health Department, CHU Nantes, Nantes, France
E-mail:  agathe.mansueto@chu-nantes.fr

Background: While the concept of recovery is increasingly gaining interest in the frame-
work of gambling disorder (GD), there is still a lack of consensus regarding its definition. 
As GD often affects numerous life areas (financial, educational, employment, mental health, 
personal wellbeing, social, familial, and legal), there is a substantial discrepancy regarding 
both what does recovering from GD mean, and what does it imply. The aim of this systematic 
review was to address this gap by examining the recovery-related outcomes and their opera-
tional definitions used in quantitative and validation studies, and by exploring the themes 
emerging from narrative descriptions of recovery in qualitative studies.Method: A systematic 
search was conducted in three databases (PubMed, ScienceDirect, PsychINFO), according 
to the PRISMA recommendations. Results: One hundred and thirteen articles were selected, 
including 5 validation studies, 76 quantitative studies, 19 qualitative studies, and 13 studies 
mixing the last two approaches. Despite some common features, results of this systematic 
review revealed a significant disparity in the definitions of "recovery" across the studies. In 
addition, within both the quantitative and the validation studies, there was an important vari-
ability in the reported outcomes, as well as in the variables used to operationalize those out-
comes. Conclusions: Such a heterogeneity regarding recovery-related outcomes undermines 
the assessment of the effectiveness of clinical interventions, precludes valid cross-study 
comparisons, and hinders research advancement. Future research should adopt a consensual 
assessment of recovery-related outcomes to allow cross-study comparisons. This lack of defi-
nitional clarity also emphasizes the need for further qualitative studies that capture the view 
of multiple stakeholder perspectives.

Keywords: gambling disorder, recovery, systematic review
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S-6B1

Risk Factors of Internet Addiction among Medical Students during  
the COVID-19 pandemic 

BELINDA JULIVIA MURTANI, TJHIN WIGUNA, MARTINA WIWIE NASRUN, 
ENJELINE HANAFI, KRISTIANA SISTE 

Department of Psychiatry, Faculty of Medicine, Universitas Indonesia—Dr. Cipto Mangunkusumo 
National Central General Hospital, Jakarta 10430, Indonesia 
E-mail: belindamurtani@yahoo.com

Background: Study found that medical students are more prone to mental health prob-
lems. Limitation of academic and social interaction, along with fast adaptation demand in 
the  COVID-19 pandemic circumstances escalate the occurrence of mental health disorders 
among medical students. Internet use also become the alternatives to cope up with stress dur-
ing pandemic that could lead to excessive internet use and increase risk of internet addiction. 
The study was aimed to identify factors associated with internet addiction among medical 
students during COVID-19 pandemic in Indonesia. Methods: A sample of 1,146 participants 
answered an online survey including the Kuesioner Diagnostik Adiksi Internet (KDAI) to 
screen internet addiction, Indonesian version of Self Reporting Questionnaire 20 (SRQ-20), 
and Indonesian version of Rosenberg Self Esteem Scale (RSES). The risk factors of internet 
addiction were assessed using a multivariate logistic regression test. Participants' mean age 
was 20.24 ± 2.15 years and they were originated from public and private medical faculty. Re-
sults: Prevalence of internet addiction during COVID-19 pandemic among medical students 
in Indonesia was 25%. Logistic regression results indicated that emotional problems; purpose 
of internet use for playing online game, social media and entertainment; low self-esteem; on-
set of internet use ≤ 8 years old; and pre-clinical education stage increased the risk of internet 
addiction. Conclusions: Our findings suggests the role of several risk factors associated with 
internet addiction among medical students. Thus, mental hygiene can be implemented as a 
measure to prevent emotional problems and to detect excessive internet use that potentially 
leads to internet addiction.

Keywords: internet addiction, medical students, COVID-19, risk factors

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Session 6B Symposia and parallel sessions 

171 ICBA2023 / August 23–25, 2023 / Incheon, South Korea

S-6B2

Has problematic smartphone use changed from before and three years 
into the pandemic?

TOSHITAKA HAMAMURA1, NAO KOBAYASHI1, TAIKI OKA2, TOSHINORI CHIBA2, 
MASARU HONJO1

1KDDI Research, Inc.
2Advanced Telecommunications Research Institutes International
E-mail: toshitaka.hamamura@gmail.com

Background: According to the literature, smartphone usage has increased during the 
 COVID-19 pandemic (Madigan et al., 2022). Consequently, levels of problematic smart-
phone use (PSU) may also be on the rise. The current study investigated the changes in PSU 
shortly before the COVID-19 outbreak and three years into the pandemic. Method: Initially, 
data were collected on smartphone use and mental health in December 2019. The project was 
extended to investigate the impact of the COVID-19 pandemic. Participants were adults reg-
istered on a research survey company in Japan, carrying smartphones, and aged between 18 
and 70. PSU was measured by Smartphone Addiction Scale, Short Version (SAS-SV; Kwon 
et al., 2013). Data collection took place seven times during the period of December 2019 to 
December 2022. Results: For the first data collection point, 90,122 participants responded to 
the questionnaires, and 15,114 participants for the seventh. The mean (SD) age was 44.82 
(12.53) years old. Decreased changes in SAS-SV were reported with a negligible effect size, 
Cohen's d = –0.09, 95% CI [–0.09, –0.09]. Exploratory analyses suggest that checking the 
pandemic-related information on social networking sites (SNS) was a moderator and as-
sociated positively with the decrease of SAS-SV, β = .001, 95% CI [.001, .001]. Discus-
sion: As more individuals relied on digital technology during the pandemic, they perceived 
smartphone use as slightly less problematic, particularly among individuals who checked the 
pandemic-related information on SNS more often. For many, more smartphone use may have 
been normalized and become adaptive three years into the pandemic.

Keywords: problematic smartphone use, SAS-SV, COVID-19, pandemic, longitudinal study
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S-6B3

The impact of the COVID-19 pandemic on the pattern of behavioural 
addictions: Evidence from a nationwide survey in the Republic of Korea

CHANGGYO YOON1, HAE KOOK LEE2, SEUNG-YUP LEE2

1World Helath Organization, Regional Office for the Western Pacific, Manila, the Philippines
2 Department of Psychiatry, College of Medicine, The Catholic University of Korea, Seoul,  
Republic of Korea

E-mail: yoon.cg@gmail.com

Aims: This study examines the impact of the COVID-19 pandemic on the pattern of behav-
ioural additions by analysing the results of a nationwide survey. Methods: Cross-sectional 
data of 1,017 participants collected by a web-based survey was analysed. The participants 
provided their responses on the pattern of online gaming, smartphone use, gambling, watch-
ing adult content and general mental health such as depressive mood, anxiety, insomnia, and 
quality of sleep. Results: When comparing the time periods of pre- and post-COVID-19, a 
significant increase has been noted in the subjects using their smartphones 3 hours or more 
(46.4% after COVID-19 vs. 35.8% before COVID-19). Among all subjects, 44.3% respond-
ed that the time of smartphone use has increased. The subjects reported that they used smart-
phones for social network services and communication, reading news, and mobile shopping. 
On the other hand, the pattern of online gaming, gambling and watching adult content has not 
shown significant change between pre- and post-COVID-19. Among all respondents, 45.5% 
reported an increased frequency of depressive mood. Conclusion: Because the pandemic has 
caused mental health problems, this study demonstrated that a substantial proportion of the 
study subjects experienced an increase in smartphone use while indicators of other behav-
ioural addictions may show insignificant change. The results of this study suggest continued 
public health attention to smartphone addictions to provide interventions and establish na-
tional policies on behavioural addictions in general.

Keywords: COVID-19, behavioural addiction, mental health, survey
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S-6B4

The impact of COVID-19 anxiety on young adults’ social media 
addiction: The mediating role of depression and intolerance of 
uncertainty

MENG XUAN ZHANG1,2

1Department of Medical Humanities, School of Humanities, Southeast University, Nanjing, China
2 Psychological Research & Education Center, School of Humanities, Southeast University, Nanjing, 
China

E-mail: zhangmengxuan@seu.edu.cn

Background: Since the outbreak of COVID-19, it has had a great negative impact on indi-
vidual’s physical and mental health. Negative emotions related to this pandemic also posed a 
major threat to mental health and increased social media use among young adults. Therefore, 
this study aimed to investigate the relationship between COVID-19 anxiety and social media 
addiction, and further tested the mediation of depression and intolerance of uncertainty on 
such relationship. Methods: This study included 566 university students who aged 18 to 26 
years old in China. All participants filled in an anonymous questionnaire, including main 
variables (i.e., social media addiction, depression, intolerance of uncertainty, and COVID-19 
anxiety), and demographic information (i.e., age and gender). Results: The results showed 
COVID-19 anxiety was positively associated with social media addiction, depression, and 
intolerance of uncertainty. Depression and intolerance of uncertainly also had positive cor-
relations with social media addiction. Moreover, depression and intolerance of uncertainty 
partially mediated the relationship between COVID-19 anxiety and social media addiction, 
respectively. Conclusions: Findings indicated that COVID-19 anxiety would have negative 
effect on social media addiction. It would also raise a higher level of depression as well as 
intolerance of uncertainty, and further increase more severity of social media addiction. The 
study provides insight into factors and mechanisms that contribute to the development of 
social media addiction in young adults.

Keywords: social media addiction, emotional distress, intolerance of uncertainty
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S-6C1

ABC in behavioral addiction neuroimaging:  
Advancing the basic science for better clinical care

KRISTIANA SISTE1, MARC N. POTENZA2 (chairs)
1University of Indonesia, Indonesia
2Yale University

Symposium summary: Behavioral addictions impact people across the globe. While once 
addictions were seen solely by some as substance-based, nowadays a broader range of ad-
dictive behaviors has been considered. Like with substance addictions, precisely deciding 
the boundaries of disorders behavior may be complex, as these behaviors may be conducted 
recreationally by many. Psychometrically validated instruments have been developed for 
both substance and behavioral addictions. Exploring additional state-of-the-art diagnostic 
methods may help with diagnostic assessments and preventation and treatment development. 
This symposium will focus on the use of neuroimaging and its outcomes, along with the 
implications for future studies. Professor Marc Potenza from Yale University will present 
theoretical frameworks for considering treatment of behavioral addictions and data specify-
ing potential neural mechanisms underlying such treatments. Professor Jin-Tao Zhang from 
Beijing Normal University will discuss a study of emotional bias modification and how it 
has been found to weaken game-related compulsivity and reshape frontostriatal pathways in 
individuals with internet gaming disorder as a novel treatment for this disorder. Dr. Kristiana 
Siste from Universitas Indonesia will discuss the presence of an altered resting state network 
in adolescents with problematic internet use, establishing a framework research on for future 
therapeutic measures. Dr. Kosuke Tsurumi from Kyoto University who will present on clini-
cal implications of imaging studies of gambling disorder. This symposium aims to provide 
new diagnostic information on behavioral addictions and mechanisms underlying their treat-
ment.

Keywords: addictive behaviors, gaming, gambling
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S-6C2

Using neuroimaging to understand transitions and treatment outcomes 
in behavioral addictions

MARC N. POTENZA

Yale University

Background: Behavioral addictions, like gambling and gaming disorders, are less well under-
stood than substance addictions. Significant inroads have been made with respect to under-
standing how specific brain mechanisms may underlie recovery from and link to active in-
gredients of specific therapies for substance use disorders. However, less work has been con-
ducted in this regard with respect to gambling and gaming disorders, among other behavioral 
addictions. Methods: In this presentation, data will be presented on substance and behavioral 
addictions, considering how regional brain activations or brain networks identified through 
functional or structural magnetic resonance imaging may link to transitions to recovered 
states. Theoretical frameworks, including the Interaction of Person, Affect, Cognition and 
Execution (I-PACE), reward deficiency and dual process models, and current conceptualiza-
tions of recovery will be discussed. Results: Brain imaging data support the involvement of 
reward, default-mode and salience networks in behavioral addictions. Specific nodes within 
these networks (e.g., striatal, insular and prefrontal cortical) appear relevant to behavioral ad-
dictions transitions and recovery. Conclusions: Paths for moving forward include harnessing 
neuroscientific data to advance treatments for people with behavioral addictions. Integrate 
brain imaging measures into randomized clinical trials may and analyzing obtained data us-
ing traditional and advanced analytic approaches may promote advances towards personal-
ized interventions.

Keywords: addictive behaviors, gaming, gambling
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S-6C3

Emotional bias modification weakens game-related compulsivity  
and reshape frontostriatal pathways in internet gaming disorder

JIN-TAO ZHANG1, LU-LU WU1, JIA-HUA XU2, KUN-RU SONG1, NAN ZHOU3,  
LIN-XUAN XU1, MARC N. POTENZA4

1 State Key Laboratory of Cognitive Neuroscience and Learning and IDG/McGovern Institute for 
Brain Research, Beijing Normal University, Beijing, China

2 Chinese Institute for Brain Research, Beijing, China and Max Planck University College London 
Centre for Computational Psychiatry and Ageing Research, University College London, London, UK

3Faculty of Education, Beijing Normal University, Beijing, China
4Yale University

Background: Internet gaming disorder (IGD) is a global concern. Positive emotional asso-
ciation biases (EABs) towards addiction cues based on reward conditioning may underlie 
IGD-associated compulsivity. Interventions targeting compulsivity in IGD have not been 
adequately tested. Method: We developed an EAB modification (EABM) protocol and ex-
amined whether modifying EABs via cognitive training would alter neurocognitive aspects 
of addiction-associated compulsivity in IGD. We recruited 90 IGD participants who were 
randomly assigned to receive EABM or sham training in a 1:1 ratio. The EABM interven-
tion involved six consecutive days of exposure to negative emotional terms linked to gam-
ing stimuli and positive terms linked to non-gaming healthy-alternative stimuli. The sham 
training involved similar stimuli linked to neutral words. Participants underwent fMRI while 
performing a regulation-of-craving task and received several behavioral assessments pre-
training, post-training, and follow-ups. Primary efficacy measures were changes in gaming-
related positive EABs, compulsive gaming thoughts and behaviors and IGD severity. Re-
sults: Behaviorally, EABM (versus sham) training decreased gaming-related positive EABs, 
compulsive gaming thoughts and behaviors and IGD severity. Neurally, EABM training in-
volved decreased activation in the bilateral dorsal striatum in the regulation-of-craving task 
and altered left-dorsal-striatum-centric functional connectivity with ventral prefrontal corti-
cal regions, which correlated with decreases in gaming-related EABs or compulsive gaming 
thoughts and behaviors. EABM training also implicated activation changes in the right me-
dial frontal gyrus and posterior insula. Conclusion: EABM may reduce compulsive gaming 
thoughts and behaviors via reshaping functional organization of frontostriatal pathways and 
insular activity in IGD. The therapeutic potential of EABM should be further examined.

Keywords: addictive behaviors, gaming, fMRI
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S-6C4

Altered resting-state network in adolescents with problematic internet 
use in Indonesia

KRISTIANA SISTE1, JACUB PANDELAKI2, JUN MIYATA3, NAOYA OISHI4,  
KOSUKE TSURUMI3, HIRONOBU FUJIWARA5, TOSHIYA MURAI3,  
MARTINA WIWIE NASRUN1, TJHIN WIGUNA1, SAPTAWATI BARDOSONO6,  
RINI SEKARTINI7, RIZA SARASVITA8, BELINDA JULIVIA MURTANI1,  
LEE THUNG SEN1, KARINA KALANI FIRDAUS1

1 Department of Psychiatry, Faculty of Medicine, Universitas Indonesia—Dr. Cipto Mangunkusumo 
National Central General Hospital, Jakarta 10430, Indonesia

2 Department of Radiology, Faculty of Medicine, Universitas Indonesia—Dr. Cipto Mangunkusumo 
National Central General Hospital, Jakarta 10430, Indonesia

3 Department of Psychiatry, Graduate School of Medicine, Kyoto University, Kyoto 606-8501, Japan
4Medical Innovation Center, Graduate School of Medicine, Kyoto University, Kyoto 606-8501, Japan
5 Department of Neuropsychiatry, Graduate School of Medicine, Kyoto University, Kyoto 606-8501, 
Japan

6 Department of Clinical Nutrition, Faculty of Medicine, Universitas Indonesia—Dr. Cipto 
Mangunkusumo National Central General Hospital, Jakarta 10430, Indonesia

7 Department of Pediatrics, Faculty of Medicine, Universitas Indonesia—Dr. Cipto Mangunkusumo 
National Central General Hospital, Jakarta 10430, Indonesia

8Faculty of Psychology, Soegijapranata University, Central Java 50234, Indonesia

Background: The prevalence of problematic internet use (PIU) has been on the rise, with 
an estimated rate of 20% among Southeast Asian. The resting-state functional connectivity 
(rsFC) of a triple-network model has been described inconsistently in PIU adolescents. Meth-
ods: A total of 30 subjects with PIU and 30 healthy Indonesian adolescents were recruited. 
IAT was used to determine the presence of PIU. Focusing on the DMN, SN, and CEN, we 
compared rsFC values of the fMRI between PIU and control groups. Additionally, associa-
tions with personality traits, utilizing Temperament and Character Inventory, and affective/
behavioral problems, using the Strength and Difficulties Questionnaire, were explored. Re-
sults: Higher rsFC values of the left lateral prefrontal cortex (LPFC(L)) with the left anterior 
insula were observed for PIU than in control. While rsFCs of the LPFC(L) with the medial 
PFC (MPFC) as well as with the right lateral parietal cortex were lower for PIU. Among 
these significant group differences, the rsFC between the LPFC(L) and MPFC was mediated 
by emotional symptoms (standardized β=−0.12, 95% CI −0.29,−0.0052).The dysfunctional 
attention switching and incentive salience regulated by the SN was implicated as a possible 
neural correlate of PIU,potentially explaining the relationship between emotional dysregula-
tion and PIU in adolescents. Conclusion: Increased connectivity between the nodes of the 
CEN-SN and decreased connectivity among the nodes of the CEN-DMN were found among 
PIU adolescents. These findings suggest an underlying neural mechanisms of poor cognitive 
and emotional response inhibition, which is a potential intervention target for PIU. 

Keywords: resting state, functional connectivity, adolescent, internet addiction, triple-network model, 
emotional symptoms
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S-6C5

The clinical implication from imaging studies of gambling disorder

KOSUKE TSURUMI

Department of Psychiatry, Graduate School of Medicine, Kyoto University, Kyoto 606-8501, Japan

Background: Gambling disorder (GD) is a common behavioral addiction which affects the 
well-being of patients and those around them in multiple ways (e.g., large debts and in-
terpersonal problems). Although imminent casino opening and the high prevalence of GD 
in Japan, countermeasures to tackle GD are behind schedule. This delay might stem from 
diverse factors. These factors are exemplified by stigma, large treatment gaps, low treatment 
persistence and lack of effective pharmacotherapy. To tackle this situation, incorporating dif-
ferent perspectives, such as neuroimaging findings, might help to establish better intervention 
and prevention. Methods: Summarizing our functional and structural magnetic resonance 
imaging studies of GD, clinical implication will be proposed. Results: Some of our studies 
of showed associations between neural activity or connectivity strength and the duration of 
illness or abstinence of GD. Other studies showed heterogeneity in GD. Discussion: These 
findings underscore the importance of early diagnosis and intervention as well as the need 
for the importance of subtype-based interventions, providing insight regarding how to refine 
interventions for GD. 

Keywords: behavioral addiction, gambling disorder, magnetic resonance imaging
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S-6D1

Are gaming disorder diagnostic tools based on the DSM-5 framework 
conflating core and peripheral addiction criteria?

FILIP NUYENS1, LOÏS FOURNIER2, JOËL BILLIEUX2,3

1Psychology Department, Nottingham Trent University, Nottingham, United Kingdom
2Institute of Psychology, University of Lausanne, CH-1015 Lausanne, Switzerland
3Center for Excessive Gambling, Addiction Medicine, Lausanne University Hospital (CHUV),  
CH-1011 Lausanne, Switzerland
E-mail: filip.nuyens@ntu.ac.uk

Background and aims: Gaming disorder, since its first conceptualization as a behavioral 
addiction, has been assessed through various scales and associated criteria. These criteria, 
according to Charlton and Danforth (2007), can be divided in two categories representing 
either core addiction features or peripheral features not necessarily indicative of a problem-
atic behavior. Nonetheless, peripheral features have been included in the tentative Internet 
Gaming Disorder DSM-5 diagnostic. The current study therefore aimed to test whether the 
distinction between core and peripheral features can be reproduced using a screening instru-
ment inspired from the DSM-5 framework. Methods: Open access data retrieved from the 
OpenScienceFramework (https://osf.io/v4cqd/) comprising data for the DSM-5-based Inter-
net Gaming Disorder Test (IGDT-10) were used (N = 6,027). Data were analyzed through 
structural equation modeling and network analyses. Results: The analyses yielded four struc-
tures for the IGDT-10, one replicating the original unifactorial model, and three suggesting 
bifactorial models with minor variations between them. Overall, the first factor (e.g., with-
drawal, loss of control) corresponded to the core addiction features identified by Charlton 
and Danforth, whereas the second factor (e.g., preoccupation, tolerance) corresponded to the 
peripheral features. Discussion and conclusions: The present results indicated that the IGDT-
10 conflates core and peripheral criteria. These findings therefore suggest that the DSM-5 
framework is not well positioned to distinguish between problematic and non-problematic 
gaming behavior.

Keywords: gaming disorder, IGDT-10, network analysis
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S-6D2

Development and validation of structured diagnostic Interview  
of gaming disorder(SDI-GD) based on the ICD-11 criteria

SUN JUNG KWON1, YENA KIM1, HAE KOOK LEE2, SULKI CHUNG3,  
SOOK-HEE IM4, ESTHER KIM1, JAE SEOK KWAK1

1Korea Baptist Theological University, Republic of South Korea
2Catholic University of Korea
3Chung-Ang University
4Konyang Cyber University
E-mail: kyena823@hanmail.net

Objective: The purpose of this study was to develop and verify the gaming disorder diag-
nostic interview(SDI-GD) based on the ICD-11 criteria for gaming disorder. Methods: The 
criteria for the diagnostic interview tool were set to the three core criteria of ICD-11 gaming 
disorder(impaired control, increasing priority, continuation or escalation of gaming despite 
the occurrence of negative consequences) and functional impairment. To develop prelimi-
nary items of SDI-GD were created based on information obtained through literature review, 
in-depth interviews with game users and guardians, and expert consultation. Next, a prelimi-
nary survey was conducted to evaluate the validity of the preliminary questions of the SCI-
IGD, recruiting a total of 41 adolescents and adults from community and clinical settings. In 
the preliminary survey, the final diagnostic interview tool items were confirmed by reviewing 
the items in which the diagnostic evaluations of psychiatrists and clinical psychologists were 
inconsistent, and the items were modified. In this study, 76 adolescents and 56 adults who 
regularly use games were recruited to review the psychometric properties of the final ques-
tion. As for the analysis method, to evaluate the reliability of the developed game use disor-
der diagnosis interview questionnaire, the degree of agreement between general interviewers 
was confirmed. The degree of agreement and the degree of agreement of diagnosis results of 
gaming disorder were analyzed. In addition, to evaluate the predictive power of the diagnosis 
of game use disorder, the degree of agreement between the diagnosis result of the psychiatrist 
and the general interviewer was confirmed, and the kappa value was used for each evaluation 
result of the psychiatrist and the two general interviewers. The degree of agreement between 
each diagnosis criterion for use disorder and the final diagnosis was analyzed. Finally, the 
validity of the tool was verified by analyzing the classification sensitivity and specificity of 
the diagnostic interview tool using ROC analysis. Results: First, to evaluate the reliability of 
SDI-IGD, the kappa value was used to analyze the degree of agreement between two general 
interviewers who conducted diagnostic interviews using the same interview tool. As a result 
of the analysis, the agreement of each criterion for each item showed a high kappa value of 
.920 to 1.00, and the agreement of each criterion showed a kappa value of 1.00 except for 
criterion N (.984), which confirmed a very high level of agreement. could In addition, the de-
gree of concordance between the diagnosis of gaming disorder was 1.00, and the evaluations 
of the two general interviewers were consistent, confirming the high reliability of the inter-
view questionnaire for diagnosing gaming disorder. Second, the diagnostic agreement be-
tween SDI-IGD and the diagnostic findings of psychiatrists was excellent. The concordance 
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between the diagnosis of gaming disorder by a psychiatrist and the diagnosis of gaming 
disorder by two general interviewers using an interview tool showed a high kappa value of 
.9 or higher in all criteria (.902 to .976). The final diagnosis of gaming disorder also showed 
a very high level of concordance at .976. In addition, in the ROC analysis to confirm the 
classification sensitivity and specificity of the interview tool, the sensitivity and specificity 
were higher than .94 in all criteria, and the classification sensitivity of the final game disorder 
diagnosis was .963 and the specificity was 1.00, which is very high. levels of sensitivity and 
specificity. These analysis results can be seen as the result of objectively confirming that the 
game use disorder diagnosis interview questionnaire developed in this study is a valid tool 
for diagnosing gaming disorder.

Keywords: Gaming Disorder, ICD-11, development and validation, structured diagnostic interveiw, 
SDI-GD

S-6D3

Development and validation of the Korean Gaming Disorder Screening 
Scale based on the ICD-11 criteria

YENA KIM1, SUN JUNG KWON1, SULKI CHUNG2, HAE KOOK LEE3, ESTHER KIM1, 
JAE SEOK KWAK1, SUYOUNG LEE2

1Korea Baptist Theological University
2Chung-Ang University
3Catholic University of Korea
E-mail: kyena823@hanmail.net

The purpose of this study was to develop and validate a gaming disorder screening scale 
based on the ICD-11 criteria for Gaming disorder. 12 main items and 5 supplementary items 
were created to measure functional impairment and the three basic criteria of ICD-11 for 
gaming disorder. A total of two samples were used to select items and analyze psychometric 
properties. The first sample was collected from 252 adolescents and adults who had regular 
game use experience, some of which corresponded to Repeated measurement data were col-
lected after 6 weeks on 202 subjects. The second sample data was collected from 132 people 
in the game disorder subclinical group. In both samples, a single-factor model best explained 
the data. A total of 9 questions were finally selected among the main questions, and the ques-
tions showed high factor loadings and reliability. In addition, as a result of evaluating validity 
through correlation analysis with factors related to gaming disorder, all showed excellent 
official validity and convergent validity. As a result of the ROC analysis, the total score was 
determined as 10 points for the criteria for the classification of game disorder risk groups in 
the finalized selection tool.

Keywords: gaming disorder, ICD-11, screening scale, scale development and validation
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S-6D4

Psychometric properties of the Video Game Dependency Scale  
and the assessment of hazardous gaming in children

SONJA KEWITZ1, KATHARINA LEO1, FLORIAN REHBEIN2,  
KATAJUN LINDENBERG1

1Goethe-Universtiy Frankfurt, Germany
2FH Münster, Germany
E-mail: kewitz@uni-mainz.de

Background and aims: Since the (Internet) Gaming Disorder (IGD) has been included in 
classification systems, interest in this disorder has increased constantly. The Video Game 
Dependency Scale (CSAS; Rehbein et al. 2015) is a questionnaire that is commonly used and 
well researched. It is one of many valid questionnaires that can be applied within adolescents 
and adults. However, in practice risky gaming behaviour can already be observed in children. 
Yet, no diagnostic tool for that age group exists. Against this background, this study aims 
to test if the CSAS shows comparable psychometric properties in children and to test if the 
CSAS is fit to assess Hazardous Gaming in children. Methods: For the current study, CSAS 
data from N = 708 schoolchildren and N = 169 patients of a psychotherapeutic outpatient 
clinic were collected. The school children were in primary or high schools in the Rhine-
Neckar metropolitan region. Patients were in treatment for mental disorders in general. The 
CSAS was filled in by a legal guardian, mostly parents. Data from 8- to 12-year-olds (M = 
10.25, SD = 0.90) were investigated. The data were first analysed descriptively at the over-
all and item level. Reliability and factor analyses were carried out afterwards. Results: The 
psychometric properties in the child sample are comparable to the psychometric properties 
in adolescents. Of the children, 2.8 % fulfil enough criteria for an IGD, 10.2 % fulfil enough 
criteria for a subthreshold IGD and 10.4 % for Hazardous Gaming. Discussion and conclu-
sion: An adjusted version of the CSAS is suggested on the basis of the analyses. This shall 
help to detect risky computer game use in children prospectively.

Keywords: Internet Gaming Disorder, diagnostics, questionnaire, psychological assessment, children
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S-6E1

Challenging the components model of addiction: an illustration through 
“addictive” use of social media

LOÏS FOURNIER1, ADRIANO SCHIMMENTI2, ALESSANDRO MUSETTI3, 
VALENTINA BOURSIER4, MAÈVA FLAYELLE1, ILARIA CATALDO5,  
VLADAN STARČEVIĆ6, JOËL BILLIEUX1,7

1 Institute of Psychology, University of Lausanne, Quartier UNIL-Mouline, Bâtiment Géopolis,  
CH-1015 Lausanne, Switzerland

2 Faculty of Human and Social Sciences, Kore University of Enna, Cittadella Universitaria,  
94100 Enna, Italy

3 Department of Humanities, Social Sciences and Cultural Industries, University of Parma,  
Borgo Carissimi 10, 43121 Parma, Italy

4 Department of Humanities, University of Naples “Federico II”, Via Porta di Massa, 1 – 80133 
Naples, Italy

5 Department of Psychology and Cognitive Science, University of Trento, Corso Bettini, 31 – 38068 
Rovereto, Trento, Italy

6 Faculty of Medicine and Health, Sydney Medical School, Nepean Clinical School,  
University of Sydney, Penrith, NSW 2751, Australia

7 Center for Excessive Gambling, Addiction Medicine, Lausanne University Hospital (CHUV), 
Lausanne, Switzerland

E-mail: lois.fournier@unil.ch

Background and aims: he components model of addiction posits that all addictions share 
six components, namely salience, tolerance, mood modification, relapse, withdrawal, and 
conflict. This highly influential model has resulted in the development of numerous psycho-
metric instruments that measure addictive behaviors according to these criteria. However, 
recent research suggests that, particularly in the context of behavioral addictions, certain 
components constitute peripheral features that do not distinguish intensive but healthy be-
havior from pathological behavior. Using “addictive” use of social media as a representative 
example, we examined this perspective by testing whether these six components actually 
assess central features of addiction, or whether some of them constitute peripheral features 
that are not indicative of a disorder. Methods: Four independent samples totaling 4,256 par-
ticipants from the general population completed a six-item psychometric instrument derived 
from the components model of addiction to assess social media “addiction” along with four 
psychometric instruments assessing psychopathological symptoms. Data were analyzed by 
performing structural equation modeling and network analyses. Results:We showed that the 
six components did not form a unitary construct and, crucially, that some components (i.e., 
salience, tolerance) were not associated with measures assessing psychopathological symp-
toms. Discussion and conclusions: Taken together, these results suggest that psychometric 
instruments based on the components model conflate central and peripheral features of ad-
diction when applied to behavioral addictions. This implies that such instruments pathologize 
common behaviors. Our findings call for reconsideration of the conceptualization and assess-
ment of behavioral addictions beyond “addictive” social media use.

Keywords: behavioral addiction, components model, network analysis, problematic social media use, 
structural equation modeling analysis
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S-6E2

Predicting adolescents’ problematic social media use from profiles of 
Internet-specific parenting practices and general parenting dimensions

SUZANNE GEURTS1, INA KONING2, HELEN VOSSEN1,  
REGINA VAN DEN EIJNDEN1

1Utrecht University, The Netherlands
2VU Amsterdam, The Netherlands
E-mail: s.m.geurts@uu.nl

Background: Although both Internet-specific and general parenting have been linked to ado-
lescents’ problematic social media use (PSMU), until now they have been investigated as 
separate predictors of adolescents’ PSMU. As specific parenting practices occur in the broad-
er general parenting context, this study examined how different Internet-specific parenting 
practices (Internet-specific rule setting, reactive restrictions towards Internet use, and co-use) 
and general parenting dimensions (responsiveness and autonomy-granting co-occur, and act 
together in predicting adolescents’ PSMU. Additionally, adolescents’ age and gender were 
tested as moderators. Method: Four-wave adolescent data of the Digital Family project were 
used (N=400, M = 13.51, SD = 2.15). Results: Latent profile analysis identified three distinct 
parenting profiles: (1) Internet use restrictions in less supportive parenting context (13.5%), 
(2) fewer Internet use restrictions in supportive parenting context (25.5%), and (3) Internet 
use restrictions in supportive parenting context (60.8%). Membership to profile 2 (fewer In-
ternet use restrictions in supportive parenting context) predicted lower scores on PSMU later 
in time than membership to profiles 1 (Internet use restrictions in less supportive parenting 
context) and 3 (Internet use restrictions in supportive parenting context). Besides, member-
ship to profile 3 (Internet use restrictions in supportive parenting context) predicted lower 
scores on PSMU than membership to profile 1 (Internet use restrictions in less supportive 
parenting context). No convincing moderation effects were found. Conclusions: These find-
ings suggest that a supportive general parenting context rather than Internet use restrictions 
should be the focus when considering the prevention of adolescents’ PSMU. Restricting In-
ternet use may even be counterproductive.

Keywords: adolescents’ problematic social media use, parenting profiles, Internet-specific parenting 
practices, general parenting dimensions
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S-6E3

Couple’s problematic social media use, time perspective and pregnant 
woman’s mood

MALGORZATA SOBOL1, KONRAD JANKOWSKI1, AGATA BLACHNIO2,  
MICHAL MEISNER1

1University of Warsaw, Poland
2John Paul II Catholic University of Lublin, Poland
E-mail: malgorzata.sobol@psych.uw.edu.pl

The aim of the study was to investigate the associations of pregnant woman’s and her part-
ner’s problematic social media use and time perspective with woman’s prenatal depression 
symptoms and affective balance. The participants were 85 pregnant women and their part-
ners. Research was conducted in the first trimester. The Zimbardo Time Perspective Inventory 
and the Facebook Intrusion Questionnaire were used to measure woman’s and her partner’s 
time perspective and social media problematic use, respectively. Moreover, the Edinburgh 
Postnatal Depression Scale and the Scale of Positive and Negative Experience (SPANE) 
were administered solely in the group of women. Women completed the SPANE on seven 
consecutive days, using a mobile phone application. The results showed the associations of 
woman’s past negative and fatalistic perspectives with social media problematic use, prena-
tal depression and low affective balance. Man’s future negative perspective was positively 
correlated to man’s social media problematic use and woman’s prenatal depression and low 
affective balance. There was the indirect effect of man’s problematic social media use on 
woman’s low affective balance through woman’s future negative time perspective. The pre-
sented results emphasize the contributing role of social media use in prenatal depression and 
may find application in prevention programs against prenatal depression, that would focus on 
teaching healthy use of social media during pregnancy.

Keywords: social media intrusion, pregnancy, prenatal depression, affective balance
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S-6E4

Symptoms of Internet Gaming Disorder and Social Media Disorder  
Are Predicted by Different Emotion Regulation Deficits in Adolescents:  
A Longitudinal Study

INA NEUMANN1, JULIA LARDINOIX1, LUTZ WARTBERG2,  
KATAJUN LINDENBERG1

1Goethe University Frankfurt, Germany
2MSH Medical School Hamburg, Germany
E-mail: neumann@psych.uni-frankfurt.de

Background: Previous studies identified deficient emotion regulation as a risk factor for de-
veloping Internet Use Disorders (IUDs). Currently, Internet Gaming Disorder (IGD) and 
Social Media Disorder (SMD) are the most studied IUDs in adolescents. Adolescence is a 
critical period for developing emotion regulation skills. Yet it is unclear which deficits in 
emotion regulation are linked to the development of IGD and SMD. Methods: In a longitu-
dinal study, a total of N = 750 adolescents from German secondary schools between 12 and 
18 years were assessed at baseline (t1) and re-assessed 4 months later (t2) with the Internet 
Gaming Disorder Scale, the Social Media Disorder Scale and the Short Form of the Deficits 
in Emotion Regulation Scale. Results: Difficulties in emotion regulation could be identified 
as risk factors for developing IGD and SMD. Furthermore, symptoms of IGD and SMD were 
predicted by different aspects of emotion regulation. Conclusion: This is the first longitudinal 
study that examines specific deficits in emotion regulation as a risk factor for developing IGD 
and SMD in adolescents. Further research is needed to replicate the results and to investigate 
the associations between emotional dysregulation and other specific IUDs. Implications for 
prevention and therapy are discussed.

Keywords: Internet Gaming Disorder, Social Media Disorder, Emotion regulation, Adolescents, Lon-
gitudinal study
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S-6E5

Problematic use of social networks und online buying/shopping:  
Are they really different disorders or do the similarities outweigh the 
differences?

ELISA WEGMANN1, SILKE M. MÜLLER1, ANNICA KESSLING1,  
MAITHILEE JOSHI2, ELTJE IHLE2, OLIVER T. WOLF3, ASTRID MÜLLER2

1 General Psychology: Cognition and Center for Behavioral Addiction Research (CeBAR),  
University of Duisburg-Essen, Germany

2 Department of Psychosomatic Medicine and Psychotherapy, Hannover Medical School, Hannover, 
Germany

3Department of Cognitive Psychology, Ruhr-University Bochum, Germany
E-mail: annica.kessling@cognition-ude.de

Theoretical Background: With the increasing convergences of online applications, shopping 
no longer takes place exclusively on e-commerce platforms, but also on social networks. Pre-
vious studies have been able to draw certain similarities but also differences between online 
compulsive buying-shopping disorder (oCBSD) and social-networks-use disorder (SNUD). 
This prompts the investigation of individuals with oCBSD or SNUD in terms of their usage 
behaviors and personality traits. Methods: In an experimental setting, we compare women 
with either oCBSD or SNUD regarding sociodemographic variables, use time of the first-
choice application, oCBSD/SNUD severity (ACSID-11), general internet use, impulsivity 
(BIS-15), materialism (MVS), and perceived chronic stress (TICS). Results: Results showed 
differences in age, qualification, and daily usage. Higher materialistic values were observed 
in women with oCBSD compared to women with SNUD. The groups did not differ regarding 
their general internet use, impulsivity, and stress vulnerability. However, stress vulnerability 
could be shown as predictor of the symptom severity for women suffering from SNUD but 
not from oCBSD. Discussion: The results suggest both similarities and differences in the 
characteristics of oCBSD and SNUD. Future research may address the technological features 
potentially contributing to oCBSD or SNUD as well as affective and cognitive mechanisms 
involved in either oCBSD or SNUD or in the convergence of the two types of Internet-use 
disorders.

Keywords: online compulsive buying-shopping disorder, social network use disorder, usage behavior
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S-6F1

Behavioural addiction & gender differences with a female perspective: 
Session 2

FULVIA PREVER (chair)

SUN(N)COOP, ITALY, Italy

Symposium summary: Literature and studies on women and Gambling Disorder and other 
Behavioural Addictions are scarce, both in Europe and worldwide. The existing data are 
often not specific to female population but inferred from mostly male samples. Nevertheless, 
more and more women are affected by pathological gambling and other non-substance relat-
ed addictions, even if they rarely ask for help: so, with little specific data, it is not easy to have 
dedicated research and understanding of peculiarities of this invisible population. Because of 
the crucial role in family and society, women’s addictive behaviours may have a deep impact 
on their social and personal life. One key point, beyond the shame issue, is that women often 
experience great difficulty in finding appropriate treatment services. Most health clinics are 
not “female friendly”, and very rarely offer female-specific treatment approaches and preven-
tion strategies. That is why it is so important to learn from our experiences as researchers and 
clinicians, sharing data from all over the world to enrich our understanding of these issues. 
That’s the aim of our new book “Behavioural Addiction in Women: An International Female 
Perspective on Treatment and Research”, F. Prever, G. Blycker & L. Brandt, which gather 
transcultural contributions to compare, discuss and improve research and treatment for the 
women on whose behalf we are working on.

Keywords: gender, women, behavioural addictions
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S-6F2

Higher burden of withdrawal symptoms, depressive mood, loneliness, 
anxiety, and agitation among women with Internet gaming disorder 
(IGD) in South Korea

SOO-YOUNG BHANG

Department of psychiatry, Nowon Eulji University Hospital; Nowon Community Addiction 
Management Center, Nowongu, Seoul, Korea

From the survey on smartphone overdependence in 2020 in South Korea by ‘Ministry of 
Science and ICT(MSIT)’, the high- risk group was 3.7% and the potential risk group was 
18.4% in 2020 for smartphone addiction in women. Since there has been little literature on 
female behavioral addiction in the past, the secondary data of the Nowon- gu Addiction Cen-
ter project were analyzed. The survey was conducted in 2017 and included 3,937 students. 
Of the total 3,593, 62 (1.7%) women showed high risk for the Internet gaming disorder. The 
symptoms of depression, anxiety, and withdrawal of female were significantly higher than 
that of male. Further identification of the factors that cause a higher burden in women with 
Internet Gaming Disorder (IGD) in Korea will provide a basis for establishing policies ap-
propriate for women.

S-6F3

Gender and specific impulsivity profile in adults with ADHD

CHIARA CECCHELLI, CORINNA MORADEI

Brain Center, Firenze, Italy

Background: Impulsivity is a core feature of attention-deficit hyperactivity disorder (ADHD). 
From the literature gender differences in the phenotypic expression of ADHD include a great-
er tendency for females to present predominantly inattentive symptoms and more rarely hy-
peractive/impulsive symptoms than males. This aspect is often proposed as an explanation 
for the greater rates of ADHD diagnosis in males. Methods: 80 adult ADHD outpatients (40 
males and 40 females), recruited at the Brain Center Firenze, were evaluated collecting de-
mographic variables, using psychometric instruments and neuropsychological tests, in order 
to highlight gender differences in clinical presentation. Psychometric tests evaluated depres-
sive symptoms, ADHD symptoms, presence of Behavioral Addictions. Neuropsychological 
assessment using computerised and non-computerised instruments allows us to highlight at-
tention, response time, inhibitory control and executive functions. Results: The results of the 
comparison between males and females, in impulsivity profile evaluated by means of neuro-
psychological assessment and its correlation with Behavioral Addictions, will be presented, 
with specific focus on female population.
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S-6F4

Self-discrepancy, shame-proneness, and negative emotional symptoms 
in individuals with excessive exercise behavior, and their relationships 
with gender

İLAYDA MUTLU1, MERVE DENIZCI NAZLIGÜL2

1Yeditepe University, Turkey
2Independent Researcher, Singapore

Background: Evidence has shown that exercise behavior might be problematic if it turns into 
an addiction. It is suggested that exercise addiction is closely linked to coping with negative 
emotional experiences; however, why those individuals struggle with their negative emotions 
remains unclear. The present study aimed to examine the mediator roles of shame-proneness 
between self-discrepancy (i.e., ideal, and undesired) and negative emotional symptoms in in-
dividuals with excessive exercise behavior, considering gender. Moreover, gender differenc-
es in each study variable were also explored. Methods: A total of 178 participants (M age = 
32.7, SD = 9.7) including 91(51,1%) males and 87 (48,9%) females were recruited. The par-
ticipants were asked to complete the Exercise Dependence Scale-21, Integrated Self-Discrep-
ancy Index, Test of Self-Conscious Affect-3, and Depression, Anxiety, and Stress Scale-21. 
PROCESS Macro 4.0 was used for simple and moderated mediation analyses. Independent 
samples t-test analysis and content analysis were conducted to examine group differences. 
Results: The results showed self-discrepancy (i.e., both ideal and undesired) was associated 
with negative emotional symptoms through shame-proneness; however, the moderating ef-
fect of gender was not significant. Females had lower levels of ideal self-discrepancy and 
exercise addiction. On the other hand, their shame and negative emotional symptom levels 
were higher compared to males. Additionally, the content analysis for ideal self-discrepancy 
and undesired self-discrepancy revealed some differences between genders. Conclusion: The 
present study provides new insights into how the way individuals with excessive exercise be-
havior look at themselves and experience their negative emotions, with specific consideration 
on the female population harms.
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S-6F5

Women & gambling: A case study on their relational system aspects 
(family&friends and care services) and criminological aspects

SARA SBARAGLI

University of Cassino and Southern Lazio

The hypothesis of the presented research is based on the idea that treating female gambling 
necessarily means contextualizing it by recognizing the plurality of socio-relational, politi-
cal-economic, regulatory and criminological dimensions as predictive factors or amplifiers 
of gambling behaviors. The study, built on a qualitative methodological design, detects the 
relational system of female gambling and some criminological aspects: the relationship with 
the game that is the modes of use and the places of gambling, the personal meanings of gam-
bling and the condition of dependence; the relationships between female and male gamblers 
and family members; the proximity to deviant environments and relationships with recovery 
services. The ultimate goal is to understand the complexity of traditional and online female 
gambling, considering the significant changes related to the increasingly feminized gambling 
market, the nature of increasingly additive games and the more markedly social dimension 
(and therefore sociological) of female gambling in front of local specificities due to Covid-19 
that has revised the spaces, times and structures of individual biographies, of the city and 
the individual districts within the public space and in the aftermath of the consequent health 
and economic crisis, whose effects affect gambling behaviors. Among the main outcomes 
we find the victimological dimension of female gambling. Funding: The research entitled 
“Gambling, female gamblers and social networks” was promoted by the Fondazione IPSSER 
- Istituto Petroniano Studi Sociali Emilia-Romagna.

S-6F6

Food Addiction in the adult Indonesian female population

EVA SURYANI, DURROTUL IKRIMAH, EVELINE WIDJAJA,  
CHRISTIANY SUWARTONO

Atma Jaya Catholic University and Hospital

This study aimed to determine how common Food Addiction (FA) is in the adult Indonesian 
female population and what factors may contribute to FA. A total of 194 Indonesian wom-
en completed the Yale Food Addiction Scale 2.0 (YFAS 2.0) and a questionnaire to assess 
socio-demographic characteristics, Body Mass Index, and their eating habits. Less than four 
percent (3.6%) of participants met the threshold for FA (85.7% severe FA and 14.3% moder-
ate FA). Among those with FA, the majority were obese (57.1%) and exhibited a preference 
for high-sugar and flour-containing foods. Withdrawal symptoms were the most commonly 
reported symptom among participants with FA.
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S-6G1

Conditioned Reflex Control Technique(CRCT) for behavioral addiction

SANG WOON PARK

Daedong Hospital, Korea, Republic of South Korea (chair)

Symposium summary: CRCT bases its phenomenon on Pavlov’s classical conditioning the-
ory to explain why pathological behaviors are repeated even with various pharmacological 
and cognitive behavioral treatments. CRCT was initially designed to help drug addictions, 
but now it is a widely used treatment for general addictions such as alcoholism, sexual prob-
lems, kleptomania, pathological gambling, eating disorder, obsessive compulsiveness, and 
self-harm. This abstract will address the effectiveness of the Conditioned Reflex Control 
Technique when treating patients with various behavioral addictions.

Keywords: CRCT, Conditioned reflex control technique, behavioral addiction, pavlov, Conditioned 
reflex

S-6G2

Mechanism of behavioral addictions and their treatment

SHINJI HIRAI

National Hospital Organization Shimofusa Psychiatric Medical Center

Living organisms can exist through physiological activities such as defense, nutrition (feed-
ing), and reproduction. Species of animals that survived had a tendency to reinforce the neu-
ral activity that resulted in successful physiological behavior, and a tendency to inhibit the 
neural activity which resulted in unsuccessful physiological behavior. Non-human animals 
have only one behavioral center- The First Signal System; This is the center that reproduces 
past successful physiological behavior through reflexes. Humans have two behavioral cen-
ters – The First Signal System and the Second Signal system. The Second Signal System al-
lows them to think and create successful social behaviors for the future. These two behavioral 
centers receive stimuli from the environment. They operate and stimulate each other but each 
system operates in its own way. When the two systems are operating in different directions, 
the stronger system drives the behavior. Behavioral Addiction is a condition in which the 
First Signal System controls a particular behavior and the Second Signal System fails to stop 
that behavior. The basic method of Conditioned Reflex Control Technique is to introduce 
stimuli related to the problematic behavior, in a controlled setting that does not produce a 
physiological reward or similar response. The problematic neural activities are suppressed 
by the repetition of a non-rewarded behavior causing it to weaken and die out. The second 
signal system then becomes dominant and the problematic behavior ceases to occur. In this 
method about 90% of the patients who initially experienced a strong response, had a weak-
ened response.
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S-6G3

Our CRCT (Conditioned Reflex Control Technique) centered approach 
toward cases related to socially inappropriate Sexual behaviors

NAHOMI HASEGAWA

Hotto Station Odori Koen Mental Clinic

Hotto Station is a multifunction psychiatric clinic. We have various initiatives for law of-
fending clients, including psychiatric daycare programs, job assistance, drug detection kits, 
addiction meetings, interviews with narcotics officers, care conferences and CRCT. In our 
clinic we have been practicing CRCT for various problems such as sexually inappropriate 
behaviors, drug addiction, kleptomania, pathological gambling, and so on. We analyzed the 
outcome of the CRCT treatment of 102 male clients whose inappropriate sexual behavior 
led to police intervation. Each was treated with CRCT from December 2010 to the end of 
December 2022. According to the statistics from the Ministry of Justice, the re-offending rate 
of persons who were not eligible for parole and released after completing their sentence was 
19.5% within 1 year after released. The re-offending rate of sex offenders who have not par-
ticipated in a CBT (Cognitive Behavior Therapy) program but were released on parole was 
12.7% within 1year after released. And the re-offending rate of persons who participated in 
a CBT program while in prison and then while post-parole probation was 5.6% within 1year 
after released (2015). In our program, the re-offending rate of sex offenders who carried out 
CRCT was 4.2% within 1 year after release We think that CRCT can contribute to reducing 
the rate of re-offending of sex offences. However, because of different underlying conditions 
it is not possible to simply compare the results.

S-6G4

Conditioned Reflex Control Technique (CRCT) for challenging cases of 
behavioral addictions

SANG WOON PARK

Daedong Hospital

Daedong hospital runs under the philosophy of a therapeutic community, offering more than 
30 treatment groups. The principle of therapeutic community was adapted from Nozoe hos-
pital, Fukuoka, Japan. Our hospital emphasizes short-term hospitalization and rehabilitation, 
using different treatment strategies from classical Cognitive Behavioral Treatment (CBT), 
group psychotherapy, and psychodrama to newly emerging methods such as Mentalization 
Based Cognitive Treatment(MBCT), Dialectical Behavioral Therapy(DBT), and Conditioned 
Reflex Control Technique(CRCT). This abstract emphasized CRCT as the next hotspot of 
behavioral addictions in various challenging cases. Daedong hospital introduced CRCT in 
2018 for the first time in Korea. Besides algorithmized therapy, CRCT has been applied to 
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diverse behavioral addiction cases such as Obsessive Compulsive Disorder (OCD), gam-
bling, wrist-cutting, pornographic addiction, skin-picking disorder, shop-lifting, intermittent 
explosive, and so on. CRCT is based on the conditioned reflexes by Ivan Pavlov, explaining 
that patients with addictive behaviors cannot control their urges by their logic alone. When 
one falls into the addiction, it is no longer a matter of suppressing desires but a new reflex 
formed by numerous repetitive behavior. CRCT has comforted many patients with addictive 
behaviors and helped them stay on the treatment pathway. Also, our hospital offers CRCT 
group psychotherapy to make this treatment more effective and sustainable.

S-6G5

Conditioned reflex control technique in gambling disorder

MYEONGHYUN MICHELLE PARK

Daedong Hospital

Since the COVID-19 pandemic, gambling has shifted its field rapidly from offline to online, 
bringing out alarming changes in treatment strategy. The increased prevalence of home work-
ing is also an important consideration for future treatment for gambling disorder, as the temp-
tation to gamble online, amplified by clever advertising, is always there. Young adults and 
adolescents have become vulnerable targets of this behavioral addiction. This abstract will 
address the effectiveness of the Conditioned Reflex Control Technique when treating patients 
with gambling disorders. CRCT has four stages. The first stage, Key-Word-Action (KWA), 
helps patients to build a neutral stimulus setting. Patients reset their reflexes for gambling 
desire in a controlled environment. The Pseudo stage induces target behavior intentionally to 
help decrease reflex by repeating addiction behavior without its rewards. Naturally, patients 
become less reactive to various stimulations, which before led them to gambling behavior. 
The third is the Imagination stage. Patients repeat several regular days of addiction and be-
come neutral to their urge-triggering stimuli. These three stages take approximately three 
months to complete in an in-patient setting, but the duration varies by treatment environment. 
The final stage is the Maintenance stage. This is a lifelong stage of preserving the effect of 
negative stimulation and keeping targeted reflex chain operability reduced. By finishing each 
stage, patients showed reduced urges for gambling behaviors and, more importantly, didn’t 
have to fight against their desire.
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S-7A1

WHO Structured Session - Addressing Gaming Disorder based on 
Global Perspective

VLADIMIR POZNYAK1, JOHN B. SAUNDERS2, HAE KOOK LEE3 (chairs)
1Department of Mental Health and Substance Use, World Health Organization, Geneva, Switzerland
2 National Centre for Youth Substance Use Research, The University of Queensland, QLD 4072, 
Australia

3Department of Psychiatry, The Catholic University of Korea, Seoul, Korea

Symposium summary: It has already been more than three years since it was decided that 
gaming disorder be included in ICD-11. At that time, there were objections from the game 
industry and some related academia, and it was a social issue. However, such discussions 
were not conducted in scientific ways or produced productive conclusions. This is also due to 
the lack of a basis for the biological pathophysiology of behavioral addiction, but there was 
also a limitation that the opposition originated from the interests of the digital media industry 
such as games. In any case, health problems caused by excessive use of games are an exis-
tential problem, so mental and behavioral health experts in each country, including the WHO 
consultation team, have continued to make their own efforts to develop the diagnosis, preven-
tion, and treatment system of gaming disorders. In particular, in the area of the diagnostic 
system, the WHO consultation team conducted well-designed research internationally, and 
standardized diagnostic interview tools were almost developed. In addition, a similar type of 
behavioral addiction-related monitoring system to the Global Information System on Alcohol 
and Health is being discussed. In addition, there are cases in which prevention policies and 
responses to game addiction are well underway in various countries such as Indonesia, Japan, 
and Switzerland. The WHO Symposium introduces these efforts, and aims to help behavioral 
addiction experts from each country share information with each other and effectively cope 
with game addiction problems.

Keywords: gaming disorder, global perspective, diagnostic interview, monitoring system, prevention 
policy, treatment system

S-7A2

The nature and characterisation of Gaming Disorder in ICD-11

JOHN B. SAUNDERS

National Centre for Youth Substance Use Research, The University of Queensland, QLD 4072, 
Australia

Background: Gaming Disorder (GD) is a newly listed addictive disorder in ICD-11. Its diag-
nosis requires the presence of (i) impaired control (IC) over gaming, (ii) increasing priority 
(IP) over other activities, (iii) continued gaming (CG) despite adverse consequences, (iv) 
demonstrable impairment (IM), and (v) a course of 12 months or more. This presentation will 
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describe the nature and characteristics of GD, how it compares with substance use disorders 
in ICD-11, and will present the findings from a four-country study which aimed to identify 
key features that contribute to the assessment and diagnosis of GD. Method: A sample of 796 
adults who played online games for at least three hours per week was recruited from Aus-
tralia, Canada, the United States and the United Kingdom. Participants completed a survey 
of GD features (76 items) and measures of duration and frequency of gaming. After explor-
atory factor analysis, GD domains were appraised by Item Response Theory (IRT) analyses. 
Results: Items which reflected the more severe end of the IC spectrum included (i) gaming 
despite others pleading, and (ii) spending more money than was affordable (IRT coefficients 
>0.5), whereas longer duration or more frequent gaming reflected the milder end (~0.2). IP 
items reflecting more severe gaming included (i) losing an important relationship and (ii) 
forgetting to eat (0.6-0.7). For CG this was continued gaming despite evident problems with 
family or friends (0.6). The most severe IM items included (i) trouble at school or work and 
(ii) lost relationships (0.9-1.0), whereas sleep disturbance and physical pain represented the 
less severe end (0.5). Conclusions: Within the GD symptom domains, there is a wide spec-
trum of severity. Caution must be taken in devising screening and diagnostic instruments not 
to include items that are commonly seen across a spectrum of videogamers in order to avoid 
diagnostic hyperinflation.

S-7A3

The need for a global monitoring system based on national ones

HAE KOOK LEE1, SULKI CHUNG2

1Department of Psychiatry, The Catholic University of Korea, Seoul, Korea
2Department of Social Welfare, Chung-Ang University, Republic of Korea

In 2019, ICD-11 included gaming disorder and created a chapter on behavioral addiction. 
The World Health Organization's decision means that behavioral addiction can pose a public 
health threat, that it should be reflected in the International Classification of Disease-11 to 
respond, that there are diagnostic guidelines agreed upon by experts in the health sector, and 
that the current health systems can address the behavioral addiction problems with additional 
capabilities and options. However, the presentation of diagnostic guidelines is only a declara-
tion of the beginning of a response to the problem of behavioral addiction. In order to respond 
to the problem of behavioral addiction, it is necessary to monitor and share the natures of 
the problem and the response of member countries. Monitoring the present and finding and 
reflecting future improvements is the basis of public health policy. Already, in the field of 
alcohol and drugs, such an monitoring platform is being established. Behavioral addiction is 
also the result of three aspects of interaction: agent, host, and environment, so an survey and 
monitoring system can be established with a concept similar to substance addiction. In par-
ticular, since the behavioral addiction problem is a newly emerging health problem, there are 
many differences between countries, cultural contexts, and intervention systems. Therefore, 
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the establishment of such a monitoring system can play an important role in establishing a 
standard and effective behavioral addiction intervention system at each country and even at 
the global level.

S-7A4

Policy and practice challenges in addressing gaming disorder in 
Indonesia

KRISTIANA SISTE

Department of Psychiatry, Faculty of Medicine Universitas Indonesia - Cipto Mangunkusumo 
National Central Referral Hospital

Gaming disorder has emerged as significant public health concerns worldwide, including in 
Indonesia. There is a huge gap in providing addiction treatments in Indonesia. With a popula-
tion of more than 277 million, there are only 32 addiction psychiatrists nationwide. A prior 
study identified that out of 600 samples, 16% of Indonesians were at high risk of IGD with 
more adolescents than adults. Of those identified, none have ever sought professional care. 
In Indonesia, gaming disorder is associated with aggressive and delinquent behavior which 
leads to confinement and altogether increases challenges in addressing the disorder. To date, 
there is a lack of specific policies in Indonesia addressing problematic internet use. The 
Ministry of Communication and Information has initiated a national gaming rating system 
(IGRS) that categorizes games into five groups based on age, genre, and platform. However, 
there are no evident consequences for violating the IGRS system. Indonesia has collabo-
rated through various avenues involving governmental entities and non-governmental orga-
nizations. It is essential to advocate to the government regarding the harms associated with 
gaming to establish national policies and strategies. Raising public awareness about gaming 
disorder is crucial as it helps people comprehend the negative impact caused by this disorders 
and encourages them to seek help when needed. Engaging general physicians, counselors, 
and other mental health professional are also necessary to address the issue. Various studies 
have been conducted to determine effective management for patients with gaming disorders. 
Psychological treatment, such as Dialectical Behavioral Therapy, effectively improves symp-
toms and increases motivation for behavioral change. Nevertheless, universal and selective 
prevention must be developed as a future step in delineating effective therapy for gaming 
disorders.
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S-7A5

Evolution of prevention and treatment practices for gaming disorder in 
Japan

SUSUMU HIGUCHI

National Hospital Organization Kurihama Medical and Addiction Center, Yokosuka, 239-041, Japan

The prevalence of probable gaming disorder (GD) among people in Japan, aged between 
10 and 29 years old and those aged between 10 and 79 years old, was estimated in 2019 at 
5.1% and 2.8%, respectively. Several Japanese government ministries have been involved 
in the prevention of GD, but measures taken so far have been less than robust, especially in 
comparison to government promotion of the gaming industry, which it views as a key indus-
try to attract overseas interest. However, there are authorities at local government level that 
are active in prevention activities, such as establishing ordinances targeting GD prevention 
and the holding of camp programs for adolescents engaged in excessive gaming. Based on 
an increasing treatment demand, the number of medical facilities providing specialist treat-
ment has constantly increased since 2011 and stands at approximately 200 in 2023, but this is 
insufficient to meet demand. In addition, these facilities are unevenly distributed and concen-
trated in urban areas. Overflow patients with GD often have little choice but to visit child and 
adolescent psychiatrists or pediatricians who lack expertise in addiction treatment. Various 
types of treatment programs including CBT-based, day-treatment, inpatient, and camp pro-
grams have been developed, but with some exceptions, an assessment of their efficacy has yet 
to be conducted. At our center, capacity building for treatment experts has been undertaken 
since 2014, with support from the government. To tackle increasing problems associated with 
GD, concerted efforts are required from a range of sectors. In order to achieve this goal, the 
establishment of an act, similar to the Basic Act on Measures against Gambling Addiction, 
targeting the prevention of GD is necessary.
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S-7A6

Health system response to Gaming Disorder in Switzerland -  
A quality approach towards access, identification and management

SOPHIA ACHAB

ReConnecte specialized Treatment facility for Addictive Behaviors, Addiction Division, Psychiatry 
Department, University Hospitals of Geneva, Switzerland
WHO Collaborating Centre for Raining and Research in Mental Health
Technical advisory Group Cyberad

In Switzerland, Gaming disorder is of public health concern since mid-2000, with scarce na-
tional specialized treatment response being a challenge. The facility ReConnecte established 
in 2007 served as a national reference and resource for public health entities. Its development 
followed a Quality approach made of 6 aims in addressing treatment needs and demands for 
Gaming Disorder (GD). We present this approach concrete implementation for benchmark. 
Safety. ReConnecte is a voluntary outpatient facility, operating based on alliance with patient 
without constraint components; despite challenging pressure from social environment for 
non-voluntary care. Psychotherapy is run by trained professionals in addiction psychiatry, 
going through an additional clinical training for addictive behaviors (2-3years) and regular 
supervision (each 1 or 2 weeks). Effectiveness: the care offer adapted to scientific knowledge, 
with a first care process model in 2014 updated in 2021, presented here.

The assessment covers the spectrum of Gaming related disorders (harmful, hazardous 
and GD), avoiding over-pathologizing. Underuse of the facility is addressed in 2012 by the 
creation of an email address for patients (to take advantage of any motivational stage), and in 
2017 by offering a webpage with information, self-assessment and easy online option to seek 
appointment (40 demands from 2021 to 2023). We offered treatment during lockdowns and 
2-4 teleconsultations per week since then.

Patient-centeredness. The personalized approach aims at reconnecting patients to them-
selves, their life objectives, and their social environment- rather than disconnecting them 
from gaming. All clinical and functioning decisions are made jointly with the patient. Timeli-
ness: the usual timeframe for an appointment is less than 2 weeks. Efficiency: the standard-
izing care process model along with Flow management of patients and resources, serve this 
goal. Equity: It is a public offer covered by basic health insurance adapted to meet gender 
and languages needs.
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S-7B1

Connectome-based prediction of problematic usage of Internet in early 
adolescents

JIALIN ZHANG, KUNRU SONG, XIAOMIN GENG, JINTAO ZHANG

State Key Laboratory of Cognitive Neuroscience and Learning and IDG/McGovern Institute for Brain 
Research, Beijing Normal University, Beijing, People's Republic of China
E-mail: 202031061067@mail.bnu.edu.cn

The problematic usage of Internet (PUI) in adolescents has become a promising domain of 
interest for researchers, yet valid predictors remain lacking, especially at the neural level. 
Therefore, it is necessary to explore the underpinning neural mechanisms associated with the 
PUI in adolescents. A total of 112 adolescents aged 11-15 years were recruited in the pres-
ent study, of which 85 were included in the data analysis. A connectome-based predictive 
modeling (CPM) analysis was used to explore the neurophysiological basis of resting state 
(RS) associated with PUI in adolescents. In addition, the reconfiguration coefficients of the 
positive PUI network from RS to reward task were calculated in the present study to investi-
gate its degree of changes in brain activities across different states. Results showed that there 
existed a positive network pattern (216 edges) in the RS that significantly predicted the sever-
ity of PUI in adolescents, mainly involving inter- or intra-connectivity between the salience 
network (SN), default mode network (DMN), frontoparietal network (FPN), subcortical net-
work (SCN). The predictive power of PUI was significantly reduced when simulating lesions 
in the SN-SCN, DMN-DMN, and DMN-SN. Moreover, this positive PUI network showed 
promising reconstruction coefficients for the RS-reward task and was significant positively 
correlated with adolescents’ PUI. In conclusion, the present study suggested that the interac-
tions of DMN, FPN, SN and SCN may be the neurophysiological basis of PUI in adolescents. 
Similarly, the smaller changes in positive PUI networks from RS-to-reward processing also 
may serve as a risk neural predictor for PUI in early adolescents.

Keywords: problematic usage of Internet, connectome-based prediction, resting-state, monetary incen-
tive delay, brain network, reconfiguration coefficients
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S-7B2

Reduced loss aversion in value-based decision-making and edge-centric 
functional connectivity in patients with internet gaming disorder

RUJING ZHA, WEI HONG, XIAOCHU ZHANG

Department of Psychology, School of Humanities & Social Science,  
University of Science & Technology of China, Hefei, Anhui, 230027, China
E-mail: zharj@ustc.edu.cn

Background: Impaired value-based decision-making is a feature of behavioral addictions and 
drug addictions. Both reward and loss aversion are key elements in value-based decision-
making. Studies have consistently investigated reward in behavioral addictions and drug 
addictions, however, few studies explored loss aversion especially in behavioral addictions. 
In this study, we investigated loss aversion in the Internet gaming disorder patients. Method: 
In this study, Internet gaming disorder patients (PIGD) and healthy controls (Con-PIGD) per-
formed the Iowa gambling task (IGT), under functional magnetic resonance imaging (fMRI). 
We investigated group differences in loss aversion, brain functional networks of node-centric 
functional connectivity (nFC) and the overlapping community features of edge-centric func-
tional connectivity (eFC) in IGT. Results: PIGD performed worse with lower average net 
score in IGT. The computational model results showed that PIGD significantly reduced loss 
aversion. There was no group difference in nFC. However, there were significant group dif-
ferences in the overlapping community features of eFC . Furthermore, in Con-PIGD, loss 
aversion was positively correlated with the edge community profile similarity of the edge be-
tween left IFG and right hippocampus at right caudate. This relationship was suppressed by 
response consistency in PIGD. In addition, reduced loss aversion was negatively correlated 
with the promoted bottom-to-up neuromodulation from the right hippocampus to the left IFG 
in PIGD. Conclusions: The present study consistently demonstrated that Internet gaming 
disorder showed loss aversion deficit, a key element in the value-based decision-making. 
These findings may have important implications for the definition, diagnosis, and prevention 
of Internet gaming disorder in the future, and we calls for future research to investigate loss 
aversion in other behavioral addictions.

Keywords: internet gaming disorder, loss aversion, value-based decision-making, neuroimaging
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S-7B3

Neural correlates of cue reactivity and inhibitory control:  
A meta-analysis of fMRI studies

KJELL BÜSCHE1,2, MATTHIAS BRAND1,2, STEPHANIE ANTONS1,2

1University Duisburg-Essen, Germany
2Erwin L. Hahn Institute for Magnetic Resonance Imaging
E-mail: kjell.buesche@cognition-ude.de

Background: Cue reactivity and inhibitory control play a crucial role in the development 
and maintenance of behavioral addictions. Over the last decades, an increasing number of 
research projects have investigated the neural basis of these processes in addictive behaviors, 
such as gambling disorder (GD), internet gaming disorder (IGD) and pornography use disor-
der (PUD). This work aims at integrating and comparing findings from this research across 
the different addictive behaviors. Method: An activation likelihood estimation (ALE) based 
meta-analytic approach was used to identify peaks of shared activities across neuroimaging 
studies on cue reactivity and inhibitory control in behavioral addictions, specifically GD, 
IGD and PUD, as well as alcohol use disorder (AUD) for comparison. Thus, neural activity 
could be contrasted across addictions. Results: In total, 56 functional neuroimaging studies 
have been included in the ALE meta-analysis, with most studies investigating cue reactivity 
in AUD and IGD. Only one study on inhibitory control in GD and PUD, respectively, were 
identified, which were not included in the analysis. Peaks of activity found include several 
frontal areas, such as the inferior frontal gyrus in inhibitory control (AUD, IGD), as well 
as parietal and occipital regions, such as the gyrus fusiformis in cue reactivity (all groups). 
Conclusions: Beyond some differences, the current analysis showed overlaps with previous 
meta-analyses on cue-reactivity and inhibitory control in addictions, including regions asso-
ciated with self-regulation, habits, and attention. Future studies should focus on the system-
atic identification of common and specific neural correlates of behavioral addictions.

Keywords: neuroimaging, meta-analysis, cue reactivity, inhibitory control, internet use disorders
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S-7B4

Neurogenetic evidence in support ofthe early identification of 
preaddiction using the genetic addiction risk sverity (GARS) assessment

KENNETH BLUM1,2,3,4,5, PANAYOTIS K. THANOS6,7, ABDALLA BOWIRRAT1,  
DAVID BARON2, IGOR ELMAN8, RAJENDRA D. BADGAIYAN9, MARK S. GOLD10

1Department of Molecular Biology and Adelson School of Medicine, Ariel University, Ariel, Israel
2 Center for Sports, Exercise, Global Mental Health, Western University Health Sciences, Pomona, 
CA., USA

3The Kenneth Blum Behavioral & Neurogenetic Institute, LLC., Austin, TX 78701, USA
4Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungar
5Department of Psychiatry, University of Vermont School of Medicine, Burlington, VY., USA
6 Behavioral Neuropharmacology and Neuroimaging Laboratory, Department of Pharmacology and 
Toxicology, Jacobs School of Medicine and Biomedical Sciences, Clinical Research Institute on 
Addictions, University at Buffalo, Buffalo, NY., USA

7Department of Psychology, University at Buffalo, Buffalo, NY., USA
8Department of Psychology, University at Buffalo, Buffalo, NY., USA
9Department of Psychiatry, Mt. Sinai University, Icahn School of Medicine, New York, NY., USA
10Department of Psychiatry, Washington University School of Medicine, St. Louis, MO., USA
E-mail: drd2gene@gmail.com

GWAS studies of depression and suicide in 1.2 million veterans1, 2 confirmed the first psy-
chiatric candidate gene study finding from Blum et al. 1990; a significant association be-
tween the minor DRD2 allele, Taq A1 (rs 1800497 C>T) and severe alcoholism.3 The DRD2 
rs1800497 associated with suicide behaviors at P=1.77 X 10.7.A meta-analysis of 62 stud-
ies showed a significant association between DRD2 rs 1800497 and Alcohol Use Disorder 
(AUD)4 others showed that the haplotype block of the DRD2 gene A1 allele was associated 
with AUD and heroin dependence.5 An amino acid substitution, identified within the 11th 
ankyrin repeat of ANKK1 (p.Glu713Lys), of rs 1800497 SNP, effected substrate-binding 
specificity.7 The genetic addiction risk severity (GARS) assessment was designed to evalu-
ated eleven SNPs, antecedents of hypodopaminergia.8 Since 1990, published addiction psy-
chiatry articles have exceeded 11,495. Several from Blum et al. showed the clinical relevance 
of the GARS, identifying risk for reward deficiency behaviors in cohorts from polysubstance 
and pain clinics, post-surgical bariatrics, and DWI offenders facing prison time. 9-11 Statisti-
cal evaluation of n=74,566 AUD with case-controls validated risk alleles measured by GARS 
showing significance for DRD2, DRD3, DRD4, DAT1, COMT, OPRM1, and 5HTT at 5% 
CI. These alleles captured risk for greater than the 8% general population's alcoholism preva-
lence,12 indicating their importance in the induction of reward deficiency behaviors. While 
we have found a constructive tool for identifying risk for preaddiction (~ 2 billion) and other.

Keywords: genetic factors, reward deficiency

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Symposia and parallel sessions Session 7B

ICBA2023 / August 23–25, 2023 / Incheon, South Korea  204

S-7B5

Youth screen media activity patterns and associations with behavioral 
developmental measures and resting-state brain functional connectivity

KUNRU SONG1,2, JIALIN ZHANG1,2, NAN ZHOU3, JINTAO ZHANG1,2

1 State Key Laboratory of Cognitive Neuroscience and Learning, Beijing Normal University, Beijing, 
China

2 IDG/McGovern Institute for Brain Research, Beijing Normal University, Beijing, China 
3Faculty of Education, University of Macau, Macau, China
E-mail: songkunru@qq.com

Background: Screen media activity (SMA) consumes considerable time in youth’s lives, rais-
ing concerns about the effects it may have on youth development. Disentangling mixed as-
sociations between youth’s SMA and developmental measures should move beyond overall 
screen time and consider types and patterns of SMA. We here aimed to identify reliable and 
generalizable SMA patterns among youth and examine their associations with behavioral 
developmental measures and resting-state brain functional connectivity (RSFC). Method: 
Three waves of the Adolescent Brain and Cognitive Development study (ABCD) data were 
examined (N=11,876 at baseline). K-means clustering with sensitivity analyses were used 
to identify SMA patterns. The generalizability and stability of the identified SMA patterns 
were examined in the Lifespan Human Connectome Project in Development data (HCP-D, 
N=652) and ABCD follow-up waves, respectively. Relationships were examined between 
SMA patterns and behavioral measures and RSFC using linear-mixed-effect modelling. 
 Results: Available SMA data from 11,817 children (Mean(SD)age = 119.0 (7.5) months; 
6,159 (52.1%) boys) were examined, and 3,151 (26.7%) demonstrated a video-centric high-
er-frequency SMA pattern (group 1) while 8,666 (73.3%) demonstrated an overall lower-
frequency pattern (group 2). The identified patterns were validated in similarly-aged HCP-D 
youths. Compared to group 2, youths in group 1 showed poorer neurocognitive performance 
(Standardized Beta [95%CI] = -0.12 [-0.08, -0.16], p<.001, all p-values are FDR-corrected), 
more total behavioral problems (0.13 [0.09, 0.18], p<.001), and more severe prodromal psy-
chotic symptomatology (0.31 [0.27, 0.36], p<.001). Group 1 demonstrated higher impulsiv-
ity, more sensitivity to punishment/reward and altered RSFC among brain areas implicated 
previously in cognitive processes. Most of the associations persisted with age growth, and 
more individuals (N=3,378, 30.4%) were assigned in the video-centric higher-frequency 
SMA group at one-year follow-up. Conclusion: Video-centric SMA patterns are reliable and 
generalizable during late childhood. Group 1 showed altered RSFC and poorer develop-
mental measures that persisted longitudinally. The findings suggest public health strategies 
aiming to decrease excessive time spent by children on video-entertainment-related SMA are 
needed.

Keywords: youth; screen media activity; resting-state functional connectivity, adolescent development
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S-7B6

Affective and physiological processing in standard computer display vs 
VR gaming

MICHAEL ANDREW PILGROM1,2, SEBASTIANO COSTA1, DARIA KUSS2,  
BRADLEY STANDEN2, ALEXANDER HARDY2, NADJA HEYM2

1Department of Psychology, University of Campania, Caserta, Italy
2Department of Psychology, Nottingham Trent University, Nottingham, United Kingdom
E-mail: Michael.pilgrom@ntu.ac.uk

Background: Use of virtual reality (VR) in video gaming is becoming more widespread. The 
transition from standard computer screen (SCS) gaming to VR gaming using head-mounted 
displays (HMDs) is increasing rapidly with advancing technology. However, little is known 
about the implications the intensified emotional experience provided through VR gaming 
may have on problematic gaming behaviors. The aim of this study was to investigate the dif-
ference in emotional and physiological experience during SCS versus a VR HMDs in gamers 
and non-gamers, and how this may correlate with problematic gaming behaviors. Methods: 
N=43 participants (21 Gamers/22 non-gamers) completed baseline personality and gaming 
questionnaires alongside their emotional experience (PANAS, SAM) before and after play-
ing a video game on standard computer screen (SCS) and VR HMD (in counter-balanced 
order). EEG and heart rate were recorded. Gaming experience was assessed after each ex-
posure. Results: Participants reported higher levels of positive and lower levels of negative 
affect (PANAS) after VR compared to baseline and SCS exposure (with no differences af-
ter SCS exposure compared to baseline). Participants reported greater pleasure, arousal and 
dominance (SAM) during baseline than after VR and SCS exposures, and greater arousal 
and dominance after VR than SCS exposure. There was no difference in pleasure between 
the VR and SCS condition or between gamers and non-gamers. (Physiological data analyses 
pending). Conclusion: Initial results support greater self-reported physiological and positive 
affective experience in VR as opposed to SCS video gaming, though pleasure was the same. 
This experience does not differ for gamers versus non-gamers.

Keywords: virtual reality, gaming disorder, EEG, heart rate, head mounted display
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S-7C1

Addiction “spectrum” disorder: A conceptual framework for 
understanding the relationship between behavioral and drug addiction

YUI ASAOKA1, MOOJUN WON2, YOUNG-A LEE3, EMI ISHIKAWA4,  
YUKIORI GOTO5

1Division of Biological Sciences, Kyoto University Graduate School of Science, Japan
2MRC Lab Clinic, Japan
3Department of Food Science and Nutrition, Daegu Catholic University, Korea
4Kyowa Hospital, Japan
5 Department of Artificial Intelligence and Technology, Kyoto University Graduate School of 
Informatics, Japan

E-mail: asaoka.yui.38x@st.kyoto-u.ac.jp

Background: Although psychiatric disorders are diagnosed and categorized on the basis of 
symptoms with diagnostic manuals, it has now been recognized that such categorizations 
of disorders hider the advance of psychiatric research, due to significant heterogeneity and 
comorbidity of symptoms, as well as substantial overlaps of genes and molecular pathways 
involved in disorders, leading to initiation of the project, such as Research Domain Cri-
teria (RDoC), toward dimensional (spectrum) conceptualizations of psychiatric disorders. 
Understanding disorders under the spectrum conceptualizations has been propelled in some 
psychiatric conditions, such as schizophrenia, which is now often referred as schizophrenia 
spectrum disorders. It remains unclear whether addiction can also be understood as spectrum 
disorders. Method: Literatures including our studies regarding behavioral addiction (BA), 
food addiction (FA), and substance use disorder (SUD; drug addiction) were reviewed for 
constructing a conceptual framework to elucidate relationships of BA, FA, and SUD.
Results: Although symptoms of BA, FA, and SUD could be heterogeneous, substantial simi-
larities, if not identical, are found in deficits of RDoC domains and constructs and associated 
genetic, neural, and physiological mechanisms not only among BA, FA, and SUD, but also 
in some psychiatric conditions categorized in disorders other than addiction, such as impulse 
control disorders and eating disorders. In particular, FA could exhibit characteristics of both 
BA and SUD, suggesting that BA, FA, and SUD structure a consortium, with FA as an in-
termediate between BA and SUD. Conclusions: BA, FA, and SUD could be a spectrum of 
disorders under the umbrella term “addiction”.

Keywords: behavioral addiction, food addiction, drug addiction
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S-7C2

Gaming disorder, unusual experiences, and Game Transfer Phenomena 
among gamers with and without a psychiatric diagnosis, and experience 
using drugs

ANGELICA B. ORTIZ DE GORTARI1,2

1SLATE, University of Bergen, Norway
2University of Liège, Belgium
E-mail: angelica.ortizdegortari@uib.no

Background and aims: The comorbidity between gaming disorder (GD), psychiatric disor-
ders, and the use of psychoactive substances is well established. However, little is known 
about hallucinations and dissociations among gamers. Game Transfer Phenomena (GTP) 
research have shown that non-clinical gamers experience cognitive/sensory intrusions with 
game content and discontinuity of sense of agency without being under the influence of 
substances in fully awake states. This study compares GD, hallucinations/dissociations and 
different forms of GTP among gamers with and without psychiatric diagnoses (Dx/noDx) and 
with and without drug experience (Drugs/noDrugs).Method: Online survey, N=1,301; Mage 
28.14, SD=7.41, 83% male. Measures included items on positive symptoms of psychosis 
(CAPS), dissociations (DES) and sleep/dream-related phenomena (ISES), IGD-9 and GTP-
MDS.Results: Gamers with Dx compared to noDx showed significantly higher scores in 
hallucinations, GD, drug experience, and GTP manifesting as intrusive thoughts and misper-
ceptions/imagery. The Drugs-group, compared to noDrugs, had significantly higher scores 
on hallucinations, dissociations, conflicts due to GD, GTP manifesting as dissociations/cor-
poreal adaptations, cognitive mix-ups, intrusive thoughts, misperceptions/imagery and audi-
tory intrusions. Conclusions: A wider range of manifestations of GTP appears to be more 
common in gamers with drug experience. The Dx and Drugs groups showed significantly 
higher scores in hallucinations, dissociations, and sleep/dream-related phenomena, but not 
for all manifestations of GTP, not even those GTP that some may consider more pathological, 
e.g., images hovering over people’s heads. Future studies should investigate the relationship 
between GTP, specific psychiatric disorders and neural adaptative mechanics involving game 
features and prolonged playing that may explain many GTP experiences.

Keywords: Game Transfer Phenomena, gaming disorder, mental disorders, psychoactive drugs
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S-7C3

Investigation of gambling behavior in fathers of adolescent with drug 
addictive and and non-drug addictive

SEDA KEMEC, SAZIYE SENEM BASGUL

Green Crescent Society, Hasan Kalyoncu University, Turkiye
E-mail: senembasgul@gmail.com

The purpose of this current study is to examine the perceived father attitudes of adolescents 
with and without substance addiction and their fathers' gambling behaviors. The sample of 
the study consists of male adolescents ages ranged between 13 and 18, receiving and not 
receiving inpatient treatment in a Psychiatry Clinic with their fathers in Gaziantep. The Ques-
tionnaires Adolescent and Father Personal Information Form, EMBU/Father Sub-Dimension 
and SOGS were applied. The results showed that adolescents whose fathers gambled were 
more likely to receive emotional and physical punishment from their fathers than those who 
did not. While there was a significant negative relationship between fathers' gambling levels 
and adolescents' perceived emotional warmth and overprotection/interventionism; a signifi-
cant positive relationship was found between emotional punishment and physical punish-
ment. The level of gambling of the fathers of adolescents with substance addiction is signifi-
cantly higher than the fathers of adolescents without substance addiction.

Keywords: adolescent, gambling, perceived father attitudes, perceived parental attitudes, drug addic-
tion
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S-7C4

Problem gambling, drug abuse, alcohol use disorder, compulsive 
Internet use, social-bonds, social media identity bubble reinforcement 
and self-control in Thai young adulthood sample

BANG-ON THEPTHIEN

ASEAN institute for health development, Mahidol University, Thailand
E-mail: bungon.the@mahidol.ac.th

Background: Gambling is common among young people, and studies have documented ad-
verse consequences for youth. Previous research suggests that problem gambling (PG) is 
highly co-morbid with other psychosocial conditions. Important correlates of PG are drug 
abuse (DA), alcohol use disorder (AUD), self-control (SC), and social-bond (SB). Meth-
ods: This study examined psychosocial factors as interstitial variables between DA and PG, 
such as PG -related AUD, CIU, SC, SB and the social media identity bubble reinforcement 
(SMIBR). Data were collected by a cross-sectional, online survey. The South Oaks Gambling 
Screen (SOGS-RA) was used to assess PG, and the Drug Abuse Screening Test (DAST-10) 
was used to assess DA. The sample comprised Thais age 15–23 (N = 1,538) studying at 
the undergraduate level. Results: There was a positive correlation between PG and AUD 
(r=0.31), CIU (r=0.09), SMIBR (r=.06), online belonging (r=.10), and DA (r=.27). PG was 
negatively associated with self-control (r=−.08) and offline belonging (r=−.16). Results of 
the parallel multiple mediation analysis showed that AUD, CIU, and SC mediated the rela-
tionship between DA and PG. However, SB (offline and online belonging) and SMIBR was 
not found to be a significant interstitial variable. Conclusion: Studies of prevention of PG in 
Thai youth have not analyzed various factors in order to design appropriate interventions. 
The findings suggest that individuals who have experienced DA may be at increased risk of 
developing PG. Psychosocial variables which correlate with youth gambling should be taken 
into account, such as AUD, CIU, and SC.

Keywords: problem gambling (PG), drug abuse (DA), alcohol use disorder (AUD), compulsive Inter-
net use (CIU), self-control (SC)
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S-7D1

Gambling and gaming addicted patients at a treatment clinic in Sweden

ANNA GORDH

Sahlgrenska University Hospital, Sweden (chair)

Symposium summary: This symposium will describe ongoing research at a treatment clinic 
for patients with gambling and gaming disorder in Sweden. We study gender differences, 
subjective effects of gambling in recreational gamblers, severity levels of gambling disorder 
and characteristics of gaming addicted individuals. We also present a pilot study of a CBT 
treatment developed in Sweden for patients with gaming disorder, and a randomized con-
trolled study of internet delivered CBT-treatment for gambling disorder.

Keywords: gambling disorder, gaming disorder, gender, severity, subjective effects, treatment

S-7D2

High recreational gamblers show increased stimulatory effects of an 
acute laboratory gambling challenge

ANNA GORDH1, LOUISE MILLER2

1Sahlgrenska University Hospital, Sweden
2University of Gothenburg

Introduction: Gambling in moderation is a socially acceptable behavior and over 60% of 
the Swedish population gamble every year. It has been seen that slot machines are one of 
the most addictive and problematic forms of gambling and contribute highly to an addictive 
behavior. It is unclear why some individuals intensify their gambling behavior over time 
to extreme levels while others do not. Initial positive response of a drug or as in this case a 
gambling behavior, most likely influences the likelihood of continuing use in non-addicted 
individuals. Therefore, we wanted to investigate if recreational gamblers show an altered 
subjective response to an online gambling challenge, e.g. to casino gambling. Aims: The 
present study was designed to examine the subjective effects after an acute gambling chal-
lenge, in healthy recreational gamblers compared with non-gamblers. Method: Eighty-two 
subjects participated in the study. They were challenged with an acute online slot machine 
gambling challenge and self-report questionnaires of mood and blood pressure were taken 
before and after gambling. Results: The gamblers, and more specifically the high recreational 
gamblers, reported increased simulative effects after the gambling challenge in comparison 
to the non-gamblers. Conclusion: Findings suggests that gamblers experience significantly 
higher arousal effects to an acute online slot machine challenge. Even though casino gam-
bling is not their first choice of gambling preference they may have an increased risk of 
gambling addiction.
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S-7D3

A Swedish cognitive behavioral treatment method for gaming disorder: 
Pilot data findings from the GOT-TO-GO manual

ANNIKA HOFSTEDT1,2, MIKAEL MIDE1,2, ELIN ARVIDSON1, SOFIA LJUNG1, 
JESSICA MATTIASSON1, AMANDA LINDSKOG1, ANNA SÖDERPALM-GORDH1,2

1Sahlgrenska University Hospital, Sweden
2University of Gothenburg

Background: Gaming disorder is a brand-new diagnosis included for the first time in the lat-
est edition of the International Classification of Disease 11. Recently conducted international 
studies suggest a prevalence rate close to 2% for gaming disorder, highlighting the need for 
effective treatments for this patient population. Internationally there are very few studies 
investigating effective treatments for this condition. In this pilot study, we wanted to test a 
newly developed GOT-TO-GO Swedish manual of a 15 week cognitive behavioral therapy 
treatment for gaming disorder. Method: This study utilized a single group design with pre-
test, post-test and a 3 and 6 month follow up. Patients (n = 20) were treatment seeking young 
adults with gaming disorder (mean age 27). Measures of the severity of gaming disorder 
and mood were taken at baseline, during and after treatment and follow up measures were 
conducted at 3 and 6 months post treatment. Results: The results show a statistically signifi-
cant decrease in symptoms of GD after treatment. Hours of gaming per week also decreased 
concomitantly with a 100% increase in non-gaming leisure hours. The decrease in symptoms 
of GD was maintained at the 3-months follow-up after treatment. Correspondingly we saw a 
decrease in both depression and anxiety that also was upheld 3 months after treatment. Con-
clusion: As GD is a new diagnostic concept more research is needed, also taking psychiatric 
comorbidity into consideration, to arrive at evidence-based conclusions regarding effective 
treatments. Considering the promising results in this small pilot study with large behavioral 
changes and reduced symptoms of GD, upheld at least 3 months after treatment, a larger 
randomized controlled study is warranted.

S-7D4

Gender differences and clinical differences of mild, moderate, and 
severe gambling disorder in a sample of treatment seeking pathological 
gamblers in Sweden

MIKAEL MIDE1,2, LOUISE MILLER2, ELIN ARVIDSON1, ANNA GORDH1,2

1Sahlgrenska University Hospital, Sweden 
2University of Gothenburg

Introduction: Gambling disorder (GD) is classified among the addictive disorders in the 
DSM-5 and the severity of the diagnosis can be specified as mild, moderate and severe. It 
has been seen that individuals with more severe gambling problems have a higher rate of 
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comorbid disorders and other health problems compared to individuals with a milder clini-
cal picture. Women with GD are generally older, have a higher rate of affective disorders, 
engage more in casino games and are more often “emotionally vulnerable gamblers” accord-
ing to the pathways model. Aims: The aim of the following studies was to explore clinical 
psychiatric differences related to the severity of disorder and gender in treatment-seeking 
disordered gamblers. Method: A sample of 163 disordered gamblers in the severity study and 
204 in the gender study, seeking treatment at an outpatient clinic was diagnosed using the 
SCI-GD, screened for comorbid diagnoses using the MINI, and further completed a range of 
self-report questionnaires measuring alcohol-, and drug-problems, symptoms of depression 
and anxiety, emotion regulation, cognitive distortions, and quality of life. Results: Greater 
severity was associated to more problems with alcohol and illicit drugs. Severe gamblers 
were more likely to gamble to “escape”, and had more symptoms of depression and anxi-
ety. Moderate and severe gamblers had more difficulties with emotion regulation. Cognitive 
distortions were the same between severities. All groups had Quality-of-Life problems at a 
clinical level. Women were generally older, more often single parents, more often engaged in 
casino gambling, had more symptoms of depression and anxiety and were more likely to be 
“emotionally vulnerable gamblers”. Discussion: There are some distinctive differences be-
tween disordered gamblers of different severities. The features shown by patients with severe 
GD indicates a more emotionally vulnerable group with increased symptom severity. Further 
knowledge about the features of GD severity levels is important for treatment planning in the 
clinic. Gender differences were similar as found in previous studies.

S-7D5

Gaming disorder: Patient characteristics and co-morbidities - 
investigating age differences in a treatment-seeking sample

ANNIKA HOFSTEDT1,2, ANNA GORDH1,2

1Sahlgrenska University Hospital, Sweden 
2University of Gothenburg

Background: With the recent introduction of gaming disorder (GD) as a diagnosis there is a 
need to extend the knowledge of clinical characteristics of patients seeking treatment for GD. 
Evidence is accumulating about psychiatric co-morbidities associated with gaming disorder 
in the general population but less is known about clinical populations. Both population stud-
ies and clinical studies often focus on younger population. Thus, more knowledge is needed 
about clinical characteristics of patients with GD, including psychiatric co-morbidities, and 
potential age differences. Aims: This study aimed to describe characteristics about gaming, 
demographic information and psychiatric co-morbidity in patients seeking treatment for GD, 
and to investigate how adult patients differ from patients who are young adults or adoles-
cents. Method: A sample of 53 patients (m = 27.4 years) seeking treatment at an outpatient 
clinic were diagnosed with GD according to a structured diagnostic interview. Symptoms of 
other psychiatric conditions were screened using questionnaires. Results: Preliminary results 
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show differences between older and younger patients regarding at what age they started gam-
ing and at what age they started to experience problems due to excessive gaming. There were 
no differences in psychiatric co-morbidity between the age groups, except for differences 
in problematic alcohol use. Conclusions: This study adds to the knowledge about common 
psychiatric co-morbidities in clinical samples which is important to be able to implement and 
deliver treatments for this group of patients. Both older and younger patients with GD pres-
ent with significant psychiatric co-morbidity, having had problems with gaming for several 
years, demonstrating the importance for treatment clinics to target both older and younger 
groups of patients.

S-7D6

Internet-delivered therapist-assisted cognitive behavioral therapy for 
gambling disorder: A randomized controlled trial

MIKAEL MIDE1,2*, JESSICA MATTIASSON2, DAVID NORLIN2, HELENA SEHLIN2, 
JOSEFINE RASMUSSON2, SOFIA LJUNG2, AMANDA LINDSKOG2,  
JONNA PETERSSON2, FANNY SAAVEDRA2, ANNA SÖDERPALM GORDH1,2

1Sahlgrenska University Hospital, Sweden 
2University of Gothenburg

Objectives: Gambling Disorder (GD) has a prevalence of 0.5–7.6% worldwide and is associ-
ated with several negative consequences. It is thus a problem warranting treatment, however 
only 21 % with GD worldwide seek treatment. Offering treatment over the internet might 
be a way to close the treatment gap. The aim of this study is to assess the effectiveness of 
an internet-delivered CBT-based program with therapist assessment, compared to a control 
treatment of internet-based motivational enhancement and support. Methods: Diagnosed GD 
patients seeking treatment at an outpatient clinic were recruited and randomized to either the 
CBT or control treatment (8 weeks). Both treatments offered telephone support each week, 
whereas the content was delivered in modules over the internet. Gambling symptoms were 
measured using the NORC Diagnostic Screen for Gambling Disorder (NODS) at first visit, 
baseline (treatment start), during treatment, and post-treatment. In addition, a gambling diary 
and self-assessment measures of depression, anxiety, gambling-related cognitive distortions, 
and quality of life were administered. Results: A total of 71 participants were randomized, 
with 33 starting each treatment after drop-outs. Submission of results is ongoing and will be 
published at a later date.
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S-7E1

Gambling problems and treatment of gambling disorders in Japan

SACHIO MATSUSHITA, CHIE NITTA (chairs)

National Hosipital Organization, Kurihama Medical and Addicition Center

Symposium summary: Pachinko is a type of mechanical gambling game that originated 
in Japan and resembles an upright pinball machine. Pachinko parlors are located in many 
parts of Japan and are open to anyone of legal age (18 years old). Due to the availability of 
pachinko, gambling in Japan is unique. The Integrated Resort Bill, which was passed in Ja-
pan in 2018, attempted to institutionalize casinos; however, they remain illegal to date since 
no corporations have government permission to operate. Although gambling is harmless for 
most individuals, in some cases it can be addictive and problematic, with severe negative 
consequences. Therefore, the expansion of legalized gambling is an important public health 
concern. Researchers worldwide have investigated the epidemiology of gambling to reveal 
the incidence of gambling disorders and the effectiveness of policies implemented to prevent 
harmful gambling. However, in Asia, studies within this field are relatively scarce.
This symposium aims to present data on the current situation of gambling, prevalence of 
gambling disorder and gambling disorder treatments and their outcomes in Japan.

Keywords: Gambling Disorder, problem gambling, prevalence, follow-up study, prognosis

S-7E2

The prevalence of pathological gambling and gambling-related 
problems: Data from the latest national survey of the general Japanese 
population

CHIE NITTA, TOMOMI TOYAMA, SACHIO MATSUSHITA

National Hosipital Organization, Kurihama Medical and Addicition Center

Background: Since the Integrated Resort Bill was passed in 2017, Japan has been prepar-
ing to open casinos in Osaka and Nagasaki. Previous studies have shown that accessibility 
to casinos is positively correlated with the prevalence of gambling disorders. In response, 
the Japanese government has enacted the Basic Law against Gambling Addiction, and has 
started a fact-finding survey on gambling addiction every three years. This study aims to un-
derstand the prevalence of pathological gambling (PG) and gambling-related problems (e.g., 
multiple debt, child-rearing difficulties, suicide, depression and harm from significant others 
gambling, adverse childhood experiences; ACEs, etc.). Methods: A self-administered (paper 
and pencil or internet) questionnaire was mailed to 17,955 people from October to December 
2020 using a random sampling based on the Basic Resident Register. PG was assessed using 
the South Oaks Gambling Screen (SOGS). In addition, gambling behavior (gambling experi-
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ence, frequency, and bet amounts) and original or standardized scales regarding gambling-
related problems were examined. Results: A total of 8,223 valid responses (3,955 men and 
4,268 women) were obtained. The age-adjusted past-year prevalence of PG was 2.2% overall 
(95% confidence interval = 1.9–2.5); however, the prevalence was higher among those who 
responded on the Internet. A comparison of respondents with and without PG found that 
those with PG had higher rates of depression, suicidal ideation, suicide attempts, and ACEs. 
Conclusions: The prevalence of PG in Japan is relatively higher than in other countries. 
A survey method is necessary to obtain comparable yearly prevalence rates.

Keywords: prevalence, pathological gambling, general population

S-7E3

Development of a brief screening instrument for problem gambling

SACHIO MATSUSHITA1, YONEATSU OSAKI2, CHIE NITTA1, TAKANOBU 
MATSUZAKI1, KOTARO NISHIMURA1, SATOSHI FURUNO1, HITOMI OKADA1, 
AKIKO IWAMOTO1, TERUMOTO TAKAYAMA1, TETSUTARO KOSAGO1, AYA KINJO2

1National Hosipital Organization, Kurihama Medical and Addicition Center
2Tottori University School of Medicine

While gambling is highly profitable for corporations and governments, gambling causes se-
rious harms for some individuals, and one of the most serious harms is gambling disorder 
(GD). Besides GD, gambling is associated with various adverse consequences, called gam-
bling-related harms, including significant monetary losses or bankruptcy, criminal behavior, 
domestic violence, and suicide. In order to reduce the public health burden of gambling-relat-
ed harms, early detection and intervention are required. There is growing evidence to suggest 
that individuals with problem gambling are over-represented in primary care, substance use 
services, and psychiatric services, as well as in other services such as family violence coun-
selling and financial counselling. Although screening for problem gambling in these areas is 
especially important, health and legal service providers tend to have negative attitudes to-
wards screening because of lack of time and skills. Therefore, a gambling screen that is easy 
to use and requires minimal administration time should encourage those service providers 
to screen their clients for problem gambling. The purpose of this study is to develop a brief 
screening instrument for problem gambling. A total of 533 internet monitors who gambled at 
least once a month were recruited and completed a questionnaire including existing screening 
tests, such as Problem Gambling Severity Index, as well as 11 original questions. Diagnosis 
of GD was based on online interview using SCID-5-RV. Multiple logistic regression analysis 
revealed six items that differed significantly between participants with GD and non-GD. The 
ROC analysis indicated a cut-off point of three to differentiate GD and non-GD.
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S-7E4

Treatment program for gambling disorders at Kurihama Medical and 
Addiciton Center: A trial of treatment aftercare using a web application

TESTUTARO KOSAGO1, YU NAMIHISA1, KONOSUKE TOMORI2, 

1National Hospital Organization Kurihama Medical and Addiction Center
2Tokyo University of Technology

Background: Since opening Japan’s first alcoholism treatment ward in 1963, our center has 
functioned as a national center for the treatment and research of alcoholism. Recently, we 
have been actively working on behavioral addictions, such as gambling disorder (GD) and 
Internet/gaming disorders. Currently, GD is treated on an outpatient and inpatient basis. The 
mainstay of treatment is a cognitive behavioral therapy-based (CBT) short-term program. 
CBT has been shown to be effective, with little change in the environment during hospital-
ization; however, after discharge, its relapse prevention effect and long-term sustainability 
are limited. Therefore, at the Department of Occupational Therapy, we developed self-care 
and pre-discharge preparation programs, in addition to CBT, for the purpose of long-term 
relapse prevention for inpatients with GD. Methods: The self-care programs consist of re-
laxation, impulse control, and cognitive improvement to acquire appropriate alternatives to 
addictive behaviors. On the other hand, the pre-discharge preparation programs focused on 
life rhythms, work, and daytime activities that are likely to cause problems after discharge. 
This program includes facility tours and information from support facilities. Results: Both 
programs seem to provide participants with an opportunity to consider specific measures to 
prevent relapse before discharge. Participants responded positively and had improved access 
to support after discharge. In addition, as a new tool, we have just started to provide after-
discharge care using a web application. Conclusions: On the day of the symposium, we will 
report on the preliminary effects of post-discharge aftercare using a web application. 

Keywords: occupational therapy, behavioral addiction, self-care program
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S-7E5

Long-term effectiveness of treatment programs for gambling disorder 
(GD): Collaborative research at multiple medical institutions in Japan

TAKANOBU MATSUZAKI, SACHIO MATSUSHITA, CHIE NITTA, MOEMI 
SHIBASAKI, KOTARO NISHIMURA, SATOSHI FURUNO, HITOMI OKADA,  
AKIKO IWAMOTO, TEROMOTO TAKAYAMA

National Hospital Organization Kurihama Medical and Addiction Center

Background: To understand the clinical situation of GD who visited medical institutions and 
to clarify the effectiveness of treatment programs in Japan. Methods: Subjects were recruited 
with the cooperation of 20 medical institutions treating GD in Japan. Baseline data were 
acquired at their respective medical institutions, and an online follow-up survey using ICT 
was conducted. Results: 202 subjects were enrolled (men = 96.5%). The average age was 
36.2 ± 8.7 years for men and 39.1 ± 9.8 years for women. The average age at which gambling 
began for the participants was 19.1 ± 3.3 years for men and 20.1 ± 3.1 years for women. 
Pachinko was the most common form of gambling, with an experience rate of 64.1% for 
men and 85.7% for women. The median total amount of debt each participant carried was ¥5 
million for men and ¥5.75 million for women. All the subjects met the diagnostic criteria for 
GD on the DSM-5—36.4% of men and 42.9% of women had severe symptoms (a score of 8 
points or more). A total of 144 (71.2%) subjects responded to the survey 6 months after the 
first visit. 78 patients (54.6%) remained on treatment. 81 cases (56.3%) were not gambling 
6 months after the examination. Conclusions: A follow-up study using ICT investigated the 
prognosis of GD treatment. In the symposium, a follow-up survey after 12 months will be 
added to discuss the factors that influence prognosis.

Keywords: Gambling Disorder, prognosis, online survey
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S-7F1

No mass effect of the genre: Gaming disorder and need satisfaction 
networks

ANDREA STAŠEK, LUKAS BLINKA, DITA SIŘÍNKOVÁ

Psychology Research Institute, Faculty of Social Studies, Masaryk University, Czech Republic
E-mail: stasek@fss.muni.cz

Background: Among the factors of developing gaming disorder (GD), need satisfaction (NS) 
plays a significant role. According to the Self-Determination Theory, unfulfilled needs of re-
latedness, competence, or autonomy can make one seek satisfaction elsewhere, e.g., in gam-
ing. However, when gaming brings conflict into life, needs dissatisfaction could also become 
a consequence of gaming. Although some game genres tie GD and NS more strongly than 
others, the existing evidence is limited so far. Methods: We propose the network framework 
to explain the structure of GD and NS. 2,541 adult gamers (Mage = 25.7, SDage = 6, 83.4 % 
men) completed an online questionnaire containing the AICA-C and the Balanced Measure 
of Psychological Needs. We assumed differences among three genre-based networks. Re-
sults: The MMO, MOBA, and FPS genres did not differ in the structure of the networks. In 
all networks, Escapism was the main bridge between GD and NS. In both MMO and MOBA 
networks, the Autonomy need was linked to GD. The FPS network differed the most: GD and 
NS were least connected. Conclusion: Somewhat unexpectedly, needs satisfaction and gam-
ing disorder are related similarly across the genres - genres might not play such a significant 
role in the feedback loop of NS and GD. This could be due to the increasing complexity of 
games; they include similar features to increase engagement. Therefore, specific game genres 
might not be riskier than others.

Keywords: gaming disorder, need satisfaction, network analysis

S-7F2

Motivation and outcomes of video gaming:  
A daily diary study on adolescent gamers

JOSIP RAZUM1, ALEKSANDRA HUIĆ2

1Ivo Pilar Institute of Social Sciences, Croatia
2Department of Psychology, Faculty of Humanities and Social Sciences, University of Zagreb
E-mail:josip.razum@pilar.hr

Daily diary methodology brings advantages such as the reduction of retrospective bias and 
the possibility to examine within person relationships, but it was rarely used in gaming re-
search. This study used the framework of the Self Determination Theory (Ryan & Deci, 
2017). Its aim was to explore the relations between basic psychological need satisfaction 
and frustration within video games and real life and gaming time, and between gaming time 
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and well being and sleep. The study was conducted in Croatia on N=125 adolescent gamers 
(Mage= 17.28 years), who attended high schools and played video games daily. They filled 
in a baseline questionnaire, and then filled in questionnaires via a mobile app every morn-
ing and evening for 8 consecutive days. In the morning they answered questions about their 
sleep quality and quantity (Monk et al., 1994) and in the evening they answered questions 
about basic psychological need satisfaction and frustration within video games and real life 
(adapted from Mabbe et al., 2018), gaming time on that day, positive and negative affect 
(Diener & Emmons, 1984), vitality (Ryan & Frederick, 1997), and physical symptoms. Data 
were analyzed with multilevel structural equation modelling. Daily real life needs frustration 
was negatively related to gaming time, i.e., gamers played less on days when their needs were 
frustrated. Daily needs satisfaction within video games contributed to daily vitality. Daily 
gaming time was not related to any indicator of daily well-being nor to sleep. Daily real life 
needs satisfaction and frustration are key in predicting adolescent gamers well-being.

Keywords: video gaming, adolescents, self-determination theory, well-being, daily diary

S-7F3

The positive effect of perceived long-term and short-term benefits of 
internet gaming on internet gaming disorder among adolescent internet 
gamers in China: Mediation effect via internet gaming time

YANQIU YU1, VIVIAN W.I. FONG2, JOSEPH T. F. LAU3

1 Department of Preventive Medicine and Health Promotion, School of Public Health, Fudan 
University, Shanghai, China

2 Center for Health Behaviours Research, The Chinese University of Hong Kong, Hong Kong SAR, 
China

3School of Mental Health, Wenzhou Medical University, Wenzhou, China
E-mail: yuyanqiu@fudan.edu.cn

Background: Perceived benefit of internet gaming was positively associated with internet 
gaming time and internet gaming disorder (IGD). Yet, most studies looked at potential im-
pacts of immediate benefits on IGD instead of various short-term and long-term benefits 
and IGD simultaneously. No previous study has investigated mediators of such associations. 
Methods: A cross-sectional survey was conducted among 1,707 secondary school students 
who played internet games in the past 12 months in classroom settings during October 2019 
and January 2020, in Guangzhou and Chengdu, China. Results: The prevalence of IGD was 
16.9%. Only 18%–25% perceived no short-term or long-term benefits of internet gaming on 
his/her mental health, social relationships, and personal achievement; 13%–20% felt strong 
benefits in these regards. Within individual differences in the levels of the corresponding 
pairs of short-term versus long-term benefits were non-significant. All perceived short-term 
and long-term benefits were significantly associated with IGD and all (except one) such as-
sociations were either partially or fully mediated by internet gaming time, i.e., perceived 
benefits may increase gaming time to result in IGD. Discussion: The findings suggest that 
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adolescents commonly perceive some long-term and short-term benefits regarding internet 
gaming. Both perceived short-term and long-term benefits are potentially impactful as both 
of them were associated with IGD via internet gaming. Future longitudinal studies are needed 
to confirm the findings. Innovative interventions acknowledging the potential existence of 
short-term and long-term benefits of internet gaming should be piloted.

Keywords: Internet gaming disorder, benefits; rewards, adolescents, time perspective

S-7F4

Identifying video game players’ profiles from healthy behavior  
to Gaming Disorder in adolescents and adults

CATIA MARTINS CASTRO1,2, DAVID DIAS NETO1,2, JOÃO MARÔCO1,3

1ISPA - Instituto Universitário, Lisboa, Portugal
 2APPsyCI Applied Psychology Research Center Capabilities & Inclusion, Lisboa, Portugal
3William James Center for Research, Lisboa, Portugal
E-mail: martinscastro.catia@gmail.com

Background: The World Health Organization’s International Classification of Diseases and 
Related Health Problems diagnosis of gaming disorder (GD) has been a subject of debate 
regarding the differentiation of behavioral addiction from other behaviors and symptoms. 
The development and maintenance of this range of behaviors are influenced by psychological 
factors. This research aims to identify reliable video game players' profiles in terms of their 
psychological and interpersonal interaction factors in a determined continuum from healthy 
to addictive behavior criteria based on GD diagnosis and examine their differences. These 
profiles' novelty consists in examining the video game players' differences in terms of attach-
ment styles, emotional regulation, motives for play, mental health, interpersonal interactions, 
and socio-demographics with gaming disorder. Method: Through latent class analysis, this 
cross-sectional research identified different video game players' profiles in a sample (N = 
5020) of adolescents above 16 years old and adult video game players from novice to pro-
fessional e-sports, including all game genres. It was assessed through an online survey with 
validated questionnaires for the English-speaking population. Results: Several psychologi-
cal video game players' profiles were identified, differing in the intensity of symptoms and 
behaviors. Conclusion: The psychological and interpersonal profiles can contribute to iden-
tifying and better understanding the range from healthy to addictive behavior in video game 
use, helping to focus prevention and clinical interventions. They provide a useful framework 
for understanding which characteristics and why different people develop different game 
behaviors.

Keywords: video games, profiles, behavioral addiction
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S-7G1

Neuro, psycho and social studies of Internet Gaming Addiction

KUNHUA LEE (chair)

National Tsing Hua University, Taiwan

Symposium summary: The psychopathology and treatments of Internet gaming addiction were 
called lots of attention in past. A diversity of evidence attempted to illustrate the nature and 
adverse consequences of internet gaming addiction. Until now, a comprehensive study could 
provide more information about the etiology of internet gaming. This symposium would ex-
plore the nature of internet gaming addiction in line with neuropsychology, emotional regula-
tion, and social cognition. There will be five presentations in the symposium. The topic of the 
first presentation is to consider the effects of social cognition on internet gaming addiction. 
A cross-sectional study found the importance of social cognition (attitudes and intention) in 
internet gaming addiction. The second presentation will focus on the relationship between so-
cial cognitive determinants and positive emotion, and find gender differences in social cogni-
tion and positive emotion. After confirming the effects of social cognition, neuropsychology 
will be applied to examine the mechanism of internet gaming addiction. Therefore, the third 
and fourth presentations focus on impulsive control and decision-making of internet gaming 
addiction. The last presentation will provide a framework of time perception in internet gam-
ing addiction through reviewing articles. The presenters suggest perception tasks, especially 
time perception, could be examined in further.

Keywords: neurocognition, psychology, social factors, internet gaming addiciton

S-7G2

The roles of attitude toward play online game between positive emotion 
and the duration of play online game: The results from a cross-sectional 
study

KUNHUA LEE

National Tsing Hua University, Taiwan

Purpose: Based on social cognition theory, attitude and intention are important factors of 
human behaviors. The present study examined the role of intention between attitude and in-
ternet gaming addiction. Method: one hundred seventy-five participants were recruited from 
social networking sites (i.e., Facebook) (female = 85, 49.1%). After informed consent, they 
were assessed by their positive attitudes toward to game, intention to play, and duration of 
playing per day. Hierarchical regression analysis was to examine the potential role of inten-
tion between attitudes and duration for playing. Results: correlation test showed the positive 
attitudes toward to game, intention to play, and time for playing the game were significantly 
related to each other. Regression results showed attitude could have an impact on the dura-
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tion of playing, however, attitudes and intention could not have significant impacts on the 
duration of playing as the intention was entered in the second step. Discussion: Despite the 
intention could not be a mediator between attitude and duration of playing, however, the 
moderated role of intention and larger sample size could be considered in the future.

S-7G3

Gender difference in the moderating role of wellbeing in the path 
linking accessibility, peer influence, positive internet gaming use 
expectancy with Internet Gaming Addiction among adolescents

HUEI-CHEN KO, DI-HSUAN HUNG

Department of Psychology, Asia University, Taiwan

Objectives: Previous literature have suggested the mediating role of internet gaming expec-
tancy and the protective role of well-being in the path linking accessibility and peer influenc-
es with Internet Gaming Addiction. This study further examined the gender difference in the 
moderating role of wellbeing in the pathway relating accessibility, peer influence, positive 
internet gaming use expectancy with Internet Gaming Addiction among adolescents. Meth-
ods: A total of 6,081 adolescents (age: 11–18 y/o; male: 50.1%) completed a comprehen-
sive survey during classes after informed consent was obtained from adolescents and their 
legal guardians. Results: The results showed that, both in females and males, peer influence 
predicted internet gaming addiction, fully mediated through the positive Internet gaming 
use expectancy; moreover, accessibility, directly and indirectly, predicted Internet gaming 
addiction mediated by the positive internet gaming use expectancy. However, well-being 
significantly moderated the mediating effect of the positive Internet gaming use expectancy 
in the linking of Internet game accessibility and peer influence to Internet gaming addiction 
only in females, not in males. Further analyses indicated that the predictive power of the 
positive Internet gaming use expectancy on Internet gaming addiction weakened as the levels 
of well-being increased in females. Conclusions: Results proved the gender difference in the 
moderating role of wellbeing in the path linking accessibility, peer influence, positive internet 
gaming use expectancy with Internet Gaming Addiction. The underlying mechanisms of ge-
netic vulnerabilities and their interactions with parenting and adverse childhood experiences, 
leading to this gender differences were discussed.
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S-7G4

The executive function, behavioral systems, and heart rate variability in 
college students at risk of Mobile Gaming Addiction

CHIA-YING CHEN, HUEI-CHEN KO, YI-JIA XU, YI-HUA YEH, PEI-CHUN HSIAO, 
YU-CHI LIAO

Department of Psychology, College of Medical and Health Science, Asia University, Taichung, 
Taiwan

Background: This study focuses on the association between physiological indicators and 
behavioral measurements, including BIS/BAS, executive function, and negative emotion 
among college students at risk of mobile gaming addiction. Method: A total of 52 participants 
were included (aged 18-23, 8 males and 44 females). The Chinese version of Problematic 
Mobile Gaming Questionnaire (PMGQ) was used to classify the high and low-risk groups 
(the cut point was 29/30). There were 16 people in the high-risk group and 36 in the low-
risk group. The scales were BIS/BAS scale, the daily executive function scale (DEFS), and 
the brief psychiatric symptom rating scale (BSRS-50). The psychophysiological (heart rate 
variability [HRV]) profiles of resting state, stress state (Stroop color-word test and mobile 
gameplay), and recovery state were used to investigate the association between physiologi-
cal indicators and psychosocial measurement of mobile gaming addiction. Results: The sig-
nificances between the two groups were in PMGQ, DEFS, drive and BAS subscale of BIS/
BAS, depression and total scale of BSRS-50. In terms of physiological indicators, there were 
significant differences in the VLF and IBI Peak during the interference phase and heart rate 
during the gaming state. Discussion: The study revealed that poor executive functioning, be-
havioral activation, and negative emotions may be risk factors for mobile gaming addiction 
and showed adverse effects on the autonomic nervous system. Further research might focus 
on the endophenotype’s role of executive function and HRV in mobile gaming addiction.

S-7G5

To study the decision-making ability in problematic mobile gaming

HAN-YU CHUANG1, SHIH-CHING CHIN1, YUN-HSUAN CHANG2

1Department of Psychology, Asia University, Taichung, Taiwan
2Institute of Gerontology, College of Medicine, National Cheng Kung University, Tainan, Taiwan
3Institute of Behavioral Medicine, College of Medicine, National Cheng Kung University, Tainan, 
Taiwan
4Department of Psychology, National Cheng Kung University

Background: Previous studies have shown the impact of internet gaming on various domains 
of neuropsychological performance. With the smartphone embedded with the internet and ap-
plication programs, mobile games programs are increasing as well. However, the differences 
between internet gaming and mobile gaming are unclear. This study proposed to compare 
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the effect between internet gaming and problematic mobile gaming. Methods: Participants 
were collected and screened using a problematic mobile gaming questionnaire (PMGQ) (cut 
of score 29/30) to screen the risk of problematic mobile gaming. Each participant was given 
decision-making task and required to complete the behavior questionnaires. Results: Thirty 
participants completed the tasks and questionnaires. There were thirteen (male/female = 6/7 
with a mean age of 20.62 years old) in the high-risk problematic mobile gaming group (HR), 
and twenty-seven (male/female=6/11 with a mean age of 20.35 years old) were in the low-
risk of problematic mobile gaming group (LR). The HR showed a tendency of impulsiv-
ity with a short reaction time after receiving a positive reward and tended to make more 
decisions and get greater bonuses. Discussion: Our preliminary results showed that mobile 
gaming has a similar impact on decision-making abilities as internet gaming does. A signifi-
cantly higher number of decision-making in the high-risk PMG group with higher impulsive 
behavior and less flexibilities.

S-7G6

A comprehensive review in the association between time perception and 
addictive behavior

DA-I, HUANG1, YUN-HSUAN CHANG2

1Department of Psychology, Asia University, Taichung, Taiwan
2Institute of Gerontology, College of Medicine, National Cheng Kung University, Tainan, Taiwan
3 Institute of Behavioral Medicine, College of Medicine, National Cheng Kung University, Tainan, 
Taiwan

4Department of Psychology, National Cheng Kung University

Background: Impulsivity and addiction are inseparable, which leads people to act immediate-
ly without considering negative consequences. A task, of Delay Discounting Task has been 
documented to measure the impulsivity for people with addiction, and the results showed that 
compare to the non-addicts, by weighing immediate but smaller rewards against those that 
are delayed but larger. Time perception may play a key role in this process, as a distortion 
of time may make it difficult for people to make accurate evaluations. Method: Total nine 
empirical studies were selected through PubMed on the relationship between substance and 
behavioral addiction and time perception. Results: This review showed that limited number 
of studies and inconsistent results between studies on the time perception with addictive 
behavior. This may make it difficult to draw clear conclusions, and the heterogeneity among 
different addictions may also affect the conclusion. It is observed that addicts may not gen-
erally have impaired perception abilities, but rather show more consistent and significant 
differences only in certain time perception tasks and at certain time durations. Conclusions: 
Addicts may not have extensive time perception impairment, but only in a specific time in-
terval. We believe that the degree of craving during the task is also a key factor affecting the 
performance of time perception tasks. Considering that the current research focuses on time 
perception within 1 minute, follow-up research can try to design experiments with longer 
time intervals.
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S-8A1

Gaming Disorder and addictive digital behaviors:  
Developmental aspects & psycho-social management

HYEON WOO YIM, YONG-SIL KWEON 

Catholic University of Korea, Korea, Republic of South Korea

Symposium summary: Although gaming disorder or problematic internet use is not confined 
to children or adolescents, such conditions are more prevalent among the young population 
like substance problems are more pervasive in the younger population. The child and ado-
lescent phase is a critical period of life where both physical and psychosocial development 
occur. The mismatch of fronto-striatal neurodevelopment renders them more vulnerable to 
risky behaviors as well as gaming disorder or internet pornography. In addition to biological 
risk, this is the period that socialization takes place and the relative significance of peer influ-
ence increases. Although children or adolescents may become less influenced by their parents 
as the psychological individualization process occurs, attachment, parenting, and the quality 
of the parent-child relationship will still act as a fundamental foundation for the develop-
ing mind. In this symposium, important developmental perspectives will be discussed and 
research will be presented on how the interplay of social and parental factors affect the onset 
and course of gaming disorder and potentially addictive digital behaviors.

Keywords: gaming disorder, pornography, parent, development, treatment

S-8A2

Peer bullying & online pornography among children and adolescent

SEUNG-YUP LEE1, SOO-YOUNG BHANG2, JUNG-SEOK CHOI3, HAE KOOK LEE1, 
YONG-SIL KWEON1

1Catholic University of Korea, Korea, Republic of South Korea
2Eulji University School of Medicine
3Samsung Medical Center

Background: To examine the impact of peer victimization on digital media consumption in 
children and adolescents Methods: After informed consent, psychosocial measurements and 
variables related to digital media use were collected from 186 children and adolescents re-
cruited from three university hospitals in the Seoul metropolitan area. The participants were 
stratified by peer victimization status and group comparisons were performed. The group 
that experienced peer bullying was significantly more likely to be depressed and use online 
pornography. However, other digital media consumption did not demonstrate significant dif-
ferences between the two groups. Discussion: Peer victimization was associated with online 
pornography use in children and adolescents. They may use such explicit content as a means 
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to modify their depressed mood status, resulted from bullying. Exposure to age-inappropriate 
or harmful content may further exert a negative impact on mental health such as shame or 
guilt. More attention will be required to monitor the use of digital media among children 
experiencing social exclusion and bullying.

S-8A3

Effect of parent-evaluated children’s mental health problem  
on incidence of internet gaming disorder in adolescents:  
A two-year longitudinal study

HYUNSUK JEONG, HYEON WOO YIM

Catholic University of Korea, Korea, Republic of South Korea

We evaluated the effects of parent-evaluated children’s mental health problem on incidence 
of internet gaming disorder in adolescents using two-year longitudinal study. A total of 1,970 
family dyads without the presence of IGD feature at baseline included in the current study. 
Face-to-face interview of the parents using Diagnostic Interview Schedule for Children, ver-
sion IV (DISC-IV) was performed by trained laypersons to detect children's mental health 
problems at baseline. “Caseness” was defined as either any disorders present in the past 
month or year confirmed by the diagnostic algorithm of the DISC-IV. A high risk of IGD 
(HRIGD) was assessed by the Internet Game Use Elicited Symptom Screen, a self-reported 
questionnaire based on the fifth version of DSM-5 IGD criteria by self-reported assessment 
2-year follow-up. Of 1,970 subjects, 72 (3.7%) were classified as caseness at baseline. At 
2-year follow-up, 11.1% of caseness and 4.2% of non-caseness at baseline development of 
HRIGD (P = 0.012). As compared with non-caseness, caseness showed an approximately 
2.8-fold greater incidence of HRIGD over the two-year follow-ups after adjusting for po-
tential confounders including baseline IGD scores (aRR:2.8; 95%CI: 1.2-6.1). Children’s 
mental health problem increases the likelihood of occurrence of HRIGD in adolescence. The 
results suggest that the risk of IGD in adolescents can be reduced by detecting and appropri-
ately managing children's mental health problems. Funding: This research was supported by 
a grant of the R&D project, funded by the National Center for Mental Health (grant number: 
MHER22B03).
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S-8A4

Psychoeducation on developmental needs to assist parents of adolescent 
gamers

DANIEL L. KING, SONYA PATERSON

Flinders University

Background: Many parents express concerns about the risks of adolescent excessive gaming, 
including negative mood, reduced sleep, and interference with school and homework activi-
ties. Self-determination theory (SDT) suggests that gaming can fulfil basic developmental 
needs of autonomy, competence and social relatedness. This experimental study tests whether 
providing parents with psychoeducation about SDT may assist parents to recognise positive 
aspects of gaming and influence parenting responses to adolescent gaming. Methods: This 
talk will summarise an experimental study involving different case vignettes of adolescent 
gaming. The study involved a 2 (psychoeducation vs control) x 3 (vignette: casual, avid, and 
problematic gamer) design. A total of 851 parents (64% female) were randomly allocated 
to either the psychoeducation condition or control. Outcome measures focused on parent-
ing perceptions and strategies in relation to each vignette. Results: The psychoeducation 
was successful based on a manipulation check. This talk will summarise the effects of SDT 
psychoeducation on parenting perceptions and responses to each of the 3 vignettes, including 
parents’ appraisals of problem gaming in different case scenarios and associated supportive 
and controlling responses to gaming behavior. Conclusions: Many families encounter dif-
ficulties in regulating adolescent gaming time, and in having a shared understanding of the 
developmental value of gaming. This study contributes needed experimental data to a largely 
correlational body of evidence on parenting and gaming. With growing recognition of prob-
lem gaming in health nomenclature, it is important that both the benefits and harms of gam-
ing are included in public health discussions.
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S-8A5

Lessons from an intervention study: How to engage and support 
parents in treatment of adolescent Internet Gaming Disorder

HYEKYUNG CHOO

National University of Singapore, Singapore

This presentation will discuss evidence on family domain outcomes of an intervention that 
combines Cognitive-Behavioral Therapy (CBT) techniques and parent support components 
for adolescents with Internet Gaming Disorder (IGD). A sample of 115 secondary school stu-
dents presenting IGD participated in the study. By enhancing protective factors of IGD at the 
individual level and the familial level as mediating outcomes including self-regulation, resil-
ience, parental supervision, and parent-child attachment, the intervention aimed to mitigate 
IGD, and subsequently negative consequences of IGD (depression and parent-child conflict). 
The study found that compared with the non-intervention group, the intervention group re-
ported improvement in the individual-level mediating outcomes, the severity of IGD, and the 
level of depression. In contrast, there were no positive changes in family domain outcomes in 
the intervention group. Based on the results, we recommend that the intervention should im-
prove on parent support components for its substantial effect on the family-level outcomes.
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S-8B1

Understanding the measurement of behaviour in smartphone addiction: 
Results from a scoping review

RICHARD JAMES, LUCY HITCHAM

University of Nottingham, United Kingdom
E-mail: lpzrj@nottingham.ac.uk

Smartphone addiction has been proposed as a behavioural addiction, but there have been 
conceptual concerns about the nature of the proposed disorder and its relationship to other 
behavioural addictions (i.e. internet addiction) and related constructs (e.g. nomophobia) that 
have led to critical debate regarding its phenomenology. One consideration that informs this 
debate is the relationship between self-perceived smartphone addiction and specific types 
of user behaviour. To this end, this talk reports the findings of an extensive review of the 
smartphone addiction literature. We conducted a scoping review of the empirical smartphone 
addiction literature to examine how smartphone use behaviours were measured and con-
ceptualised in the literature, reviewing 1305 empirical papers measuring smartphone addic-
tion. Approximately half of papers did not measure any behaviour. Most studies measure a 
common set of behavioural markers: screen time (duration of phone use), number of phone 
pickups, type of use, and length of phone ownership. A small minority (around 10%) of pa-
pers used actual behaviour logged from users' phones. The number of papers reporting any 
self-report behaviour, or using logged data were found to be decreasing over time. Most of 
these markers can be collected using proprietary apps available and usually already active on 
users’ phones. We proposed a number of recommendations for collecting behavioural data in 
smartphone addiction research.

Keywords: smartphone addiction, behaviour, nomophobia

S-8B2

The Relationship between parental overprotection and college students’ 
mobile phone addiction: Mediating roles of self-concept clarity and 
anxiety

YONGXUE LI, CHONGZENG BI

Faculty of Psychology, Southwest University, People's Republic of China
E-mail: 2240620347@qq.com

Parental overprotection and mobile phone addiction are common phenomena in our daily 
life that can lead to physical and psychological maladaptation. Although parental overpro-
tection has been considered to be correlated with mobile phone addiction, the underlying 
mechanisms of their relation are still unclear. The purpose of this study was to investigate the 
internal influencing mechanisms of parental overprotection on mobile phone addiction, with 
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a focus on the multiple mediating effects of self-concept clarity and anxiety. An online survey 
was completed by 699 college students (55.79% male). The results showed parental overpro-
tection exerted a significant and positive influence on mobile phone addiction. Self-concept 
clarity played a partial mediating role between parental overprotection and mobile phone 
addiction. Anxiety also played a partial mediating role between parental overprotection and 
mobile phone addiction. Moreover, both self-concept clarity and anxiety were found to play 
a chain mediating role between parental overprotection and mobile phone addiction. This 
study highlights the potential mechanisms of action between parental overprotection and mo-
bile phone addiction and found that parental overprotection is a risk factor for mobile phone 
addiction. Consequently, educational programs that improve the parent-child relationship 
should be developed to reduce and prevent mobile phone addiction among college students.

Keywords: parental overprotection, mobile phone addiction, self-concept clarity

S-8B3

A preliminary study on the relationship among smartphone addiction 
and subjective/objective sleep in real life situations

HUA-YUAN HUANG, HUEI-CHEN KO, YUN-HSUAN CHANG, JYUN-SIAN GUO

Asia University, No. 500, Lioufeng Rd., Wufeng, Taichung, 41354, Taiwan, Taiwan
E-mail: z11108051@ncku.edu.tw

Background & aims: Previous studies have shown the association between smartphone ad-
diction and sleep quality, prolonged bedtime, and chronotype of sleep. However, most reports 
use subjective reports may bias the measurement. In addition, the gender factor could be 
a moderating variable in the association between subjective and objective measurements. 
With the development of technology, a wearable device could be applied to measure sleep 
pattern and plays as an important role with more objective measurement. In order to explore 
the stabilities and differences between the subjective and objective markers of sleep mea-
surement, this study proposed to investigate the relationship among smartphone addiction, 
gender, and subjective/objective sleep. Methods: Forty-nine university students (18Males, 
31females) were recruited, and were evaluated using Ko Internet User Behavior Inventory 
– Smartphone Addiction Subscale (Cutoff =4/5) to define the group with Smartphone Addic-
tion (SPA, n=19) and non-SPA (n=30). Each participant was assessed using Chinese version 
of Pittsburgh Sleep Quality Index (CPSQI) for the subjective measurements. In addition, 
each participant was required to wear a wearable device to measure their daily sleep patterns 
for a continuous month. Results: 3-Way MANOVA found a significant difference between 
the subjective and objective reports of the sleep onset(p<.05) and awake time(p<.05), but 
not the total sleep time(p>.05). Moreover, a significant difference of total sleep time(p<.05), 
total awakening time(p<.05) between the SPA and non-SPA group. Taking gender effect 
into account, the results showed a significant difference of wake-up time between male and 
female(p<.05). Furthermore, Pearson product moment correlations showed a significant as-
sociation between the subjective reports of total sleep time(p<.05) and the sleep onset(p>.05) 
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measured by the wearable device. Conclusions: In conclusion, university students with SPA 
may appear similar sleep chronotypes with those without SPA, however, the SPA group ex-
hibits shorter sleep time and poorer sleep quality compared to the non-SPA.

Keywords: smartphone addiction, wearable device, sleep, wake-up

S-8B4

A proposed explanatory theory in digital media: Approach-avoidance 
media theory and direct evidence from three empirical studies

SHUNSEN HUANG1, XIAOXIONG LAI1, XINMEI ZHAO1, XINRAN DAI1,  
HUANLEI WANG1, YAJUN LI2, CAI ZHANG3, YUN WANG1

1 State Key Laboratory of Cognitive Neuroscience and Learning, Beijing Normal University, Beijing, 
100875, China

2Guangming Institute of Education Sciences, Shenzhen, Beijing, 100875, China
3 Collaborative Innovation Center of Assessment for Basic Education Quality, Beijing Normal 
University, Beijing, 518107, China

E-mail: huangss@mail.bnu.edu.cn

Background: The new phenomenon (the co-occurrence of digital addiction and digital stress, 
specifically, the digital approach and digital avoidance) is gaining prominence. However, 
few theories can adequately explain the phenomenon. This research formulated a new theory, 
the approach-avoidance media theory (AAMT), and conducted three empirical investiga-
tions to demonstrate it. Method: First, the AAMT was proposed by analogizing approach-
avoidance conflict theory in animal models and human behavior. Second, study 1 used an 
adolescent sample (N=2,333, male=1,182) to discriminate digital addiction and digital stress, 
study 2 used a large sample (N=74,642, male=39,428) to test principle 1 of AAMT, and 
study 3 used a longitudinal design (N = 570, male = 337) to test principle 2/3/4 of AAMT. 
Results and Conclusion: The AAMT advocates five principles: (1) Digital media use can 
lead to three phenomena: addictive use, avoidant use, and approach-avoidance conflict use; 
(2) individuals experience psychological tension when confronted with approach-avoidance 
conflict use; (3) they may choose different coping strategies; (4) addictive and avoidant use 
can be mutually reinforcing; (5) addictive and avoidant use can only occur with the same 
type of digital media. (1) there were adolescents with only highly addictive smartphone us-
age, adolescents with only highly avoidant use, and adolescents with approach-avoidance 
use; (2) high approach-avoidance use predicted low mental health, adolescents with high 
approach-avoidance use displayed more maladaptive coping behaviors; and (3) smartphone 
addiction and stress predicted each other in the cross-lagged model. In addition, an AAMT-
based psycho-behavioral-social model is developed, and its consequences and future pros-
pects are discussed.

Keywords: approach-avoidance media theory, approach-avoidance conflict, digital addiction, digital 
stress
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S-8B5

Less smartphone use – more well-being and a healthier lifestyle?  
An experimental longitudinal study

JULIA BRAILOVSKAIA

Ruhr-Universität Bochum, Germany
E-mail: julia.brailovskaia@rub.de

Background: Smartphones allow permanent availability and provide up-to-date news around 
the globe. However, excessive smartphone use can negatively impact subjective well-being. 
It fosters addictive tendencies, depressive and anxiety symptoms. The current experimental 
study investigated whether an abstinence from or a reduction of daily smartphone use time by 
one hour over seven days can influence one’s addictive tendencies, well-being (life satisfac-
tion, depressive and anxiety symptoms), and lifestyle (physical activity, nicotine consume). 
Method: The study had a randomized controlled trial design with three groups: Experimental 
abstinence group (N = 200), experimental reduction group (N = 226) and control group that 
used smartphone as usual (N = 193). Data were collected at four measurement time points 
via online surveys (1. Day prior to the intervention beginning; 2. Day after the interven-
tion; 3. One month after intervention; 4. Four months after intervention). Results: Repeated 
measures analyses of variance revealed significant group differences. Both interventions 
reduced addictive smartphone use, depressive and anxiety symptoms significantly. In both 
experimental groups, life satisfaction and physical activity increased significantly. Effects 
were stronger and remained more stable over four months after the reduction than after the 
abstinence. Furthermore, in the reduction group only, the number of daily smoked cigarettes 
decreased significantly. Conclusions: The present findings demonstrate that less time spent 
on the smartphone leads to more well-being and a healthier lifestyle; a complete smartphone 
abstinence is not necessary. Thus, programs that aim to reduce addictive tendencies, to pro-
tect well-being and to foster a healthier lifestyle should focus on a conscious and controlled 
reduction of smartphone use.

Keywords: addictive smartphone use, well-being, experimental longitudinal study
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S-8B6

Subjective socioeconomic status, academic factors and smartphone 
addiction among Korean adolescents

SULKI CHUNG1, KYOUNGJAE PARK1, HAE KOOK LEE2

1Chung-Ang University, Korea
2The Catholic University of Korea Uijeongbu St. Mary’s Hospital, Korea
E-mail: chungs@cau.ac.kr

This study investigated the dual mediating effects of academic performance and academic 
stress on the relationship between subjective socioeconomic status and smartphone addic-
tion among Korean adolescents. The study used data from a cross-sectional survey. The 
sample included 1,593 adolescents aged between 12 and 17. To examine the mediating ef-
fect of academic performance and academic stress on the relationship between subjective 
socioeconomic status and smartphone addiction, a serial-multiple mediation model (model 
6) was conducted using the PROCESS macro in SPSS 26.0. There were significant correla-
tions between the main variables. Subjective socioeconomic status was negatively correlated 
with smartphone addiction and academic stress. The direct effect of adolescents' subjective 
socioeconomic status on smartphone addiction was statistically significant. Both academic 
performance and academic stress had dual mediating effects in the relationship between sub-
jective socioeconomic status and smartphone addiction. This study showed that subjective 
socioeconomic status and academic factors have significant impact on smartphone addiction 
among adolescents. Implications of the study include the need for intervention strategies that 
focus on socioeconomic gap and academic environment in order to reduce smartphone ad-
diction among youths.

Keywords: adolescents, subjective socioeconomic status, smartphone addiction, academic stress.
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S-8C1

Psychosocial predictors of Compulsive Sexual Behavior Disorder

HYEIN CHANG1, SANG KYU LEE2 (chairs)
1Department of Psychology, Sungkyunkwan University, Seoul, Korea
2Hallym University, Korea, Republic of South Korea

Symposium summary: Given the severe subjective distress and functional impairment caused 
by CSBD, it is important to identify and intervene early to vulnerable populations based on 
knowledge of risk mechanisms for CSBD. Nevertheless, the psychosocial risk factors of 
CSBD have not yet been sufficiently identified. In this symposium, presenters will introduce 
the latest research findings obtained from various cultures. Jae Woo Park investigated the ef-
fect of stress on CSBD and the mediating effects of active coping strategies and self-control. 
Yuna Matsuoka investigated the indirect effect of childhood sexual abuse on CSBD through 
self-objectification and examined whether self-compassion could change this relationship. 
Kyeongwoo Park investigated the effect of relative deprivation on CSBD and tested the mod-
erated mediating effect of shame and self-compassion in this relationship. Émilie Gaudet 
investigated the relationship between impulsivity and compulsivity with CSBD based on 
data from 43 countries and examined the country and gender differences. The above findings 
may provide critical information to interventions and public health policies for the CSBD.

Keywords: predictor, CSBD, International survey

S-8C2 

The effect of stress on Compulsive Sexual Behavior Disorder:  
Active coping strategy and self-control as mediators

JAE WOO PARK1, DAI JIN KIM2, MI-HYUN SHIN1, HYUN-A KIM1

1Korea Counseling Graduate University, Seoul, Korea
2Seoul St, Mary’s Hospital, Seoul, Korea

The mediating effects of active coping strategies and self-control in the effects of stress on 
compulsive sexual behavior disorder were explored. The subjects were 300 adult men and 
women aged 20 to 39 years. The scales used were the Perceived Stress Scale, Internet Version 
Compulsive Sexual Behavior Scale, Active Coping Strategies Scale, and Self-Control Scale. 
According to the results of the structural equation analysis, the effect of stress on compulsive 
sexual behavior was significant, and it was found that self-control and active coping strate-
gies sequentially mediated this relationship. The implications of these results were discussed, 
and the direction of follow-up research related to other variables that could affect compulsive 
sexual behavior disorder was discussed. Finally, cognitive-behavioral therapy interventions 
that can help intervene these symptoms are discussed.
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S-8C3

The relationship between compulsive sexual behaviors and childhood 
sexual abuse: Focusing on the role of self-compassion and self-
objectification

YUNA MATSUOKA1, YUSHUN OKABE1, KYEONGWOO PARK2, DAISUKE ITO1, 
VERENA KLEIN3, HYEIN CHANG2

1Hyogo University of Teacher Education, Hyogo, Japan
2Department of Psychology, Sungkyunkwan University, Seoul, Korea
3School of Psychology, University of Southampton, United Kingdom

Background:  In previous studies, the association between Compulsive Sexual Behavior Dis-
order (CSBD) and childhood sexual abuse (CSA) has been discussed (Slavin et al., 2020). 
However, the mechanism that CSA leads to CSBD has not been clarified in detail. Some stud-
ies have described that CSA related to self-objectification (e.g., Talmon & Ginzburg, 2016). 
Furthermore, it has been suggested that self-objectification increases sexual risk behaviors 
(e.g., Ingram et al., 2023). In short, self-objectification may mediate the association between 
CSBD and CSA. This study aimed to examine a model of the effects of CSA, self-objectifi-
cation, and self-compassion on CSBD. Methods: 935 participants via online were included in 
the analysis (Korean: n = 329, Japan: n = 377, the UK: n = 229). The scales were the CSBD-
19, Self-Compassion scale, Childhood Trauma Questionnaire, and Objectified Body Con-
sciousness scale. Results: Moderated mediation model indicated that the mediation effect of 
self-objectification measured by body surveillance, and moderation effect of self-compassion 
were not significant. Additional exploratory analyzes showed that body shame significantly 
mediated between CSA and CSBD in three countries, and self-compassion mediated in only 
the UK and Korea. Conclusion: The result indicates that individuals with CSA experiences 
may develop CSBD through Body shame in three countries. Therefore, it is necessary to 
focus on body shame when reducing the risk of CSBD. Self-compassion intervention may be 
applicable to support CSBD with CSA in the UK and Korea. However, in Japan, it was shown 
that it is necessary to further examine the function of self-compassion.
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S-8C4

The role of self-compassion on the relationship between relative 
deprivation, shame, and compulsive sexual behavior among Young 
Adults

KYEONGWOO PARK, HYEIN CHANG

Department of Psychology, Sungkyunkwan University, Seoul, Korea

Relative deprivation has been suggested as an important predictor of mental health problems, 
including problematic game use, that can replace or supplement socioeconomic indicators. 
However, information on the effect of relative deprivation on compulsive sexual behavior 
and the psychosocial factors that involved in this relationship is insufficient. This study aimed 
to examine the effect of the relative deprivation on compulsive sexual behavior and to test the 
moderated mediating effect of shame and self-compassion. Subjects consisted of 657 adults 
(male 322, female 335), ranged from 19 to 34 years of age (M = 27.19, SD = 4.34). All vari-
ables were measured using the self-report questionnaires via online. The results of analysis 
using PROCESS macro indicated that the mediation effect of shame in the association be-
tween the relative deprivation and compulsive sexual behavior, and the moderation effect of 
self-compassion on this association were both significant. Specifically, the indirect effect of 
relative deprivation was significant regardless the level of self-compassion but was weaker 
in the high self-compassion group. On the other hand, the direct effect of relative deprivation 
was not moderated by self-compassion. These findings suggest that individuals who perceive 
socioeconomic gaps with people around them and experience negative feelings can become 
vulnerable to compulsive sexual behavior by internalizing the shame and promoting self-
compassion can be considered as an effective intervention strategy for them.
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S-8C5

How strongly is Compulsive Sexual Behavior Disorder related 
to Impulsivity and Compulsivity? Findings from the 43-country 
International Sex Survey

ÉMILIE GAUDET1, AURÉLIE MICHAUD1, MÓNIKA KOÓS2, LÉNA NAGY2,  
ZSOLT DEMETROVICS2,3, SHANE KRAUS4, MARC POTENZA5, REPAIRER ETUK4, 
BEÁTA BŐTHE1

1Département de Psychologie, Université de Montréal, Montreal, Canada
2 Institute of Psychology, ELTE Eötvös Loránd University, Budapest; Doctoral School of Psychology, 
ELTE Eötvös Loránd University, Budapest, Hungary

3 Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar; Institute of 
Psychology, ELTE Eötvös Loránd University, Budapest, Hungary

4Department of Psychology, University of Nevada, Las Vegas, NV, USA
5 Departments of Psychiatry and Neuroscience and Child Study Center, Yale School of Medicine,  
New Haven, CT, United States; Connecticut Council on Problem Gambling, Wethersfield, CT,  
United States; Connecticut Mental Health Center, New Haven, CT, United States

Background: Compulsive sexual behavior disorder (CSBD) can be as prevalent as depres-
sion in general populations, with important gender differences. Impulsivity and compulsivity 
are among the most frequently examined transdiagnostic features in the case of problematic 
sexual behaviors. Yet, previous studies on CSBD and its associations with impulsivity and 
compulsivity were mostly conducted on relatively homogenous samples, limiting general-
izability. In the present study, we investigated how impulsivity and compulsivity relate to 
CSBD using a cross-cultural lens. Methods: The International Sex Survey is a 43-country 
self-report survey study (N=82,243, 57% women; Mage=32.4 years, SD=12.5). Kruskal-
Wallis tests compared country/gender-based differences in CSBD, compulsivity and all five 
dimensions of impulsivity. Associations between CSBD, impulsivity, and compulsivity were 
examined using multiple linear regression analysis. Results: Kruskal-Wallis tests indicated 
significant differences between genders on CSBD, compulsivity, and all dimensions of im-
pulsivity (e.g., men scored the highest on CSBD: p<0.001, dCohen= 0.44). For all genders, 
multiple linear regressions showed that impulsivity and compulsivity were positively as-
sociated with CSBD. Yet, some country- and gender-based differences were also observed; 
for example, we found specific impulsivity dimensions were associated with CSBD in men 
and women but not in gender-diverse individuals. Conclusions: Understanding the roles of 
impulsivity and compulsivity in CSBD may help in its diagnostic classification (e.g., im-
pulse control vs addictive disorder) and contribute to improved treatment and public health 
interventions. Findings from diverse samples (e.g., culturally diverse populations) may also 
provide basis for more tailored care when working with individuals with CSBD.
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S-8D1

The relationships between emotional dysregulation, cognitive 
distortions and dark triad personality traits in patients diagnosed with 
gambling disorder

MUSTAFA ALP ŞENEL1, MERİH ALTINTAŞ2

1Erenköy Mental and Neurological Diseases Training and Research Hospital, İstanbul
2 Turkish Green Crescent Society, İstanbul, SBÜ, Kartal Dr Lütfi Kırdar City Hospital,  
Department of Psychiatry, İstanbul

E-mail:  merihaltintas@gmail.com

Objective: Gambling can be defined as risking a certain amount of money on an event of 
uncertain outcome in order to win larger sums of money. When this behavior reaches patho-
logical dimensions, we encounter behaviors such as not being able to stop gambling, illegal 
activities, problems with work and family life, and gambling again to regain the lost. The 
dark triad personality traits including narcissism, machiavellianism and psychopathy have 
been shown to be associated with substance or behavioral addictions. Emotion dysregulation 
and cognitive distortions are also known to play a role in gambling disorder. In our study, 
it was aimed to examine the relationship between dark triad features and cognitive distor-
tions in gambling disorder. Materials and methods: 101 men who applied to the hospital for 
treatment and agreed to participate in the study and were diagnosed with Gambling Disorder 
according to DSM-V criteria were included in our study. Participants were asked to answer 
questions on the Sociodemographic Data Form, South Oaks Gambling Screening, Short Dark 
Triad Scale, Difficulties in Emotion Regulation Scale, and Cognitive Distortion Scale. Re-
sults: When the relationships between the scale scores of the participants were examined, a 
significant positive relationship was found between the dark triad characteristics and diffi-
culty in emotion regulation. A significant positive relationship was also found between dark 
triad features and cognitive distortions. While no significant relationship was found between 
narcissism and difficulty in emotion regulation, it was observed that machiavellianism and 
psychopathy had a significant and positive relationship with dysregulation of emotion. A sig-
nificant positive correlation was found between dark triad features and cognitive distortions. 
While there is no significant relationship between narcissism and cognitive distortions, there 
is a positive relationship between machiavellianism and psychopathy with cognitive distor-
tions. Conclusions: In our study, the relationship between the dark triad traits -narcissism, 
machiavellianism and psychopathy-and emotional dysregulation and cognitive distortions 
was investigated and discussed in 101 individuals diagnosed with gambling disorder seeking 
treatment. Emotion dysregulation and cognitive distortions were thought to be features that 
should be emphasized in the course of the treatment of gambling and may negatively affect 
the response to treatment. When taken into consideration in treatment, this may also posi-
tively affect the prognosis of gambling disorder.

Keywords: gambling, dark triad, emotional dysregulation, cognitive distortion
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S-8D2

Problem gambling in Canada: An under served Asian community 
(Vietnamese)

HUNG TON THAT

Private practice, Canada
E-mail: hungthatton@gmail.com

The Vietnamese community in Toronto, Ontario Canada is a minority group that comprises 
less than 1% of the population. They have been in Canada since 1970's and are considered a 
long-term and established residential group that is not prioritized for funding for newcom-
ers assistance programs . As 2020 to 2022, they have zero financial support for addressing 
problem gambling problems amongst youths, families and seniors in this community. On 
the other hands, the gambling industry have been targeting Vietnamese community as one 
of their major clientele groups. When many casinos are running expensive variety shows to 
attract members from this community, an outreach worker is running back and forth to talk to 
a group of 10 or 15 persons in ESL or Tai-Chi class held in a basement of in an old commu-
nity centre. Free bus tickets for those who attend the problem gambling awareness meetings 
are no comparison with the two hundred dollar free tickets to attend those shows in casinos 
(where they can meet their music idols). After the shows, they then exit to the gambling 
area and become trapped there. There is only one problem gambling counsellor (Hung Ton) 
who speaks Vietnamese language in the Ontario province and in Canada at large amidst the 
70 casinos in Ontario or more than 200 licensed gambling facilities in Canada. He has been 
lonely in all un-equal "battles" for the last 25 years. Nowadays, he is still fighting over there 
with or without funding support to the program. Presenter Biography Hung Ton received 
training in Problem Gambling Counselling from University of Windsor. He is currently the 
only Vietnamese speaking Certified Gambling Counsellor in Canada. Hung began addressing 
problem gambling with Vietnamese community in Toronto since 1998 as the volunteer and 
sub-contract to Vietnamese community groups. In the topic of problem gambling and dur-
ing the last almost 25 years, he was invited as a guest speaker in many Vietnamese language 
television programs in Canada, or on VOA and BBC. Hung has received numerous awards 
from all kind of government levels for his tirelessly community services. One of the most 
recognizable was the Diamond Jubilee Medal from the Queen Elizabeth II. He is also the ac-
tive member of PEN Canada and gave speeches at many PEN International Congresses from 
North America to Europe and Asia.

Keywords: under served Asian, Vietnamese, problem gambling, minority, stigma
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S-8D3

Acceptance and commitment therapy for gambling disorder and 
posttraumatic stress disorder in military veterans: A brief review

CATHERINE MICHELE HITCH1, DANIEL LEIGHTLEY2, DOMINIC MURPHY3, 
SIMON DYMOND1

1Swansea University, United Kingdom
2King's College, London
3Combat Stress, London
E-mail: catherine.hitch@swansea.ac.uk

Military personnel are at increased risk of PTSD and gambling disorder (GD), and the two 
disorders are frequently comorbid. It is likely that gambling may provide an escape- and 
avoidance-based means of coping with traumatic experiences and associated reminders. De-
spite the heightened risk, little is known about comorbid PTSD and GD in veterans or the 
responsiveness of this population to new or existing treatment approaches. Third wave be-
havioral therapies such as Acceptance and Commitment Therapy (ACT) target a transdiag-
nostic process - experiential avoidance – believed to be at the root of human suffering. While 
it is known that ACT shows considerable promise and may improve both PTSD and GD 
outcomes, research into the potential effectiveness of ACT among veterans is scarce. Here, 
we systematically review the evidence relating to the use of ACT for military populations 
with PTSD and/or GD. Next, we outline several areas that warrant further research and clini-
cal treatment development. Finally, we evaluate the potential of ACT-informed treatment of 
avoidant-based coping in veterans experiencing problems related to PTSD and GD.

Keywords: Veterans, gambling, PTSD, ACT, acceptance and commitment therapy

S-8D4

Eye movement desensitization and reprocessing, EMDR for addiction: 
A case series

CHANGWOO HAN1, HWALLIP BAE2

1Hanyang University Myongji Hospital, Republic of South Korea
2National Medical Center
E-mail: 6peaks@gmail.com

The aim of this case series are to share the therapeutic potential of eye movement desensitiza-
tion and reprocessing(EMDR) in addiction. This addiction protocol of eye movement desen-
sitization and reprocessing was delivered to pathological gambling, alcohol dependence and 
food addiction. The therapist gave three 60-min weekly sessions of the EMDR using bilateral 
stimulation (horizontal eye movements or alternative tactile stimuli) focusing on the hierar-
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chy of triggering situations and the urge to initiate cravings. After treatment, self-reported 
craving for addiction and impulsiveness were all improved, and all the participants reported 
satisfaction with the therapy. Accordingly, we suggest that EMDR could be effective for the 
case of various addictions.

Keywords: Pathological gambling, alcohol dependence, food addiction, EMDR

S-8D5

Gambling as a side hustle during COVID-19 pandemic:  
A case-series in Indonesia

HANS CHRISTIAN, ENJELINE HANAFI, KRISTIANA SISTE

Universitas Indonesia, Indonesia
E-mail: hanstopochristian@gmail.com

Introduction: Several studies exclude financial factor as main motives of gambling (i.e., 
enhancement, coping, and social). However, In Indonesia, as a developing country, most 
gamblers do gamble as their side hustle. This phenomenon is increasing during COVID-19 
pandemic due to economic crises in Indonesia. Nevertheless, most gamblers in Indonesia 
does not realize that gambling is presuppose more losing rather than winning. Moreover, 
increasing number of instant loans in Indonesia also increase the complexity of this issue.
Case presentation: Two cases, 27-year-old male and 30-year-old male are involved in gam-
bling behavior (i.e., trading and sport betting) and perceived it as their side hustle. Both 
diagnosed with gambling disorder and showed chasing-losses behavior. Moreover, they also 
access illegal instant loan to cover their debt, which worsen their economic stability. Their 
families finally help to cover their debt. However, both relapsed after they finished their 
debt. Therefore, psychoeducation about money management and Socratic dialogue about 
this issue for patients and family is performed and showed good result in both cases, which 
reflected in no relapse. Conclusion: Gambling as side hustle, although illogical, is common in 
Indonesia and increasing during COVID-19 pandemic. This phenomenon showed economic 
literacy in Indonesia is very poor. Moreover, maladaptive solution for financial crises due to 
gambling disorder might increase risk of relapse. Therefore, psychoeducation about money 
management, and Socratic dialogue about their motives to get money from gambling, might 
be beneficial to prevent relapse. Moreover, government and bank policy concerning loans in 
Indonesia must be evaluated to prevent worsening of economic problems.

Keywords: side hustle, COVID-19, gambling disorder, instant loan, motivation
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S-8E1

The bio-medical discourse on gambling disorder among Jewish  
Ultra-Orthodox Rabbis

NOA VANA, YAEL ITZHAKI-BRAUN, BELLE GAVRIEL-FRIED

Tel-Aviv University, Israel
E-mail:noavana@gmail.com

Introduction: Perceptions toward gambling behaviors have been changed from immoral ac-
tions to disease and into a legitimate leisure-time activity in western countries. Judaism is 
ambivalent towards gambling. While prohibiting several gambling practices and comparing 
them to robbery, several Jewish customs might be considered a form of gambling. Jewish Ul-
tra-Orthodox individuals are socialized to venerate the male religious leaders (Rabbis) and be 
subjected to their rulings. However, the Rabbis’ authority in recent years has been continually 
challenged by the western lifestyle. The current study aimed to explore how Rabbis perceive 
gambling problems in their communities and how they cope with it. Method: Relying on a 
constructivist grounded theory approach, sixteen Rabbis from diverse Ultra-Orthodox groups 
were interviewed, creating a sample driven by theoretical concerns. Results: An abductive 
analysis revealed a process of sense-making divided into three stages. First, the Rabbis are 
aware of the bio-medical discourse on gambling disorder and recognize problem gambling as 
a disease. However, in Rabbinic Halacha, gambling is not prohibited. Hence, they cannot ban 
it. Second, this gap leads them to “shop” for Halachic rulings in other areas that can frame 
gambling as a moral problem and justify a religious ruling against it. Third, once they resolve 
the religious inconsistencies, the Rabbis develop a social plan to care for the gamblers and af-
fected others instead of referring them to western mental health care. Conclusions: The find-
ings present the process through which the Rabbis preserve their religious authority within 
the boundaries of their cultural enclave.

Keywords: gambling disorder, religion, authority, enclave
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S-8E2

Psychological risk factors of problematic gambling in a sample  
of people with dual diagnosis: Attachment styles and alexithymia

BEGOÑA RUEDA1, JUAN F. NAVAS1, EDURNE ARISTEGUI1, KARMELE 
HUIDOBRO1, URKO AGUIRRE2, MARTA HERRERO3, FULVIA PREVER4,  
ANA ESTÉVEZ3

1Osakidetza-Basque Health Service
2Research Unit, Galdakao Hospital
3University of Deusto 
4Varenna Foundation/Sunncoop
E-mail: aestevez@deusto.es

The present study examines the presence of problematic gambling behaviors in a sample of 
369 persons with dual diagnosis and provides knowledge about the psychological risk fac-
tors (attachment styles and alexithymia) that can help to explain those gambling problems. 
The results show that insecure attachment is more frequent and alexithymia higher in people 
with dual diagnosis with problematic gambling than in those with not comorbid gambling 
problems. Moreover, alexithymia is a significant mediator in the relationship of insecure 
attachment style and problematic gambling behaviors. The final model is robust and shows 
an adequate discrimination of the co-occurrence of problematic gambling behaviors. The 
relationships with the sample characteristics indicated that men had a higher risk of gambling 
problems than women, and that the poly-consumption of substances is also related to higher 
risk of gambling problems. People with dual diagnosis with comorbid gambling problems 
show a higher prevalence of insecure attachment than those without that comorbidity. Also, 
the higher presence of impaired attachment in people with dual diagnosis with gambling 
comorbidity would explain that that group has early learnings of the management of emo-
tions and feelings that increment the risk of addiction, because of difficulties in emotional 
regulation. This research extends previous literature and shows that insecure attachment is 
concretely a risk factor for gambling for substance disorders even controlling for poly-con-
sumption, age or sex. Therefore, present results could indicate that insecure attachment is 
specially a risk factor for gambling over other substance addictions, also in a clinical popula-
tion with poly-consumption. Our results also show that people with dual diagnosis and co-
morbid problematic gambling behaviors have higher alexithymia levels than those without 
gambling problems and that those increased alexithymia levels act as mediators of the rela-
tionship in between insecure attachment and gambling problems working as an explanatory 
mechanism of the found effects. The role of alexithymia supports the relationship between 
insecure attachment and addition due to problems in self-regulation of emotions based on 
the self-regulation theory. In this sense, the worse difficulties in emotion identification and 
awareness promoted by insecure attachment may make insufficient the regulatory effects 
of substance consumption increasing increase the probability of appearance of behavioral 
addictions as problematic gambling in a population with dual diagnosis. In conclusion, this 
study shows that insecure attachment is an important risk factor for problematic gambling 
behaviors in people with dual diagnosis. Moreover, alexithymia is observed as an explana-
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tory mechanism that indicates that problems in emotion comprehension and mentalization 
can worsen the addition complexity with behavioral new addictions. These results give novel 
information about the processes involve in summative severity for people with dual diagnosis 
giving clues for understanding and promote interventions with risk profiles, and have impli-
cations for research and therapeutic intervention.

Keywords: problematic gambling, dual diagnosis, attachment styles, alexithymia

S-8E3

Gambling and crime: An exploration of gambling availability and 
culture in an English prison

AMANDA ROBERTS1, LAUREN SMITH1, STEVE SHARMAN2

1University of Lincoln, United Kingdom
2Kings College, London, United Kingdom
E-mail: aroberts@lincoln.ac.uk

Background: There is evidence that prisoners have the highest rate of problem gambling 
in any population, but little is known about the nature of in-prison gambling, the motives 
for it or how it relates to prior gambling behaviour. Aims: To investigate the prevalence 
and type of gambling prior to prison and the prevalence, type, and reasons for gambling in 
prison. Methods: Two hundred and eighty-two male volunteers in a Category B male prison 
in England completed a questionnaire which included the Problem Gambling Severity In-
dex (PGSI). Results: One hundred and twenty-six (45%) reported gambling in prison, with 
eighty-one (30%) of participants reporting that gambling was a normal part of prison life. 
Pre-prison behaviour, whether type of index offence or prior gambling, had little relation-
ship to in-prison gambling. Frequency of gambling in prison increased with increasing PGSI 
risk category. The most common types of gambling in prison were card/dice games, sports 
and ball games, while the most common motives were entertainment, excitement or sense 
of challenge and to win prizes, with significant differences in motive between PGSI risk 
categories. Prison canteen items formed the most common currency gambled. People within 
the higher PGSI risk category were more likely to have borrowed items from other prison-
ers. Conclusions: Our research has added to existing literature by identifying high rates of 
gambling in prison and showing that prisoners' perceptions of gambling are as a normal part 
of prison life. Findings suggest that screening and support should be available to manage 
gambling in prison, including support to reduce gambling-related debt, particularly given as-
sociations between debt and violence in prison. Relief from boredom and need for excitement 
were among the most common reasons for gambling in prison, indicating that there is a need 
to provide a more appropriately stimulating prison environment.

Keywords: gambling, disordered gambling, crime, mental health, prison
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S-8E4

Criminogenesis, family victimisation and organised crime in gambling 
disorder

MAURIZIO ESPOSITO, SARA SBARAGLI

University of Cassino and Southern Lazio
E-mail: sara.sbaragli@unicas.it

The intervention is aimed at capturing in particular the development of the criminological and 
victimological relationships that gambling disorder produces, in order to develop a signifi-
cant database on the relationship between “game”, “gamblers” and “reference environment”. 
The analysis draws from the documentary and statistical collection contained in the interna-
tional literature (the most important research) produced to date on the theme of gambling and 
the careers of gamblers - traditional and online - and the cryogenic relationships that result 
as well as the specificity of a local reality in central Italy (Southern Lazio). The survey was 
carried out through questionnaires administered in Southern Lazio to students, adults and the 
elderly in relation to the activities of the anti-wear counters (anti-wear services). Specifically, 
it appears an examination of the criminological and victimological components: the first, 
relating to crimes committed by playing in contexts or in ways deemed by the legal system 
of reference to be illegal (in reference to the Italian legislature); another dimension concerns 
gambling as a factor of criminogenesis, for the gamblers is to commit crimes to finance their 
bets (theft, robbery, money laundering, prostitution) or to favor the result (scams); and again, 
problematic gambling behaviors as a cause of victimization processes involving specifically 
the children of gamblers (abuse, child abandonment); finally, gambling as extrication, aiding 
and abetting, activities for commercial purposes (lawful and not) organised crime.

Keywords: gambling disorder, criminogenesis, family victimisation, organised crime
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S-8F1

The association between PSNS use and social well-being among young 
adults: A systematic review

KRISTA MARIA SELINA HYLKILÄ1, MARIA KÄÄRIÄINEN1,2, AINO PELTONEN1, 
SARI CASTRÉN3,4, TERHI MUSTONEN5, JENNI KONTTILA1, MERJA MÄNNISTÖ6, 
NIKO MÄNNIKKÖ1,6

1University of Oulu, Finland
2Medical Research Center Oulu, Oulu University Hospital, Finland
3Finnish Institute for Health and Welfare, Finland
4Department of Medicine, University of Helsinki, Finland
5Sosped Foundation, Finland
6School of Health and Social Care, Oulu University of Applied Sciences, Finland
E-mail: krista.hylkila@oulu.fi

Background: Social networking sites (SNSs) (e.g., Instagram) have modified the way people 
communicate and interact (Vally 2019). Social media channels (e.g., SNS) provide vari-
ous kind of interactions online (Obar & Wildman, 2015). The previous systematic reviews 
have covered the effects of SNS use on psychological well-being (Erfani & Abedin, 2018), 
health behavior (Laranjo et al., 2015), body image and eating disorders (e.g., Ryding & Kuss, 
2020). No prior systematic reviews have covered how problematic social networking site use 
(PSNS) use affects social well-being. Therefore, this study aimed to examine the association 
between PSNS and social well-being and social relationships among young adults. Method: 
The JBI systematic review methodology was followed during conducting the review. The 
data was collected from electronic databases (Scopus, EBSCO, PubMed, Cinahl, ProQuest, 
Web of Science, Medic) and manually from reference lists of selected studies. Grey literature 
was searched from MedNar. Two reviewers selected studies based on inclusion and exclusion 
criteria by screening titles, abstracts and full texts. Data synthesis was conducted using meta-
analysis. Results: The results will be announced in the conference. Conclusions: Conclusions 
will be announced in the conference. This research provides new information about PSNS 
use and its effects to young adults’ social well-being. The results can be used in health care 
and the results will help to identify factors which would cause PSNS use.

Keywords: problematic social networking sites use, social media, systematic review, social well-being
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S-8F2

Investigating the bidirectional relationships between fear of missing out, 
problematic social media use and adolescents’ well-being:  
A random intercept cross-lagged panel model

YANYU LI, INA KONING, MAARTJE BOER, REGINA VAN DEN EIJNDEN

Department of Interdisciplinary Social Science, Utrecht University, The Netherlands
E-mail: y.li4@uu.nl

Introduction: Problematic social media use (PSMU) is a societal problem, which impacts 
adolescents’ well-being. Fear of missing out (FoMO) has been suggested as a core risk factor 
predicting both PSMU and adolescents’ well-being. However, longitudinal research on the 
directionality of these relationships is scarce. The present study aims to fill this knowledge 
gap by testing the bidirectionality of the relationships between FoMO, PSMU and adoles-
cents’ life satisfaction in the total sample, as well as for girls and boys separately Methods: 
This study used four-waves annual longitudinal data collected from 2015 to 2018 among 
Dutch adolescents aged 11-15 years (n = 1419, Mage = 12.5±0.36, 45.9% girls). We applied 
Random Intercept Cross-lagged Panel Model (RI-CLPM) to separate within-person level 
from between-person level effects. Results: On the within-person level, findings suggest a 
unidirectional relationship whereby FoMO increased PSMU during mid-adolescence, par-
ticularly among girls, but not vice versa. Moreover, low life satisfaction predicted an increase 
in FoMO during early adolescents, and PSMU predicted an increase in life satisfaction dur-
ing mid-adolescence. Conclusion: These findings underline that FoMO can be considered a 
risk factor of PSMU, especially among adolescent girls, and that low life satisfaction may 
be a risk factor for developing FoMO. These insights should be considered in intervention 
programs developed to effectively prevent unhealthy internet use in adolescents.

Keywords: fear of missing out, problematic social media use, well-being, adolescents, RI-CLPM
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S-8F3

Different aspects of narcissism and Social Networking Sites addiction 
in Poland and Germany: The mediating role of positive and negative 
reinforcement expectancies

JULIA BALCEROWSKA1, ARTUR SAWICKI1, JULIA BRAILOVSKAIA2,  
MARCIN ZAJENKOWKI3

1University of Gdańsk, Poland
2Ruhr-Universität Bochum, Germany
3University of Warsaw, Poland
E-mail: julia.balcerowska@ug.edu.pl

Background: The present study aims to verify a part of the Interaction of Person-Affect-
Cognition-Execution (I-PACE) model, indicating that personal vulnerability predisposing an 
individual to Social Networking Sites (SNS) addiction should be mediated by specific SNS 
use expectancies. We focus on four aspects of narcissism (i.e., admirative narcissism, com-
munal narcissism, rivalrous narcissism, and vulnerable narcissism), acknowledging that they 
might be associated with different underlying narcissistic motives (i.e., self-enhancement or 
self-protection). We expect that the self-enhancement-based aspects of narcissism should be 
more strongly related to SNS addiction via positive reinforcement expectancies. In contrast, 
the self-protection-based aspects of narcissism should be more strongly related to SNS addic-
tion via negative reinforcement expectancies. Method: We test our hypothesis in two coun-
tries (i.e., Poland and Germany) using self-report measures of narcissism, SNS use reinforce-
ment expectancies, and SNS addiction (total N = 1972). Results: The results indicate that all 
four aspects of narcissism (except communal narcissism in Poland) were positively related 
to SNS addiction. Furthermore, self-enhancement and self-protection aspects of narcissism 
were positively associated with reinforcement expectancies. In mediation analysis, the rela-
tionship between narcissism and SNS addiction was significantly more robust via negative 
reinforcement expectancies in both countries. Conclusions: Previous explanations linking 
narcissism to SNS use were primarily based on the assumption that SNS are convenient 
platforms for ego-boosting activities. Our research emphasizes the addiction perspective, 
showing that narcissistic ego-protection might be as important as ego-boosting in explaining 
SNS addiction development and maintenance mechanism.

Keywords: SNS addiction, narcissism, SNS use expectancies
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S-8G1

Up-to-date knowledge of Behavior Addiction

DAI JIN KIM, TOSHIKAZU SAITO (chairs)

The Catholic University of Korea College of Medicine
Psychiatry Institute, Hakuyukai Social Healthcare Corporation

Symposium summary: Researchers from Japan, Korea, Thailand, and Taiwan present and 
discuss a variety of behavioral addiction-related studies in this symposium. In particular, it 
is anticipated that we will be able to present the most recent findings from behavioral addic-
tion research following COVID-19 and explore the course of future behavioral addiction re-
search. The detailed topics are as follows. 1. Changes in Addiction Medicine with COVID-19 
in Japan; Addiction Behavior and Government Measures 2. Development of risk assessment 
tool of paraphilic sexual behavior: The Japanese Static-99 3. Internet gaming disorder and 
methamphetamine use during the era of COVID-19 pandemic 4. Facing internet gaming 
disorder: Impact on mental health and intervention 5. Altered core networks of brain con-
nectivity in internet gaming disorder and excessive smartphone use.

Keywords: COVID-19, gambling disorder, internet gaming disorder, smartphone addiction

S-8G2

Changes in addiction medicine with COVID-19 in Japan:  
Addiction behavior and government measures

TOMOHIRO SHIRASAKA

Teine Keijinkai Medical Center, Japan
COVID-19 is a newly emerging infectious disease cause illness ranging from the common 
cold to more severe conditions. COVID-19 threatens in many ways, and not just at the physi-
cal health. It also threatens the mental health of individuals and of whole societies. It makes 
the rising of concerns of widespread panic and increasing anxiety in individuals and society 
to the threat of the COVID-19 on many levels. Panic, anxiety, and stress have also been 
linked to the outbreaks This might be followed by anxiety-related behaviors, sleep distur-
bances, increasing consumption of substances, and overall lower perceived state of health. In 
Japan as well, the COVID 19 pandemic has had a significant social impact. Especially with 
regard to addiction treatment, it has brought about major changes in the therapeutic structure. 
Changes in treatment structure in Japan can be summarized in three points.1. Deterioration 
of mental symptoms due to difficulty in direct contact with people. 2. Deterioration of social 
withdrawal. 3. Difficulty in continuing to abstain due to restrictions on the activities of self-
help groups. Because of the insufficient evidence, currently there is no concrete solution. Un-
der the given current situation, it is essential to build a new lifestyle and treatment structure. 
As a result of the spread of coronavirus infections, Japan has reached a major turning point 
in the interpersonal support system. This presentation will describe the changes in addiction 
medicine caused by COVID-19 and the administrative response.
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S-8G3

Development of risk assessment tool of paraphilic sexual behavior:  
The Japanese Static-99

TAKAYUKI HARADA

Tsukuba University, Japan

Although there is no established diagnostic criteria for sexual addiction, many researchers 
and practitioners agree that persistent and repetitive sexual behaviors which cause clinically 
significant distress and impairment can be considered as sexual addiction. At this time, ICD-
11 compulsive sexual behavior disorder and paraphilic disorders are the disorders that closely 
resemble the state picture of sexual addiction. In Japan, paraphilic disorders have received a 
great deal of attention as sexual addictions because paraphilic disorders often involve victims 
and constitute sexual offenses and approximately 3,000 people are arrested for frotteuris-
tic and voyeuristic behavior each year. Considering the repetitive nature of such behaviors, 
determining the recidivism risk is imperative. Globally, Static-99 is one of the most widely 
used actuarial risk assessment tools to predict recidivism among sex offenders. However, 
sexual offending is largely influenced by social and cultural backgrounds, and whether risk 
factors identified in the West are applicable to other countries is unknown. We developed a 
Japanese version of the Static-99 and examined its reliability and validity with 167 Japanese 
paraphilic sex offenders. The results showed good internal consistency (Cronbach’s alpha 
coefficient=0.88) and predictive accuracy (area under the curve=0.76). The results indicate 
that the Japanese Static-99 can be used with Japanese sex offenders. Moreover, risk factors 
identified in the Western context are applicable to Japanese sex offenders despite the different 
nature and manifestations of their offending.

S-8G4

Internet gaming disorder and methamphetamine use during the era of 
COVID-19 pandemic

CHIA-CHUN HUNG, TONY SZU-HSIEN LEE

CTBC Center for Addiction Prevention and Policy Research, National Taiwan Normal University

Both internet gaming and substance addictions activate similar neural circuits in the brain and 
previous researches revealed several similarities in the brain pathophysiology of individuals 
with substance use and gaming disorders. While the whole world going through COVID-19 
pandemic in the past 3 years, people spent more time on remote working/studying. At the 
same time, online internet gaming users increased rapidly. Though still under research, in-
ternet gaming can be problematic and potentially addictive, and problematic gamers may be 
at risk of having co-occurring behavioral or substance use-related problems. In this survey, 
we recruited 769 individuals with stimulant(s) use between August 2021 and October 2022. 
A semi-structured questionnaire was used to collect gender, education, sexual preferences, 
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marital status, the severity of stimulant addiction, and videogaming use status. Logistic re-
gression was performed to examine the association of stimulant and gaming addiction after 
other demographics controlled. The results showed that 364 (47.3%) people were severely 
stimulant dependent and 114 (14.8%) had gaming addiction. Participants with severe stimu-
lant dependence were more likely to be LGBTQ, single, and had college education. Results 
from logistic regression showed that severe stimulant dependence were significantly associ-
ated with gaming disorder after controlling for age, gender, employment, sexual preference, 
education and marital status. The results suggest that people with stimulant use also have 
higher risk of internet gaming addiction. This warrants further investigation.

S-8G5

Facing internet gaming disorder: Impact on mental health and 
intervention

WORAPHAT RATTA-APHA

Faculty of Medicine Siriraj Hospital, Mahidol University

Internet gaming disorder or gaming disorder is a behavioral addiction characterized as a 
pattern of persistent gaming behaviors manifested by reduced control over gaming, increas-
ing gaming priority, and continuing of gaming despite negative consequences. In Thailand, 
prevalence rates of gaming disorder among teenagers and young adults ranged from 12 to 
28%. The high prevalence is attributed in part to increased accessibility to internet via smart-
phones and availability of online games. Longitudinal studies revealed a wide range of psy-
chiatric comorbidities, including attention-deficit hyperactivity disorder, depression, anxiety, 
and low school performance. Hence, comprehensive psychiatric evaluation and intervention 
for individuals with gaming problems are needed. Various interventions for internet gaming 
disorder are available, which are mostly psychosocial interventions, such as, psychiatric co-
morbidities screening and treatment, counseling, psychotherapy, and therapeutic residential 
camps. Not only the addicts, but also their parents or caregivers, require training to improve 
parenting skills in dealing with difficulties and reduce conflict in the family. Basic psycho-
education alone was outperformed by combined therapies. In addition to the treatments listed 
above, artificial intelligence technology has recently been used to aid in the treatment of gam-
ing disorder. A parenting education chatbot can provide parents with resources and informa-
tion on a number of gaming addiction and parenting skills-related issues. Chatbots can also 
assist in answering simple, relevant questions. This could benefit parents in the early stages 
instead of seeing medical personnel. However, due to the complexities, chatbots must be 
improved to become more capable of consulting on a wide range of addiction-related issues.
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S-8G6

Altered core networks of brain connectivity in internet gaming disorder 
and excessive smartphone use

JIWON CHUN, DAI JIN KIM

The Catholic University of Korea College of Medicine, Republic of South Korea

Although the Internet has provided convenience and efficiency in many areas of everyday 
life, problems stemming from Internet use have also been identified, such as Internet gaming 
disorder (IGD). Internet addiction, which includes IGD, can be viewed as a behavioral addic-
tion or impulse control disorder. This study investigated the altered functional and effective 
connectivity of the core brain networks in individuals with IGD compared to healthy controls 
(HCs). Methods: Forty-five adults with IGD and 45 HCs were included in this study. To ex-
amine the brain networks related to personality traits that influence problematic online gam-
ing, the left and right central executive network (CEN) and the salience network (SN) were 
included in the analysis. Also, to examine changes in major brain network topographies, we 
analyzed the default mode network (DMN). Results: IGD participants showed lower func-
tional connectivity between the dorsal lateral prefrontal cortex (DLPFC) and other regions in 
the CEN than HC participants during resting state. Also, IGD participants revealed reduced 
functional connectivity between the dorsal anterior cingulate cortex and other regions in the 
SN and lower functional connectivity in the medial prefrontal cortex of the anterior DMN. 
Notably, in IGD individuals but not HC individuals, there was a positive correlation between 
IGD severity and effective connectivity and a positive correlation between reward sensitivity 
and effective connectivity within the ventral striatum of the SN. Problematic online gam-
ing was associated with neurofunctional alterations, impairing the capacity of core brain 
networks.

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



253 ICBA2023 / August 23–25, 2023 / Incheon, South Korea

MINI TALKS

MT-1A1

Sexual addiction predicts sexual objectification even after controlling 
for the frequency of pornography consumption

PAVLA NOVAKOVA1, EDITA CHVOJKA2, ANNA SEVCIKOVA1

1Institute for Psychological research, Faculty of Social Studies, Masaryk University
2Departments of Methodology and Statistics and Interdisciplinary Social Science, Faculty of Social 
Sciences, Utrecht University
E-mail: pody.novakova@gmail.com

Frequent online pornography consumption has been found to be associated with sexual ob-
jectification (SO), particularly in male consumers who report an increased tendency to per-
ceive women as sex objects. However, previous studies have not considered that there is 
a subgroup of internet users whose consumption may become excessive due to their sex 
addiction and who may, in response to addiction symptoms, have an increased need to per-
ceive women as sex objects. In a sample of male pornography consumers (N = 1272; M age 
= 32.93, SD age = 9.44), we examined whether and how sex addiction is linked to SO. We 
fitted a series of structural equation models and found that men who score higher on internet 
sex addiction were more likely to objectify women. This link did not cease to exist even 
when controlling for the frequency of pornography consumption, suggesting future research 
is needed to understand the link between sex addiction and SO.

Keywords: objectification, sexual addiction, sexuality

MT-1A2

Strength of Pornography Craving Experience (PCE-S):  
The validation of a new specific measure

FARAH BEN BRAHIM1,3, GERMANO VERA CRUZ4, ROBERT COURTOIS1,  
JON MAY5, YASSER KHAZAAL2,3

1Department of Psychology - QualiPsy, University of Tours, France
2Department of Psychiatry - Addiction Medicine, Lausanne University Hospital, Switzerland
3University of Lausanne, Switzerland
4Department of Psychology, University of Picardie Jules Verne, Amiens, France
5School of Psychology, Faculty of Health, University of Plymouth, UK
E-mail: farah-ben-brahim@outlook.fr

Pornography use remains a common sexual activity with potentially addictive use in part 
of some people. Even though craving is being recognized as an important characteristic of 
addictive behaviors, we note a lack of a specific validated instrument measuring the pornog-
raphy craving experience. The present study aimed at adapting and validating an instrument 
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measuring the users’ strength of pornography craving experience (PCE-S). Items from the 
“strength” part of the Craving Experience Questionnaire (CEQ) were adapted to pornography 
use and used to create the PCE-S. The PCE-S was then administered online to 1584 English-
speaking participants aged 18 to 75 years old (M = 33.18; SD = 10.84]; 63.1% male, 35.2% 
female, and 1.7% non-binary). All participants completed an assessment of the Compulsive 
Cyberporn Use (CIUS adapted for cyberporn). Confirmatory factorial analysis (CFA) was 
used to examine the construct structure validity; Cronbach alpha coefficient, corrected item-
total correlation, and discriminant analysis were used to assess the instrument's psychometric 
properties. After using the modification indices to improve the initial model, a relatively 
good fit for the three-factor model was confirmed. Concurrent validity with the compulsive 
cyberporn use (CCU) measure was demonstrated. The PCE-S discriminated between partici-
pants with high CCU scores and others with low CCU scores. A specific pornography craving 
experience instrument scale, based on the Elaborated Intrusion theory of desire seems to cap-
ture key constructs of the theory and correlate with measures of compulsive cyberporn use.

Keywords: pornography craving; compulsive cyberporn; pornography problematic use

MT-1A3

Is binge-eating associated with Compulsive Sexual Behavior Disorder? 
Findings from the 43-country International Sex Survey

AURÉLIE MICHAUD1, ÉMILIE GAUDET1, MÓNIKA KOÓS2, LÉNA NAGY2,  
ZSOLT DEMETROVICS3,2, SHANE KRAUS4, MARC POTENZA5,6,7, REPAIRER ETUK4, 
INTERNATIONAL SEX SURVEY CONSORTIUM8, BEÁTA BŐTHE1

1Université de Montréal, Canada
2ELTE Eötvös Loránd University, Budapest
3University of Gibraltar, Gibraltar
4University of Nevada, Las Vegas, NV, United States
5Yale School of Medicine, New Haven, CT, United States
6Connecticut Council on Problem Gambling, Wethersfield, CT, United States
7Connecticut Mental Health Center, New Haven, CT, United States; 8Multi-organisations
E-mail: aurelie.michaud@umontreal.ca

Background: Compulsive sexual behaviors are estimated to range between 3 to 10% of the 
population and often are characterized by impulsivity and emotion regulation difficulties, 
which also frequently exist in eating disorders. Yet, research examining associations between 
binge-eating disorder (BED) and compulsive sexual behavior disorder (CSBD) have only 
been conducted in small homogenous samples. The present study examined links between 
BED and CSBD, considering potential gender and cultural differences. Methods: Data from 
the International Sex Survey, an anonymous, self-report survey conducted in 43 countries 
(N=82,243, 57% women; Mage=32.4 years, SD=12.5), were analyzed. BED and CSBD ten-
dencies were respectively measured using the BEDS-7 and the CSBD-19. T-tests compared 
BED scores between individuals with high and low CSBD risk, overall and for each gender 
group. Country-based differences in BED and CSBD scores were also calculated. Results: 
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BED scores were significantly higher (p<0.001, dCohen=0.35) for respondents with high 
CSBD risk than for respondents with low CSBD risk. These differences were present in the 
case of men (p<0.001, dCohen=0.42), women (p<0.001, dCohen=0.66), and gender-diverse 
individuals (p<0.001, dCohen=0.45), with the largest difference found among women. Par-
ticipants had the highest CSBD levels in Algeria, Bolivia, and Bangladesh, while partici-
pants reported the highest BED scores in South Korea, Gibraltar, and Bolivia. Associations 
between BED and CSBD were positive and weak on average, with important country-based 
differences. Conclusions: This investigation provides a deeper understanding of the co-oc-
currence of CSBD and BED in different genders and cultures and may inform prevention and 
treatment efforts for individuals experiencing these concerns.

Keywords: compulsive sexual behavior, cross-cultural survey, binge eating disorder

MT-1A4

Food addiction and obesity stigma in the Czech adult women

HELENA PIPOVA, MARTIN DOLEJŠ, JAROSLAVA SUCHÁ, ANNA POLÁKOVÁ

Palacký University Olomouc, Czech Republic
E-mail:  helena.pipova@gmail.com

With the rising prevalence of obesity, food addiction has become a widely researched topic. 
The presented study examined the between food addiction and experienced weight stigma 
in the adult population of Czech women. The aim of the study was to investigate the impact 
of food addiction on women’s mental health via the connection between food addiction and 
experiencing weight stigma. We translated and used Yale Food Addiction Scale (mYFAS 
2.0.), and the Weight stigma scale SSI-Bb. The investigation was carried in over 1000 par-
ticipants who completed the questionnaires online. Food addiction and weight-related stigma 
are connected to negative consequences on well-being, emotional health, and physical health. 
Funding: This work was made possible thanks to targeted funding provided by the Czech 
Ministry of Education, Youth and Sports for specific research, granted in 2022 to Palacký 
University Olomouc (Risky use of internet pornography in relation to selected personality 
characteristics IGA_FF_2023_057).

Keywords: food addiction, weight stigma, prejudices, eating disorders, adults
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MT-1A5

Predicting body image satisfaction after liposuction surgery in patients 
with obesity using a longitudinal study and machine-learning analysis

JEUNG-HYUN LEE1, MINA KWON1, JAEYEONG YANG1, ROSE S. CHANG1,  
WOO-YOUNG AHN1,2

1Department of Psychology, Seoul National University, Republic of South Korea
2Department of Brain and Cognitive Sciences, Seoul National University, Republic of South Korea
E-mail: jeunghyunleee@gmail.com

Body image is often conceptualized as subjective feelings and perception towards one’s 
physical and psychological self that contribute to subjective well-being. While liposuction 
surgery is known to improve body image satisfaction among individuals with obesity, psy-
chological factors associated with treatment outcomes and who benefits from the surgery 
remain largely elusive. In this study, we used a longitudinal study design to identify phe-
notypes that predict improvement in body image after liposuction surgery. A large group of 
individuals with obesity (N = 467, Body Mass Index > 25) visited the clinic before and after 
the surgery (5-6 weeks) to participate in data collection. We categorized individuals into two 
group based on their changes in body image satisfaction after surgery (the improved group, 
n = 196 vs. no change or worsened group, n = 271)). We measured their multi-modal pheno-
types including body indices, self-reports on eating behaviors, and psychological factors (i.e., 
anxiety, depression, impulsivity, weight concern). We also assessed their decision-making 
behaviors (i.e., loss aversion, risk and ambiguity aversion, delay discounting). We developed 
novel weight-related decision-making tasks that employed weight loss instead of monetary 
gain as a reward. We utilized a machine learning (i.e., elastic net) model to identify variables 
that predict the body dissatisfaction outcome and make out-of-sample predictions.

Behavioral results showed that higher weight-related risk aversion significantly predicted 
improved body image. Additionally, bigger pre-surgery eating concern and interpersonal de-
pression were significant predictors of sustained or worsened body dissatisfaction. We ex-
pect that these results with the large sample size would contribute to further development of 
individually-tailored interventions for body dissatisfaction.

Keywords: computational modeling, machine learning, body image dissatisfaction

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Session 1C Mini talks 

257 ICBA2023 / August 23–25, 2023 / Incheon, South Korea

MT-1C1

The impact of gaming disorder, action games and game context on 
cognitive control

ANDRZEJ CUDO

The John Paul II Catholic University of Lublin, Poland
E-mail: andrew.cudo@gmail.com

Background: Previous studies showed a negative relationship between gaming disorder 
(GD), engagement in action games and cognitive control. However, the effects of these fac-
tors on cognitive control have not been analysed simultaneously when comparing game-re-
lated and game-unrelated context situations. Consequently, the current study aimed to verify 
the impact of gaming disorder, action games and game context on cognitive control. Method: 
The study was carried out on seventy-seven active gamers (Mage = 24.00 years; SD = 5.26 
years). The Internet Gaming Disorder Scale–Short-Form (IGDS9-SF) was used to assess 
gaming disorder, and the Characteristic Gaming Questionnaire (CGQ) was used to assess en-
gagement in action games. The AX-Continuous Performance Test (AX-CPT) assessed cogni-
tive control. Additionally, the AX-CPT experimental task was presented in game-related and 
game-unrelated contexts. Results. The findings showed that engagement in action games was 
negatively associated with proactive cognitive control in game-context condition. There was 
no analogous relationship in game-unrelated conditions. Additionally, gaming disorder and 
engagement in action games were negatively associated with the ability to use cue informa-
tion to prepare their response to the probe, regardless of the task context. There was no dif-
ference between game-related and game-unrelated context conditions in cognitive control. 
Conclusions: The results may indicate that engagement in action games and gaming disorder 
were associated with lower levels of cognitive control, especially in a game-related context. 
This study was supported by a grant (UMO-2019/32/C/HS6/00340) from the National Sci-
ence Center, Poland.

Keywords: gaming disorder, action games, cognitive control, game-related context
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MT-1C2

The correlation between problematic gaming and resilience and its 
implications for resilience training

LIN LEI1,2, DANIEL KING2, QINGHUA HE3

1Mental Health Education Centre, University of Electronic Science and Technology of China, China
2College of Education, Psychology and Social Work, Flinders University, Australia
3Faculty of Psychology, SouthWest University, China
E-mail: leilinemily@gmail.com

It has been established that resilience is a protective factor for problematic gaming (PG) or 
internet gaming disorder (IGD), and that resilience training might be beneficial in treating 
PG/IGD. However, the precise relationship between resilience and PG/IGD is yet to be de-
termined. Thus, we conducted a systematic review and a large sample survey to explore the 
correlation between resilience and PG/IGD and the implications of resilience training in this 
regard. The systematic review revealed that individuals with low resilience were found to be 
at a higher risk of PG/IGD, and that resilience had an effect on PG/IGD through the media-
tion of depression and negative emotions. Additionally, resilience mediated the connection 
between depressive symptoms and PG/IGD, and acted as a moderating effect between PG/
IGD and stress levels or depressive symptoms. This research surveyed 4,671 freshmen at 
a Chinese university and found significant correlations between resilience, its dimensions 
(measured using CD-RISC scale) and PG/IGD and its dimensions (measured sing IGD-20 
scale). Additionally, the resilience score was significantly associated with the presence of 
problematic gaming (as classified by the IGD-20 scale). An analysis of gender and place 
of birth (rural, urban, city) revealed significant differences in the presence of problematic 
gaming, whereas being an only child did not have a significant difference. These findings 
demonstrate the importance of resilience in relation to PG/IGD and the need for resilience 
training, as well as the necessity of conducting intervention studies to explore the effect of 
such training on PG/IGD.

Keywords: resilience, problematic gaming, training
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MT-1C3

Changes in prevalence of gaming disorder among adolescent and young 
adult psychiatric and pediatric outpatients in Japan

AYUMI TAKANO1, MAKOTO TOKUSHIGE2, KOKI ONO2, NANAMI HIRATANI1, 
HIROKI ASAOKA2, YUKI MIYAMOTO2, MASARU TATENO3

1Tokyo Medical and Dental University, Japan
2The University of Tokyo, Japan
3Tokiwa Hospital
E-mail: ayumit1227@gmail.com

Background: Few longitudinal studies in clinical samples have addressed the prevalence of 
gaming disorder. The aim of this study was to examine the prevalence of gaming disorder 
and changes using several screening scales among adolescent and young adult outpatients.
Method: We conducted a longitudinal survey among outpatients aged 9 to 29 years old who 
had problematic gaming use assessed by their psychiatrist or pediatrician. The Internet Gam-
ing Disorder Scale (IGDS), the Gaming Disorder Scale for Adolescents (GADIS-A), and 
the GAMES test were included to assess gaming disorder. We assessed the proportions of 
gaming disorder at baseline and 6-month follow-up. This study was approved by the IRB of 
Tokyo Medical Dental University. Results: Among the participants at baseline (N=82), 60 
participants responded to the follow-up survey (follow-up rate: 73.2%). The prevalence of 
gaming disorder at the baseline was about 50% (IGDS: 48.3%, GADIS-A: 46.6%, GAMES 
test: 54.6%). Approximately, 70% of the participants who corresponded to gaming disorder 
at the baseline still met the criterion of gaming disorder at the follow-up. About 26-29% 
of the participants who corresponded to gaming disorder at the baseline did not meet the 
criterion of gaming disorder at the follow-up. About 16-23% of the participants who did not 
correspond to gaming disorder at the baseline subsequently met the criterion at follow-up. 
Conclusions: Although most of participants still had gaming disorder six months later, about 
30% showed an improvement in their condition. It is important to investigate factors that 
interfere or promote gaming disorder recovery in future studies.

Keywords: gaming disorder, longitudinal study, clinical sample
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MT-1C4

The relationship between family dysfunction and gaming disorder 
prevalence among adolescent and young adult outpatients in Japan:  
A longitudinal study

KOKI ONO1, MAKOTO TOKUSHIGE1, NANAMI HIRATANI2, HIROKI ASAOKA1, 
YUKI MIYAMOTO1, MASARU TATENO3, AYUMI TAKANO2

1The University of Tokyo, Japan
2Tokyo Medical and Dental University
3Tokiwa Hospital
E-mail: kokiono@g.ecc.u-tokyo.ac.jp

Background: Although family-related factors are associated with gaming disorder in youths, 
there are few studies exploring its long-term effects. The aim of this study is to investigate 
changes in gaming disorder prevalence among adolescent and young adult outpatients rela-
tive to their state of family dysfunction. Methods: A longitudinal study was conducted among 
outpatients (age: 9-29) who have problem game-use. The state of family dysfunction (Family 
APGAR), and gaming disorder prevalence (Gaming Disorder Scale for Adolescents) were 
assessed at baseline, with gaming disorder being assessed again at the 6-month follow-up. 
Mean Family APGAR scores were compared between those who improved their gaming dis-
order condition from baseline to follow-up, and those who didn’t. This study was approved 
by the IRB in Tokyo Medical Dental University. Results: 57 participants who responded to 
both baseline and follow-up survey were eligible for analysis. Mean Family APGAR score 
was 5.9 at baseline, with a lower score indicating greater family dysfunction. Among the 
respondents who met the criterion for gaming disorder at baseline, those who didn’t meet the 
criterion at follow-up averaged a Family APGAR score of 7.5 at baseline. On the other hand, 
respondents who continued to meet the criterion for gaming disorder from baseline to follow-
up averaged a Family APGAR score of 5.0. Conclusion: There tended to be less average 
family dysfunction at baseline in participants who improved their gaming disorder condition 
over six months, compared to those who didn’t. Further studies are needed to investigate the 
role family function plays in gaming disorder recovery.

Keywords: gaming disorder, longitudinal study, family dysfunction
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MT-1C5

Introduction a new tool in Korean language – the Questionnaire of 
Digital Game Playing (QDGP)

MARTIN DOLEJŠ, JAROSLAVA SUCHÁ, HELENA PIPOVÁ

Department of Psychology, Faculty of Arts, Palacký University Olomouc, Czech Republic
E-mail: martin.dolejs@upol.cz

There is a lack of mapping of the issue of addictive digital gaming in the Czech Republic. The 
main goal of the research project was to develop a psychodiagnostic method to determine the 
acceptable level of gaming and to determine when this activity exceeds the normal limit and 
becomes risky. At the same time, the aim was to map the prevalence of risky gaming among 
Czech adolescents aged 11 to 19 years. The presentation will introduce a new psychodiag-
nostic method – the Questionnaire of Digital Game Playing (QDGP) – which aims to assess 
the relationship of adolescents to digital games in the Czech environment. The QDGP targets 
all digital games (online and offline) that can be played through different types of display 
devices (computer, mobile phone, etc.). The QDGP contains a total of 32 items. The method 
provides recommended score thresholds to categorise respondents into non-disordered, prob-
lematic (risky), and disordered (addicted). Funding: This work was made possible thanks to 
targeted funding provided by the Czech Ministry of Education, Youth and Sports for specific 
research, granted in 2021 to Palacký University Olomouc (Current online risk behavior in 
adolescents and relationship with selected psychological phenomena IGA_FF_2022_048). 

Keywords: digital games, gaming, psychodiagnostic method, adolescence, addiction
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MT-1C6

Towards a more nuanced understanding of screen time

CAMILLA K.M. LO

The Hong Kong Polytechnic University, Hong Kong S.A.R. (China)
E-mail: camilla.lo@polyu.edu.hk

Background: Digital media has become an integral part of children’s life. At the same time, 
studies have shown that excessive screen time is associated with negative outcomes in chil-
dren. Previous research has tended to emphasize on the quantity of screen time, assuming 
that different types of screen media, content, and social contexts of screen usage influence 
children equally. This study used a more nuanced approach in examining the associations 
between screen time and emotional and behavioral difficulties in children. Method: It was 
a cross-sectional survey conducted in Hong Kong. The sample consisted of parents of 1428 
primary school children (Mean age = 8.51 years; SD = 1.9). The parents were asked to re-
port their children’s screen time usage and behavioral and emotional difficulties (using the 
Strengths and Difficulties Questionnaire). Results: Logistic regression analyses showed that 
compared with children who used < 2 hours screen time/day, those who used ≥ 4 hours had 
increased odds for hyperactivity, emotional symptoms, conduct problems, and peer relation-
ship problems (adjusted ORs = 1.54 to 2.06). Among different types of screen media, gaming 
was the only media that was associated with increased odds for hyperactivity, emotional 
symptoms, conduct problems, and peer relationship problems (adjusted ORs = 1.53 to 4.61). 
Also, higher ratio of solitary screen time vs. parental co-viewing was strongly associated 
with hyperactivity (aOR = 10.04). Conclusion: The findings provide important information 
for development of preventive measures to address excessive screen time in children. Addi-
tional research to examine children’s solitary screen media use is needed.

Keywords: Screen time, media use, children, emotional and behavioral difficulties
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MT-1D1

How do women gamers choose their avatar? Role of gender-based 
violence, self-esteem, and self-efficacy: A preliminary study

EMELINE CHAUCHARD, MATHILDE GLODIN LIBEAU, ELISA SARDA

Nantes Université, Univ Angers, Laboratoire de psychologie des Pays de la Loire, LPPL, UR 4638, 
F-44000 Nantes, France
E-mail: emeline.chauchard@univ-nantes.fr

Objective: Several studies have focused on the mechanisms and effects of online violence 
and sexism on female video game players. However, few have studied player strategies to 
preserve self-esteem and self-efficacy. The present study focused on the potential protective 
effect of the choice of avatar gender on self-esteem and self-efficacy considering the violence 
experienced during the game (general and gender-based). Method: 149 women completed 
an online questionnaire (mean age = 27.6). The questionnaires assessed the gender of their 
avatar in their favorite game, the general and gender-based violence, self-esteem, and self-
efficacy. T-test comparison and linear regression analysis were performed. Results: In the 
sample, 76.5% (n=114) women choose a female avatar (FA) and 23.5% (n=35) choose a male 
avatar (MA). Women playing with a MA reported significantly higher level of general and 
gender-based violence, and a lower level of self-efficacy and self-esteem than women playing 
with a FA. The results of the linear regression analysis indicated that gender- based violence 
and playing with a MA negatively predicted self-efficacy (β=-.417, p=.030) and self-esteem 
(β=-.470, p=.015). Discussion: General and gender-based violence are related to the choice 
of avatar gender. Contrary to our expectations, choosing an MA is not associated with a 
better level of self-esteem and self-efficacy. Women choosing a MA reported a higher level 
of general and gender-based violence in the game. Moreover, they choose a MA to protect 
themselves from the violence that they previously experimented.

Keywords: women, games, avatar, violence
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MT-1D2

Emotional & behavioural difficulties among adolescents engaging in 
excessive internet use

PRANJALI CHAKRABORTY THAKUR1, MANOJ KUMAR SHARMA1,  
JOHN VIJAY SAGAR2, NITIN ANAND1

1 Department of Clinical Psychology, National Institute of Mental Health and Neurosciences 
(NIMHANS)

2 Department of Child & Adolescent Psychiatry, National Institute of Mental Health and 
Neurosciences (NIMHANS)

E-mail: paaji.thakur91@gmail.com

Background: During pandemic, as schooling moved online, it also increased adolescent in-
ternet use for non-academic purposes. Literature suggests that excessive internet use have 
been linked to emotional and behavioral issues. Hence, this study aims to assess the associa-
tion of emotional and behavioral difficulties with problematic internet use among adolescents 
Methods: Using multi-stage sampling, 935 adolescents were recruited from schools. Data 
was collected online and offline through administering following surveys over 5-month peri-
od from October 2021- January2022: Socio-demographic sheet, Technology Use Datasheet, 
Internet Addiction Test (IAT), & Strength and Difficulties Questionnaire (SDQ).
Results: The participants comprised of 24% male and 76% female, age range from 12 to 19 
years, with a mean age and standard deviation of 15 and 1.5, respectively.

According to IAT scores, 0.9% had severe addiction, 10% had moderate level of addiction, 
18% mild addiction and 71% had no addiction at all. Among the participants who struggled 
with internet addiction, 42% showed emotional symptoms, 44% displayed hyperactivity, 41% 
had troubles with their peers, and 50% had conduct problems. Additionally, the SDQ's ‘Total 
Difficulty Score’ indicated that most internet addict participants (about 80%) had emotional 
and behavioral challenges. Also, the participants' scores on the SDQ scale's sub-domains for 
emotional symptoms, hyperactivity, conduct and Total Difficulties all showed a moderate 
level of positive correlation with their scores on internet addiction. Conclusion: The study 
suggests the necessity of designing intervention that strengthens adolescents' resilience to 
assist them cope with emotional and behavioral issues and lower their likelihood of internet 
addiction.

Keywords: internet addiction, emotional & behavioral difficulties, Internet Addiction Test, Strength & 
Difficulties Questionnaire
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MT-1D3

Examining of the relationship between sexting, cyber bullying,  
cyber victimization and self-harm behaviour in adolescents with online 
gaming disorder

SÜREYYANUR KITAPÇIOĞLU1, OSMAN TOLGA ARICAK1, MEHMET DINÇ1,  
İLYAS KAYA2

1Hasan Kalyoncu University, Turkey
2Istanbul University, Istanbul Medical Faculty, Turkey
E-mail: sureyyakitapcioglu@gmail.com

Background: Online behaviours were associated with a higher risk of self-harm among ado-
lescents. However, the independent impact of each problematic online behaviour (online 
gaming disorder, cyberbullying, cyber victimization, sexting) on self-harm is controversial. 
The aim of this study is to investigate whether online gaming disorder increases the risk of 
sexting, cyberbullying, cyber victimization and self-harm. Method: 31 participants online 
gaming disorder and 31 healthy controls (without history of online gaming disorder) were 
included in the study. Internet Gaming Disorder Scale - Short Form, Sexting Form, Cyber 
Bullying, Cyber Victimization Scale and Self Harm Form were administered to the partici-
pants. Results: According to the results of the regression analysis, it was found that online 
gaming disorder, cyber bullying and cyber victimization predicted self-harming behaviour. 
Among them, cyber victimization was determined to be a stronger risk factor in predicting 
self-harming behaviour. The clinical group scored significantly higher on IGDSF-9, CBS and 
CVS scale. It was found that sexting and self-harm were significantly higher in the clinical 
group. Conclusions: In our study online gaming disorder, cyberbullying, cyber victimization 
were all independently associated with a self-harm risk among adolescents. Among them, 
cyber victimization was shown to be the stronger risk factor of self-harm behaviours. On-
line games are thought to facilitate cyber victimization compared to other platforms. In this 
context, it is considered important to identify young people who are involved in problematic 
online gaming behaviours, especially cyber victimization.

Keywords: gaming disorder, cyberbulling, cyber victimization, sexting, self harm
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MT-1D4

Prevalence and associated factors of cyber-victimization/bullying 
among Turkish adolescents with Attention Deficit Hyperactivity 
Disorder

MURAT COŞKUN1, BURCU ECE KÖK ÖZYÜREK2, ALPER ALNAK3,  
SÜREYYANUR KITAPÇIOĞLU4

1 Department of Child and Adolescent Psychiatry, Istanbul Medical Faculty, Istanbul University, 
Istanbul, Turkey

2 Department of Child and Adolescent Psychiatry, Süleymaniye Training and Research Hospital, 
Istanbul, Turkey

3 Department of Child and Adolescent Psychiatry, Bakırköy Prof. Dr. Mazhar Osman Mental Health 
and Neurology Training and Research Hospital, Istanbul, Turkey

4Hasan Kalyoncu University, Department of Psychology, Gaziantep, Turkey
E-mail: sureyyakitapcioglu@gmail.com

Introduction: Cyberbullying is a form of digital harassment, acknowledged as a worldwide 
important mental health issue. It is also associated with various psychological consequences 
and school-related problems. Few studies have investigated cyberbullying among youth with 
attention-deficit/hyperactivity disorder (ADHD), a population potentially susceptible to bul-
lying, and associated factors. In this study, we aimed to explore the frequency of cyber vic-
timization and cyberbullying among adolescents with ADHD, and their relationship with 
several individual and clinical characteristics. Methods: A total of 92 clinically referred ado-
lescents (14.37±1.78 years) with ADHD were included in the study. Cybervictimization and 
cyberbullying were evaluated by using Revised Cyberbullying Inventory. A semi-structured 
interview was used for screening for psychiatric disorders, and other individual factors were 
assessed by using self and parent-report scales. Results: 35.9% of the participants (n=33) 
were defined as cyberbullies and 38% (n=35) were defined as cybervictims. The symptoms 
of anxiety and problematic internet use were more severe, and social phobia was more fre-
quent among the cybervictims than the non-cybervictims. Cybervictimization was associated 
with being overweight, having generalized anxiety disorder and online gaming. Parent-rated 
inattention, hyperactivity and defiant behaviors were significantly more severe and internet 
addiction scores were higher in cyberbullies compared to non-cyberbullies. Cyberbullying 
was associated with having generalized anxiety disorder, more severe problematic internet 
use, and downloading programs. Conclusions: Per our study, a major component of clinical 
assessment must include questions related to social experiences on the internet. This recom-
mendation is especially valid for adolescents with ADHD with anxiety disorders, high BMI 
and online gamers.

Keywords: adolescent, ADHD, cyberbullying, cybervictimization
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MT-1D5

Keep the balance by volunteering: young adults help others and 
themselves by sharing experiences of problematic gaming and social 
media use

TERHI MUSTONEN, HELMI ELINA KORHONEN, KATJA MANKINEN

Sosped Foundation, Finland
E-mail: katja.mankinen@sosped.fi

Background: Early interventions and support are needed to motivate young adults with ex-
cessive online behaviors to change before the condition worsens. Limitless Gaming & Social 
Media Program provides easy-access psychosocial support addressed to problematic gaming 
and social media use with the assistance of volunteers with a personal history of the prob-
lems. Here we suggest that this volunteer work per se can also promote controlled media con-
sumption and well-being. Method: Volunteers (23–32-year-olds) act as peer coaches (e.g., 
group interventions) or experts by experience (e.g., public events) in various activities. Most 
of them participated in the program before the recruitment as a volunteer. Volunteers are pro-
vided with a short basic training (2-3.5 ECTS), task-specific training, recreational activities, 
and a peer community to join. Once a year, the volunteers complete a questionnaire to as-
sess their volunteering experiences, problematic gaming or social media use (i.e., IGDT-10/
BSMAS), and mental well-being (i.e., SWEMWBS). Results: 30 % of respondents (n = 30) 
met the criteria for problematic gaming (IGDT-10 score > 5; mean 3.8 ± 2.2) or social media 
use (BSMAS score > 24; 16.2 ± 3.3). However, 87 % of respondents reported that volunteer-
ing in the program positively impacted their well-being: the majority felt they belonged to an 
important community (87%), were trusted by others (83 %), felt close to other people (77%), 
and were optimistic about the future (73 %). Conclusions: Volunteer work containing ele-
ments of peer support and social inclusion can promote the well-being of those searching for 
help with gaming- or social-media-related problems.

Keywords: problematic gaming, social media addiction, psychosocial interventions, peer support
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MT-1D6

Gender differences in pathological jealousy: psychiatric comorbidities, 
jealousy type, and attachment styles

ANDREA LORENA STRAVOGIANNIS, HERMANO TAVARES

University of São Paulo, Brazil
E-mail: alorena.costa@gmail.com

Pathological jealousy (PJ) can be defined as a complex of emotions and thoughts about a 
partner’s infidelity. According to evolutionary psychology, jealousy can be divided into sex-
ual jealousy, when one partner engages sexually with a third person, and emotional jealousy, 
when the partner forms a deep attachment with a rival. The current study aimed at investi-
gating gender differences in PJ with a special focus on jealousy type. Thirty-six men and 
54 women seeking treatment for PJ were compared regarding jealousy type, demographics, 
psychiatric disorders, attachment and love styles, personality, and social adjustment. In total, 
61% of patients had previously sought mental health treatment, 50% had already attempted 
suicide and 25% were at risk, 58% had a comorbid mood disorder, and 58% had an anxi-
ety disorder. Women reported more avoidant attachment style, higher harm avoidance, and 
greater frequency of past sexual abuse than men. Female patients reported greater distress by 
emotional jealousy than men, but both genders were equally distressed by sexual jealousy, 
and both female gender and emotional jealousy were associated with higher severity of PJ. 
The data partially confirmed the evolutionary hypothesis, but also pointed to relevant gender 
differences, which calls for future gender sensitive adjustments for PJ treatment.

Keywords: evolutionary psychology, gender, attachment, psychiatric comorbidity
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MT-1E1

At-risk and problem gambling affects families – Finnish population-
based study with register-linkage

TIINA LATVALA1, SARI CASTRÈN1,2,3

1Finnsih Institute of Health and Welfare, Finland
2University of Helsinki, Finland
3University of Turku, Finland
E-mail: tiina.latvala@thl.fi

The effects of behavioral addictions are felt by the whole family. Families of problem gam-
blers experience harms, however, there are no population level estimates as to how many 
families in Finland are exposed to at-risk and problem gambling (ARPG) of a family mem-
ber. The study analyzed data from Finnish Gambling 2019, a nationally representative study 
with register linkage, to derive how many families are exposed to ARPG of a family member. 
It also examined whether the exposing to ARPG of a family member would be more common 
among low-income families or in families that had received social assistance. The results 
showed that 9% of families were exposed to at-risk gambling (ARG) and 3% of families were 
exposed to moderate risk or problem gambling (MRPG) due to gambling of family mem-
ber. These figures correspond to 176 084 families. Low-income families were not exposed 
more often to MRPG or ARG of a family member compared to families with higher income. 
However, families that had received social assistance were exposed more often to MRPG or 
ARG of a family member. In conclusion many people were exposed to gambling of a family 
member, especially among families who were experiencing financial distress. The findings 
expand the knowledge about the affected others. The large number of families exposed to 
gambling of a family member justify that gambling harm reduction should be implicated at 
the population level. Moreover, when developing and planning a support and treatment op-
tions for affected others of gamblers tailored approaches should be taken into account.

Keywords: gambling, family, significant others, at-risk and problem gambling
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MT-1E2

From exposure to gambling behavior: Problem gamblers more 
impacted by advertising campaigns

SAMANTHA TESSIER1,2, OULMANN ZERHOUNI2,4, LUCIA ROMO1,3

1Université Paris Nanterre, EA 4430 Clinique Psychanalyse Développement (Clipsyd)
2 Laboratoire Parisien de Psychologie Sociale, EA 4386 (équipe PS2C), 200 av. de la République – 
92001 Nanterre Cedex, France

3Hôpital Universitaire Raymond Poincaré (AP-HP) INSERM CESP U1018 UPS UVSQ France
4 4 Université de Rouen Normandie, Centre de Recherche sur les Fonctionnements et 
Dysfonctionnements Psychologiques (CRFDP, EA 7475), France

E-mail: samanthatessier.st@gmail.com

Context: Advertising campaigns promoting gambling are ubiquitous. Studies indicate that 
problem gamblers (PG) are more influenced by these messages. they recall, incite and trigger 
more gambling behavior. These studies focus on specific populations (youth or PG). The pur-
pose of this study is to understand how gambling advertising and prevention campaigns im-
pact (from exposure to behavior) individuals depending on the severity of gambling. Method: 
An online questionnaire was relayed by gambling operators, and through social networks. It 
assessed gambling severity (CPGI), recall of gambling advertisement, to what extent they felt 
incited and self-reported gambling behavior, as well as socio-demographic variables. Among 
the respondents to the questionnaire, volonteers took part in a virtual reality experiment 
(VR), reproducing an urban public space, including advertising campaigns. It measured the 
exposure to posters by eye-tracking. Results: The questionnaire was completed by 2089 par-
ticipants (PG = 2%) and 36 participated in the VR experiment. Results from the questionnaire 
suggest that PG remember more about the campaigns (p<0.05), are more incited (p<0.001), 
and to engage in gambling behavior (p<0.001). The VR experiment suggest similar behavior 
among gamblers and non-gamblers, as well as better immediate recall (p=0.01). Discussion: 
These results demonstrate the impact of advertising campaigns according to the severity of 
gambling, showing a similar behavior during exposure, but leading to a better recall, which 
can be related to an easier encoding of this message in memory. These results emphasize the 
importance of developing ecological experimental protocols and understanding the impact of 
advertising campaigns on gamblers more globally.

Keywords: gambling, advertising campaign, attitudes, behavior, recall
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Longitudinal link between loot box spending and gambling initiation in 
a sample of Canadian video game players

LUCAS PALMER, GABRIEL BROOKS, LUKE CLARK

Center for Gambling Research, University of British Columbia, Canada
E-mail: lpalmer@psych.ubc.ca

Background: Modern video games rely increasingly on the microtransaction monetization 
model. Players may purchase in-game items directly or purchase a randomized ‘loot-box’ 
that might contain valuable and/or rare in-game items, or non-valuable/duplicate items. The 
randomized nature of loot-boxes is similar to traditional gambling games. Cross-sectional 
research has described a correlation between loot-box use and problem gambling, but longi-
tudinal studies are required to examine the temporal relationships between these behaviours 
to determine whether migration from loot-box use to traditional gambling is likely. Methods: 
We recruited an online sample of young adult video game players aged 19-25 and resident 
in British Columbia, Canada, via Reddit (Baseline n=222, Follow-up n=162). Participants 
reported their gambling involvement and spending on gambling, loot-boxes and direct pur-
chase microtransactions (DPM) in video games, at baseline and again at a 6-month follow-
up. Results: Using multivariate logistic regression we observed that for participants who had 
not gambled at baseline, loot box expenditure significantly predicted migration to gambling 
status at follow-up (OR=1.23, p=.021), while DPMs were not a significant predictor. A mul-
tivariate linear regression revealed that loot box spending at baseline predicted gambling 
spending at follow-up (B=.537, p<.001), with no effect of DPMs on gambling spending. 
Conclusions: Our data show support for the migration hypothesis and highlight the key role 
of randomized rewards in the links between gaming and gambling in a longitudinal design.

Keywords: loot-box, gambling, longitudinal
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MT-1E4

Testing the malleability of illness representations of gambling disorder: 
An experimental study with repeated measurements

HONG MIAN YANG1,2, ANISE M S WU1,2

1Department of Psychology, Faculty of Social Sciences, University of Macau, Macao SAR, China
2Center for Cognitive and Brain Sciences, University of Macau, Macao SAR, China
E-mail: yc07308@umac.mo

Objectives: The commonsense model of self-regulation (CSM) deems that one’s illness rep-
resentations of a certain illness will guide one’s self-management health behaviors against 
the illness. The application of CSM on gambling behaviors is still in an exploratory stage, 
and the present study hence aimed to test the plasticity of illness representations of gambling 
disorder (GD). To be specific, we experimentally examined whether illness representations of 
GD, such as perceived consequences that showed negative associations with GD symptoms, 
can be changed by external manipulations (e.g., watching related educational videos).

Methods: A 2 (Experiment group: watching a video about consequences of GD vs. Control 
group: watching a video about consequences of alcohol consumption) × 2 (Pre-test of ill-
ness representations of GD vs. Post-test of illness representations of GD) mixed design with 
repeated measures on the second factor was adopted. Sixty-nine student participants were 
randomly divided into the experimental group (n=42; 54.8% females) and the control group 
(n=27; 55.6% females). Results: Experimental group reported significantly severer conse-
quences regarding GD compared to their baseline level assessed one to two weeks ago. We 
also found a significant and a marginally significant increase in perceived demoralization and 
illness coherence of GD, respectively, among them. No significant differences were found 
in any illness representations of GD among participants in the control group. Conclusion: 
Illness representations of GD are malleable in practice. Educational materials are promising 
tools for altering related illness representations and in turn promoting self-control over gam-
bling but further experimental research with behavioral outcomes is warranted.

Keywords: gambling disorder, commonsense model, illness representations, perceived consequences, 
experimental manipulation
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MT-1E5

Discriminating depression and anxiety severity from SOGS-RA items: 
An application of item response theory

MINORI SUZUKI1, HANAKO MURASE1,2, YONEATSU OSAKI3, AYA KINJO3, 
HITOSHI MAESATO4, KAZUTAKA NOMURA1,2, SACHIO MATSUSHITA4

1Kitasato University Graduate School of Medical Sciences
2Kitasato University School of Allied Health Sciences
3Tottori University School of Medicine;
4National Hospital Organization Kurihama Medical and Addiction Center
E-mail: hmurase@kitasato-u.ac.jp

Background: Gambling disorder is often comorbid with mood or anxiety disorder. Individu-
als with these disorders are known to have distorted cognitions that worsen the symptoms. 
Hence, we hypothesized that gambling disorder symptoms with cognitive components are 
experienced much earlier and more frequently by those with high depression/anxiety symp-
toms than those in low symptom group. Methods: Participants were randomly selected young 
adults (age 18–24) from the Japanese Basic Resident Register in 2019, and the final sample 
size for this study was 1078. The Japanese version of the South Oaks Gambling Screen-
Revised for Adolescents (SOGS-RA) and the Japanese version of the Kessler-10 (K-10) 
were used. Based on K-10 scores, high and low depression/anxiety groups were created. For 
analysis, item response curves with the two-parameter logistic model were used to compare 
high and low depression/anxiety groups. Results: Our hypotheses were partially supported. 
The two symptoms with cognitive component were experienced much earlier (i.e., lower dif-
ficulty parameter values) by individuals in high depression/anxiety group, but the discrimi-
nation parameter values were not enough to differentiate the two groups. Surprisingly, items 
regarding borrowing and stealing money discriminated the high depression/anxiety groups 
from the low group. Discussion: This study successfully identified pathological gambling 
symptoms that are more likely to be experienced by young adults with high depression/anxi-
ety problems. Possible factors influencing those results will be discussed.

Keywords: gambling disorder, depression, anxiety, symptom expression
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MT-1E6

Effects of auricular acupressure on gambling withdrawal symptoms in 
people with gambling disorder

EUN JIN LEE, JUNG MIN CHOI

Inha University, Republic of South Korea
E-mail: peace-peace@hanmail.net

Objectives: This study aimed to examine the effects of auricular acupressure on gambling 
withdrawal symptoms in people with gambling disorder. Method: This study was a random-
ized controlled trial. Data were collected from July 2021 to February 2023 in the Republic 
of Korea. 40 people with gambling disorders were randomly assigned to two groups: auricu-
lar acupressure or education. The experimental group received auricular acupressure for 6 
weeks and the control group received educational materials on how to deal with withdrawal 
symptoms. The Gambling Withdrawal Symptoms Scale and the Problematic Gambling Se-
verity Index were used. Result: 24 participants completed this study, and 6 participants are 
participating. Gambling withdrawal symptom scores were significantly decreased in the ex-
perimental group compared with that in the control group over 5 weeks (F = 5.03, p =.002). 
Among withdrawal symptoms, poor appetite, insomnia, and pain significantly decreased in 
the experimental group compared with that in the control group over 6 weeks. The mean dif-
ference of 1-6 weeks of anger(t = 2.39, p =.026), insomnia (t = 2.57, p =.016), pain (t = 3.28, 
p =.004), and depressive symptoms (t = 2.98, p =.007).was higher in the experimental group 
than in the control group, Conclusion: The results showed that auricular acupressure was 
effective in decreasing gambling withdrawal symptoms in people with gambling disorders.

Keywords: Gambling disorder, Withdrawal symptoms, Insomnia, Poor appetite, Depressive symptoms
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MT-1F1

Is a female perspective really needed? Discussion is open!

FULVIA, PREVER1, ARTEMIS WING-CHI LEUNG2, SOO-YOUNG BHANG3,  
CHIARA CECCHELLI4, KRISTIANA SISTE5, EWELINA KOWALEWSKA6,  
JING SHI7, AMANDA ROBERTS8

1Addiction Scientific Director- SUN(N)COOP, ITALY, Italy
2 Project Officer, WRAP Certified Facilitator at NL Psychiatric Rehabilitation Association, Hong Kong 
SAR

3Associate professor, Nowon Eulji University Hospital
4Scientific Director of Brain Center - Firenze, Italy
5Addiction Psychiatry Division, Faculty of Medicine, Head of Psychiatric Department - University of 
Indonesia
6Department of Psychiatry, Centre of Postgraduate Medical Education - Warsaw
7Singapore Institute of Technology 
8Professor and Director of Research- School of Psychology - University of Lincoln, UK

Gender approach is getting more and more relevant to gain a better understanding of female-
specific aspects of behavioural addictions and to be more responsive to women’s health needs. 
Literature on Women Behavioural Addiction in specific female population is still scarce and 
often inferred from mostly male samples, and this bring us to question about how diagnos-
tic criteria really fit to describe Behavioural Addiction’s harms in female population; more 
women are affected by pathological gambling and other non-substance related addictions, 
even if they rarely ask for help: so, with little specific data, it is not easy to have dedicated 
research and understanding of peculiarities of this invisible population, and different reach 
out strategies are strongly needed to fill the gap. One key point, beyond the shame issue, is 
that women often experience great difficulty in finding appropriate treatment services, since 
most health clinics rarely offer female-specific treatment approaches or harm reduction and 
prevention strategies. That is why it is so important to learn from our experiences as research-
ers and clinicians, sharing data from all over the world to enrich our understanding of these 
issues. That’s WHY a ROUND TABLE is the best place to discuss, compare experiences and 
improve research and treatment for the women on whose behalf we are working on; and the 
aim of our new book “Behavioural Addiction in Women: An International Female Perspec-
tive on Treatment and Research” (F. Prever, G. Blicker & L. Brandt).

Keywords: female perspective, women, behavioural addictions
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MT-1G1

Internet Gaming Disorder and risky behaviours among Czech 
adolescents: A nationally representative study

JAROSLAVA SUCHÁ, MARTIN DOLEJŠ, HELENA PIPOVÁ

Faculty of Arts, Palacký University Olomouc, Czech Republic
E-mail: jaroslava.sucha@upol.cz

Objectives: This study investigated the complex association between Internet Gaming Dis-
order (IGD), substance use, and other risky behaviours in Czech adolescents while provid-
ing psychometric information about the Czech Internet Gaming Disorder Scale–Short-Form 
(IGDS9-SF). Methods: To achieve this goal, a representative sample of 3,950 Czech ado-
lescents (11–19 years) was recruited through stratified random sampling and using a paper-
and-pencil survey administered in the school setting. Results: The Czech IGDS9-SF exhib-
ited satisfactory psychometric properties. The overall prevalence of IGD in the sample was 
3.62%. Although disordered gamers showed more incidence of substance use, specific sub-
stance use behaviours emerged among non-gamers, non-disordered gamers and disordered 
gamers. Moreover, conduct problems and in-game risky behaviours were significantly more 
common among disordered gamers. Conclusion: The association between gaming behav-
iours and substance use behaviours may be specific and nuanced depending on the severity of 
the gaming-related problems. Furthermore, disordered gamers may become more vulnerable 
due to higher incidence of conduct problems, bullying (victimization), and in-game risky be-
haviours such as risky engagement with loot box mechanics. Funding: This work was made 
possible thanks to targeted funding provided by the Czech Ministry of Education, Youth 
and Sports for specific research, granted in 2022 to Palacký University Olomouc (Current 
online risk behavior in adolescents and relationship with selected psychological phenomena 
IGA_FF_2022_048). 

Keywords: Internet Gaming Disorder, substance use, conduct problems, risky behaviour, adolescence
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MT-1G2

The effect of short-video using on memory

HAOSEN NI, GUANG-HENG DONG

Hangzhou Normal University, People’s Republic of China
E-mail: dongguangheng@hznu.edu.cn

As short videos (Tiktok) become more and more popular, its cost people longer and longer 
time on it. It also brings negative aspect. Here, in the current study, we focused on the effect 
of short video use on memory. We designed a series of experiments to explore this issue.

Keywords: short video, memory, disturb

MT-1G3

Urban upbringing and Internet addiction in Japan:  
A cross-sectional, multilevel study with retrospective recall

NAONORI YASUMA1, DAISUKE NISHI2, KAZUHIRO WATANABE3,  
HANAKO ISHIKAWA2, HISATERU TACHIMORI4,5, TADASHI TAKESHIMA6,  
MAKI UMEDA7, NORITO KAWAKAMI8

1Ageonomori Clinic, Ageo, Saitama, Japan
2 Department of Mental Health, Graduate School of Medicine, The University of Tokyo, Bunkyo-ku, 
Tokyo, Japan

3 Department of Public Health, Kitasato University School of Medicine, Sagamihara, Kanagawa, 
Japan; 4Department of Clinical Epidemiology, Translational Medical Center, National Institute  
of Mental Health, National Center of Neurology and Psychiatry, Kodaira, Tokyo, Japan

5 Endowed Course for Health System Innovation, Keio University School of Medicine, Shinjuku-ku, 
Tokyo, Japan

6Kawasaki City Inclusive Rehabilitation Center, Kawasaki, Kanagawa, Japan
7 Research Institute of Nursing Care for People and Community, University of Hyogo, Akashi, Hyogo, 
Japan; 

8 Department of Digital Mental Health, Graduate School of Medicine, The University of Tokyo, 
Bunkyo-ku, Tokyo, Japan

E-mail:  nnyy712@gmail.com

Background: The purpose of this study was to show the association between urban upbring-
ing and Internet addiction (IA). Method: The interview data of the sample (N = 2431) was ob-
tained from the World Mental Health Japan Second Survey, and a multilevel model was used 
to investigate the association. Multiple imputations were also conducted in this study. Result: 
Growing up in a large city was significantly associated with higher Compulsive Internet Use 
Scale (CIUS) scores (γ = 1.65, Standard Error (SE) = 0.45) and Mild IA + Severe IA (Exp(γ) 
= 1.44; 95% Confidence Interval (CI) (1.04–2.00)) compared to growing up in a small mu-
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nicipality, after adjusting for both sociodemographic characteristics and psychopathology. 
Conclusion: This study showed a possible association between urban upbringing and IA. 
Future studies with longitudinal design are needed to better understand this association.

Keywords: urban upbringing; Internet addiction; hierarchical model

MT-1G4

The wanting-liking dissociation of Internet gaming disorder: 
Comparing with tobacco use disorder

GUANG-HENG DONG, MARC POTENZA

Hangzhou Normal University, People's Republic of China
E-mail: dongguangheng@hznu.edu.cn

Background: Although internet gaming disorder (IGD) has been included in the DSM-5 for 
approximately 10 years, debate remains regarding its existence and classification.
Methods: The current research incorporated three approaches. First, implicit association tests 
were used to examine for potential dissociation between wanting and liking in IGD. Sec-
ond, brain features in wanting and liking circuits were tested and compared with tobacco 
use disorder (TUD) when performing a cue-craving task to explore the neural features of 
wanting and liking. Third, dopaminergic systems were investigated in IGD and TUD using 
neuromelanin-sensitive MRI. Results: The implicit association test results supported a want-
ing-liking dissociation in IGD subjects. Functional MRI data suggested neural correlates un-
derlying wanting-liking dissociation in IGD and TUD participants, with positive correlations 
suggesting greater dissociation with increasing addiction severity. The neuromelanin results 
suggested dopaminergic differences in IGD and TUD participants relative to healthy control 
participants. Conclusions: A wanting-liking dissociation in IGD subjects suggests gaming 
motivations in IGD relating to incentive sensitization rather than hedonic responses. The neu-
romelanin-sensitive MRI results suggest dopaminergic involvement in IGD and TUD. The 
findings suggest brain-behaviour mechanisms for IGD based on an incentive-sensitization 
model for addiction, having implications for potential therapeutic strategies and policy-based 
interventions.

Keywords: addictive behaviours, compulsive behaviours, video games, internet gaming disorder, in-
ternet addiction, wanting-liking dissociation, dopamine
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MT-1G5

Male Internet gaming disorder subjects are more impulsive than 
females in inter-temporal decisions: Implications for their development 
to uncontrolled gaming behaviors

HUI ZHENG, GUANG-HENG DONG

Hangzhou Normal University, People’s Republic of China
E-mail: dongguangheng@hznu.edu.cn

Background: Impulsivity decision-making is known as a key factor for Internet gaming disor-
der (IGD), however, few studies have paid attention to the sex difference on this issue in IGD 
subjects. Methods: In this study, 49 IGD (26 females) and 64 recreational game-user (RGU) 
(23 females) were scanned when they were performing a delay-discounting task (DDT). 
Gender-by-group effect on behavioral and brain features were calculated and compared to 
find their preference to immediate over delayed rewards, and screen related brain features. 
Results: Significant interactions between group and gender were found in current study. The 
imaging results revealed the gender-by-group interaction in brain regions, including the bilat-
eral superior frontal gyrus, bilateral medial frontal gyrus, left inferior frontal gyrus. Post-hoc 
analysis showed that, for female, RGU had hyper-activity than IGD; and for males, IGD have 
hyper-activity than RGU in all these brain regions. The addiction severity is correlated with 
impulsive decision-making and DDT-related brain activation IGDs.
Discussion: Gender plays an important role in the development and maintain of IGD. Male 
IGD subjects show impairment in inter-temporal decisions associated with neuro dysfunc-
tion. The results also suggest that impulsiveness could be a predictor for IGD, only for male 
subjects. The impulsive decision-making is a stable marker for male IGD subjects, but not 
for female ones.

Keywords: Internet gaming disorder; impulsive decision-making; gender difference; delay discounting
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MT-1H1

A serial mediation model of insecure attachment and Internet Gaming 
Disorder: The role of psychological needs, social support and loneliness

CHIARA REMONDI1, MARIA GERBINO1, ANTONINO LA TONA2,  
AGOSTINO BRUGNERA2

1Department of Psychology, Sapienza University of Rome, Rome, Italy
2Department of Human and Social Sciences, University of Bergamo, Italy
E-mail: chiara.remondi@uniroma1.it

Background: Although Internet Gaming Disorder (IGD) has become a serious social problem 
around the world, there is paucity of studies that investigated the risk factors underpinning 
disordered gaming. In this study, we sought to examine the serial mediating roles of three 
universally inherent psychological needs (i.e., autonomy, competence and relatedness) and 
perceived loneliness and social support from family and friends in the association between 
attachment insecurity (i.e., anxiety and avoidance) and IGD. Method: Using a cross-sectional 
design, data were collected from 1510 respondents (female N = 776; 51.4%) with a mean 
age of 23.64±4.04 years. Results: Results of path analyses indicated that, controlling for the 
time spent gaming, attachment anxiety was sequentially associated first with autonomy and 
then with perceived loneliness and support for family, which were in turn related to IGD, 
whereas attachment avoidance was sequentially associated first with autonomy and related-
ness and then with perceived loneliness and support for family, which was in turn related 
to IGD. We also conducted a multiple group analysis allowing paths to vary by gender, age 
and by online and offline gaming. Results of the multigroup analysis showed that the serial 
mediation worked in a similar way for both men and women, early and young adults and 
for both online and offline gamers. Conclusions: The study findings inform theory on the 
development of IGD and may guide development and delivery of treatment for problematic 
gaming behaviors.

Keywords: Internet Gaming Disorder, social determination theory, attachment, support
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MT-1H2

Longitudinal and cross-sectional risk factors of logged and self-reported 
smartphone behaviour

LUCY HITCHAM1, HANNAH JACKSON2, RICHARD JAMES1

1University of Nottingham, United Kingdom
2Lancaster University, United Kingdom
E-mail: lucyhitcham@hotmail.com

There is considerable concern within public and academic discourse over the way in which 
people use their smartphones and whether this can lead to addiction. Previously literature has 
focused on the measure of screen time as a metric. However, the preference has been to use 
self-report measures of screen time rather than utilizing logged behaviour which is inaccurate 
and largely cross-sectional. To address this, we are conducting a longitudinal study with 511 
participants to examine changes in both self-reported and logged screen time, smartphone ad-
diction, and mental health measures over time. This talk reports on our findings and various 
analyses from four waves of data collection spanning 18 months. Across this period, we have 
observed limited consistency across the various measures and the associations between them. 
The additional analysis explores the discrepancies between over- or under-estimation of us-
age with depression scores and the impulsivity facet of negative urgency and the direction of 
causality. The findings highlight various distinctions of screen time which supports the pres-
ence of measurement bias that confounds the associations between smartphone usage, mental 
health, and the possibility of smartphone addiction.

Keywords: smartphone addiction, logged behavior, impulsivity, depression, longitudinal

MT-1H3

Dark traits, dark behaviors: Relationship between the Dark Triad, 
problematic gaming, and problematic gambling

ANJA WERTAG, RENATA GLAVAK TKALIĆ, JOSIP RAZUM, INES SUČIĆ

Institute of Social Sciences Ivo Pilar, Croatia
E-mail: anja.wertag@pilar.hr

The Dark Triad traits (i.e., Machiavellianism, narcissism, and psychopathy) are associat-
ed with various forms of problematic behavior ranging from different forms of aggressive 
behavior to different forms of risky behavior, including substance use. Previous research 
showed inconsistent results regarding the relationship between the Dark Triad and behavioral 
addictions; thus, the aim of this study was to further investigate the contribution of the Dark 
Triad in the explanation of two behavioral addictions: problematic gaming and problematic 
gambling. Data were collected within a larger project on a representative sample of Croa-
tian citizens (N = 4994, 50% female), aged 15 to 64 years (Mage = 40.75, SDage = 14.59). 
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Dark Triad was assessed with selected items from the Short Dark Triad, problematic gaming 
with Ten-Item Internet Gaming Disorder Test, and problematic gambling with the Problem 
Gambling Severity Index. On a bivariate level, all three Dark Triad traits were positively as-
sociated with both problematic gaming and problematic gambling. Hierarchical regression 
analyses showed that the Dark Triad explained 4% of the variance of problematic gambling 
and 3% of the variance of problematic gaming, above gender and age. Higher psychopathy 
and Machiavellianism were associated with problematic gambling, while only higher psy-
chopathy was associated with problematic gaming. Taken together, obtained results highlight 
the importance of psychopathy in the explanation of behavioral addictions.

Keywords: Dark Triad, problematic gaming, problematic gambling

MT-1H4

Identifying the association between Body Dysmorphic Disorder and 
Exercise Addiction: A pilot study among young adults in Indonesia

KASSIE GRACELLA PUTRI1, KRISTIANA SISTE2

1Faculty of Medicine, Universitas Indonesia, Jakarta, Indonesia
2 Department of Psychiatry, Faculty of Medicine, Universitas Indonesia – Dr. Cipto Mangunkusumo 
National Central General Hospital, Jakarta 10430, Indonesia

E-mail: k.gracella@gmail.com

Background: Individuals with Body Dysmorphic Disorder (BDD) are often preoccupied with 
the flaws of their appearance, including their bodies, which may trigger a need to continu-
ously exercise to aid with the perceived distortion. A previous study has shown a significant 
prevalence of individuals at risk of BDD as well as Exercise Addiction (EA) in individuals in 
fitness settings. This study acts as a preliminary study to observe the presence of an associa-
tion between BDD and EA in Indonesian young adults. Methods: A cross-sectional sample 
was provided with a questionnaire that included the Exercise Addiction Inventory (EAI) 
(Terry et al., 2004) and the Body Dysmorphic Disorder Questionnaire (BDDQ) (Phillips 
et al., 1999). Results: A total of 120 samples, comprising 71 females (59%) and 49 males 
(41%), participated in the questionnaire, with a mean age of 26 (SD = 4.63). 12 individuals 
(10%) were deemed at risk of BDD, and 9 Individuals (7.5%) scored beyond the EAI cut-off. 
A significant association was seen between EA and BDD (P = 0.015, X2 = 5.886) with a no-
table Odds Ratio of 5.886 (95% CI = 1.209-26.550). An association between gender and EA 
was also observed. (P = 0.019, OR = 0.174, 95% CI = 0.035-0.877) Conclusion: We found a 
significant, positive association between Body Dysmorphic Disorder and Exercise Addiction 
in our pilot study which corresponds with a prominent OR. Larger-scale, worldwide research 
should be conducted to strengthen these findings. We urge clinicians to be aware of the co-
morbidity of EA and BDD.

Keywords: Exercise Addiction, Body Dysmorphic Disorder 
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MT-1H5

Interventions for safer online gambling: A systematic review

SHU M. YU1, HARSHDEEP S. MANGAT1, ANDREA CZAKÓ1,2, YANISHA SOBORUN1, 
ZSOLT DEMETROVICS1,2

1Centre of Excellence in Responsible Gaming, University of Gibraltar
2Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
E-mail: mogu.yu@unigib.edu.gi

Background: With the rapid growth of the gaming industry, online gambling has become 
increasingly prevalent, accompanied by a surge in related issues and disorders. However, 
interventions designed for land-based gambling may not be directly applicable to the realm 
of online gambling. This study provides a systematic review of the existing literature on 
current interventions for safer online gambling. Methods: A systematic literature search was 
performed in PsycINFO, PubMed, Web of Science, and SCOPUS. Study selection, risk of 
bias assessment, and data extraction were conducted by two reviewers independently, and a 
synthesis was performed. Results: The majority of the identified studies centered on eval-
uating the effectiveness of responsible gambling tools, such as self-exclusion, behavioral 
feedback, and mandatory breaks. Additionally, many studies examined treatment methods, 
primarily based on cognitive-behavioral therapy. These interventions predominantly targeted 
active gamblers as well as those seeking for help. Conclusions: Based on the current body of 
literature, interventions aimed at promoting safer online gambling exhibit promise. There is 
a compelling need for further research to tailor interventions to specific user groups and en-
hance intervention delivery methods. Moreover, early prevention strategies geared towards 
addressing online gambling behaviors are urgently warranted.

Keywords: online gambling, interventions, systematic review
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POSTER PRESENTATIONS

P-432

A longitudinal study of the impact of Covid-19 pandemic on gaming, 
aggression, and depression in adolescents

ŠTĚPÁN KOMRSKA, JAROSLAVA SUCHÁ, MARTIN DOLEJŠ, HELENA PIPOVÁ

Faculty of Arts, Palacký University Olomouc, Czech Republic
E-mail: jaroslava.sucha@upol.cz

This longitudinal study examined the impact of the Covid-19 pandemic on adolescents' 
online behaviour and their levels of aggression and depression. The aim of the study was 
to investigate how long-term exposure to the Covid-19 pandemic affects the prevalence of 
risky gaming among young adolescents and their levels of aggression and depression. The 
used measurements were: The Internet Gaming Disorder Scale–Short-Form, The Buss and 
Perry Aggression Questionnaire, and The Scale of depresivity Dolejš, Skopal, Suchá. The 
research was carried out using three data collections with six-month interval between them. 
The first and last data collection interval was one and a half years. In all three measure-
ments, 45 respondents were included (Mean age=14.6; SD=0.6 at W1). The results help to 
understand better the impact of the Covid-19 pandemic on adolescents and the need to also 
focus on the impact of the pandemic on mental health. Financial support: This contribution 
was made possible thanks to targeted funding provided by the Czech Ministry of Educa-
tion, Youth and Sports for specific research, granted in 2022 to Palacký University Olomouc 
(IGA_FF_2022_008; Bio-psycho-social-spiritual determinants and their relationship with 
risky online behaviour in adolescents during the Covid-19 pandemic).

Keywords: COVID-19, gaming disorder, aggression, depression, adolescence
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P-193

A multimodal-based machine learning approach to classify internet 
gaming disorder and alcohol use disorder: A resting-state EEG and 
neuropsychological study

JI-YOON LEE1,2, MYEONG SEOP SONG3, SO YOUNG YOO4, JOON HWAN JANG5,6, 
WOO-YOUNG AHN3,7, JUNG-SEOK CHOI8

1Department of Psychiatry, Samsung Medical Center, Seoul, Republic of Korea
2 Department of Health Science and Technology, Graduate School of Convergence Science and 
Technology, Seoul National University, Seoul, Republic of Korea

3Department of Psychology, Seoul National University, Seoul, Republic of Korea
4Department of Psychiatry, SMG-SNU Boramae Medical Center, Seoul, Republic of Korea
5 Department of Psychiatry, Seoul National University Health Service Center, Seoul, Republic of 
Korea 

6 Department of Human Systems Medicine, Seoul National University College of Medicine, Seoul, 
Republic of Korea

7Department of Brain and Cognitive Sciences, Seoul National University, Seoul, Republic of Korea
8 Department of Psychiatry, Samsung Medical Center, Sungkyunkwan University School of Medicine, 
Seoul, Republic of Korea

E-mail: lee.jiyoon@snu.ac.kr

Background: Addictions have recently been classified as substance use disorder and behav-
ioral addiction, but the concept of behavioral addiction is still debatable. The present study 
used machine learning algorithms to investigate the neurophysiological and neuropsycholog-
ical aspects of those addictions among individuals with internet gaming disorder (IGD) with 
alcohol use disorder (AUD) and healthy controls (HC). Methods: In all, 191 young adults 
(IGD: n = 67; AUD: n = 58; HC: n = 66) participated in the study. L1-norm support vector 
machine, random forest, and L1-norm logistic regression (LR) were used to create models 
for the classification of IGD, AUD, and HC. Based on EEG features combining sensor-level 
(absolute power, relative power, and coherence) with source-level data (source functional 
connectivity) and neuropsychological features (NFs) including depression, anxiety, impul-
sivity, and general cognitive function, we examined classification accuracies for three distinct 
models: a unimodal model-EEG features only, a unimodal model-NF only, and a multimodal 
model-both EEG and NF features. Results: The multimodal model through LR outperformed 
in distinguishing IGD and AUD groups (accuracy: 0.712) compared to the EEG unimodal 
(accuracy: 0.672) and NF unimodal (accuracy: 0.656) models. The features selected by LR 
highlighted that the IGD group had higher beta and gamma coherence and lower delta and al-
pha coherence and source connectivity between right intrahemispheric regions. Only sex and 
age were selected as the most important NFs. Conclusions: IGD and AUD groups show dif-
ferences in neurophysiological, but similarities in neuropsychological features, which sheds 
light on our understanding of IGD and AUD.

Keywords: internet gaming disorder, alcohol use disorder, electroencephalography (EEG), machine 
learning
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P-308

A systematic review of pharmacological treatments for Internet Gaming 
Disorder

RAFAEL RICHARD C. DE SÁ1, SOPHIE G. COELHO2, PUNEET K. PARAMAR2, 
SAMANTHA JOHNSTONE2, HYOUN S. KIM2, HERMANO TAVARES1

1Department of Psychiatry, São Paulo, University of São Paulo, Brazil
2Department of Psychology, Toronto Metropolitan University, Canada
E-mail: hermano.tavares@fm.usp.br

Introduction: Gaming disorder (GD) is an increasingly common behavioural addiction, with 
estimated global prevalence rates of 3%. A variety of pharmacological treatments have been 
used to treat GD, yet no review to date has synthesized clinical trials evaluating their effi-
cacy. This systematic review therefore synthesized the literature reporting on clinical trials 
of pharmacological treatments for GD. Method: We reviewed articles from MEDLINE, Em-
base, PubMed Central, CINAHL, and PsycINFO that were published as of March of 2022. 
A total of 828 articles were retrieved for review and 12 articles were included, reporting on 
a total of 724 participants. Results: Most participants were male (98.6%), and all were cur-
rently living in South Korea. The most common drugs used to treat GD were bupropion, 
methylphenidate, and a range of selective-serotonin reuptake-inhibitors. The Young Internet 
Addiction Scale was the most frequently instrument to measure gaming-related outcomes. 
All studies reported reduced symptoms of GD from pre- to post-treatment. Across all clinical 
trials, GD symptom reductions following the administration of pharmacological treatments 
ranged from 15.4% to 51.4%. Conclusion: Preliminary results suggest that a wide array of 
pharmacological interventions may be efficacious in the treatment of GD. Future studies 
using double-blind randomized controlled trial designs, recruiting larger and more repre-
sentative samples, and controlling for psychiatric comorbidities are needed to better inform 
understanding of pharmacological treatments for GD.

Keywords: gaming disorder; internet gaming disorder, video game addiction, pharmacological treat-
ment
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P-264

Alterations of Cognitive Function and sensory processing in Internet 
Gaming Disorder: A multimodal study investigating resting-state fMRI 
and task-related EEG

MINKYUNG PARK1, HEEJUNG KIM2, JUNG-SEOK CHOI1

1SAMSUNG MEDICAL CENTER, Korea, Republic of Korea
2SMG-SNU Boramae Medical center, Seoul, Republic of Korea
E-mail: reneedrv@gmail.com

Introduction: Resting-state brain activity may be associated with the ability to perform tasks; 
however, a multimodal approach involving resting-state functional magnetic resonance im-
aging (fMRI) and event-related potential (ERP) has not been widely used to investigate in 
addictive disorders. Methods: We explored resting-state fMRI and auditory oddball ERP 
values from 26 Internet gaming disorder (IGD) patients and 27 age- and intelligence quo-
tient-matched healthy controls (HCs). To assess the characteristics of resting-state fMRI, we 
calculated regional homogeneity (ReHo), amplitude of low-frequency fluctuation (ALFF), 
and fractional amplitude of low-frequency fluctuation (fALFF); we also calculated the P3 
component of the ERPs. Results: Compared with HCs, the IGD group exhibited significant 
decreases in ReHo and fALFF values in the left inferior occipital gyrus, increased ReHo 
and ALFF values in the right precuneus, increased ALFF in the left superior frontal gyrus, 
and lower P3 amplitudes in the midline centro-parietal area during the auditory ERP task. 
Furthermore, the regional activities of resting-state fMRI in the right inferior temporal gyrus 
and the occipital regions were positively correlated with the P3 amplitudes in IGD patients, 
whereas ReHo values of the left hippocampus and the right amygdala were negatively cor-
related with P3. Conclusions: Our results suggest that IGD patients have difficulty interact-
ing effectively with cognitive function and sensory processing. The findings in this study 
will broaden the overall understanding of the neurobiological mechanisms that underlie IGD 
pathophysiology.

Keywords: auditory oddball event-related potentials, Internet gaming disorder, regional homogeneity, 
amplitude of low frequency fluctuation, fractional amplitude of low-frequency fluctuation
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P-273

Analysis of latent profiles and characteristic differences in adolescent 
Mental Health Literacy for Internet Gaming Disorder

JI-YOUNG YOON1, JONGSERL CHUN1, SOO-YOUNG BHANG2,3,4

1Department of Social Welfare, Ewha Womans University, Korea, Republic of (South Korea)
2Department of Psychiatry, Eulji University School of Medicine, Nowon Eulji University Hospital, 
Seoul, Korea
3Nowon Community Addiction Management Center, Seoul, Korea; 4Center for School Mental Health, 
Eulji University, Seoul, Korea
E-mail: annie123@naver.com

Purpose: This study aims to identify the latent subtypes through Mental Health Literacy 
(MHL) for Internet Gaming Disorder (IGD) in adolescents and confirm the differences be-
tween the subtypes in demographics, Internet usage time, the number of prevention education 
for IGD or problematic smartphone usage, mental health, and addiction level.
Methods: For this study, secondary data was used from the 2019 smart digital media survey 
for youth, conducted in a district in Seoul, by the Nowon Community Addiction Center. Al-
together, 1,936 middle and high school students (14–18 years old) were analyzed. Thirteen 
items of the MHL questionnaire were used as classification criteria for latent profile analysis 
(LPA). Thereafter, the difference in characteristics between the classified subtypes was con-
firmed by One-way ANOVA and Chi-square Test through variables such as mental health and 
addiction level. Results: Three latent subtypes of MHL for IGD in adolescents were identified 
as: “low perception-prefer traditional resources” type (12.4%), “moderate perception-prefer 
family resources” type (49.3%), and “high perception-prefer professional resources” type 
(38.3%). In addition, it was confirmed that there were differences between subtypes in terms 
of gender, age, Family Affluence Scale, e-learning time in weeks, mental health problems, 
smartphone addiction risk scores, and IGD scores. Conclusion: Based on the results, practi-
cal interventions are required including customized prevention considering the differences in 
characteristics among three types of adolescent MHL.

Keywords: Mental Health Literacy (MHL), Internet Gaming Disorder (IGD), Latent Profile Analysis 
(LPA), adolescent
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Development and validation of the Japanese version of the Motives  
for Online Gaming Questionnaire

KYOSUKE KANEKO1, TOSHITAKA HAMAMURA1,2, HIROKO FUJISATO1,3, 
ORSOLYA KIRÁLY4, ZSOLT DEMETROVICS5, MASAYA ITO1

1 National Center for Cognitive Behavior Therapy and Research, National Center of Neurology  
and Psychiatry, Tokyo, Japan

2Research Fellow of Japan Society for the Promotion of Science
3Department of Sociology, Faculty of Sociology, Kansai University, Osaka, Japan;
4Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
5Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar
E-mail: kyosukekaneko@ncnp.go.jp

Background: Internet Gaming Disorder (IGD) in the DSM-5 and Gaming Disorder (GD) in 
the ICD-11 are a condition associated with functional impairment as a result of problematic 
gaming, placing at risk especially the youth. Growing evidence from the literature suggests 
that motives for gaming may play a role in maintaining maladaptive gaming behavior. The 
Motives for Online Gaming Questionnaire (MOGQ) (Demetrovics et al., 2011) is a scale 
used to assess motives for gaming. This study aims to adapt the MOGQ into Japanese lan-
guage. Methods: In Study 1, the MOGQ was translated into Japanese by rigorous back-trans-
lation procedure. Then, cognitive interviews were conducted with seven adolescents aged 
12-18 recruited through purposive sampling to verify the linguistic and conceptual validity. 
In Study 2, 420 participants complete a web-based survey, including 210 pairs of adolescents 
aged 12–18 and their parents recruited through a research company, to verify the reliability 
and validity. To verify the test-retest reliability, a second survey was conducted with the 
same participants one week later. Results: Data are expected to be collected in March 2023 
and presented at the conference. We hypothesized that the Japanese version of the MOGQ 
is semantically equivalent to the original version and has high reliability and validity. We 
also hypothesized that the factor structure will remain the same as the original version. Con-
clusion: This study demonstrates the validity and reliability of the Japanese version of the 
MOGQ. Future studies can use this scale to assess various online gaming factors associated 
with IGD and GD.

Keywords: Internet Gaming Disorder, Gaming Disorder, Motives for Online Gaming Questionnaire
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Gaming motivations and gaming disorder symptoms:  
A systematic review and meta-analysis

CHRISTIAN BÄCKLUND, PIA ELBE, HANNA M. GAVELIN, DANIEL SÖRMAN, 
JESSICA LJUNGBERG

Luleå University of Technology, Sweden
E-mail: christian.backlund@ltu.se

Background and aims: The present systematic review and meta-analysis aimed to synthesize 
the available literature on the relationship between gaming motivations and gaming disorder 
symptoms. Specifically, to (1) explore what gaming motivation questionnaires and classifica-
tions are used in studies on gaming disorder symptoms and (2) investigate the relationship 
between motivational factors and symptoms of gaming disorder. Method: An electronic data-
base search was conducted via EBSCO (MEDLINE and PsycINFO) and the Web of Science 
Core Collection. All studies using validated measurements on gaming disorder symptoms 
and gaming motivations and available correlation coefficients of the relationship between 
gaming disorder and gaming motivations were included. The meta-analyses were conducted 
using a random-effects model. Results: In total, 49 studies (k = 58 independent sub-sam-
ples), including 51,440 participants, out of which 46 studies (k = 55 sub-samples, n = 49,192 
participants) provided data for the meta-analysis. The synthesis identified fourteen different 
gaming motivation instruments, seven unique motivation models, and 26 motivational fac-
tors. The meta-analysis showed statistically significant associations between gaming disorder 
symptoms and 23 out of 26 motivational factors, with the majority of the pooled mean effect 
sizes ranging from small to moderate. Moreover, large heterogeneity was observed, and the 
calculated prediction intervals indicated substantial variation in effects across populations 
and settings. Motivations related to emotional escape were robustly associated with gaming 
disorder symptoms. Discussion and conclusions: The present meta-analysis reinforces the 
importance of motivational factors in understanding problematic gaming behavior. The anal-
ysis showed significant heterogeneity in most outcomes, warranting further investigation.

Keywords: meta-analysis, systematic review, gaming disorder, problematic gaming, motivation
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How sociopsychological, individual, and environmental factors relate 
to symptoms of Internet Gaming Disorder in early childhood – Results 
form the Kids Cohort for Understanding of Internet Addiction Risk 
Factors in Early Childhood (K-CURE) study in Korea

SOO-YOUNG BHANG1, YUNMI SHIN2

1Nowon Eulji University Hospital, Korea, Republic of (South Korea)
2Department of Psychiatry, Ajou University School of Medicine, Suwon, Republic of Korea
E-mail: bsy1@eulji.ac.kr

This study aimed to identify risk factors that contribute to the prevalence and symptoms of 
Internet Gaming Disorder (IGD) among children aged 7-10 years. Participants were recruited 
from the Kids Cohort for Understanding of Internet Addiction Risk Factors in Early Child-
hood (K-CURE) Study in Korea. The baseline assessment, Wave 1, was conducted between 
December 2015 and June 2016, and follow-up assessments, Waves 2 to 8, were conducted 
annually for the subsequent years. Time of media use, frequency of media use, and ownership 
of media devices were investigated. At Wave 8, participants aged 7-10 years (mean 8.69, SD 
= 0.890) were assessed using a semi-structured questionnaire based on the DSM-5 criteria 
for IGD diagnosis. Participants who reported subthreshold symptoms or above on item 1 
accounted for 13.5%, item 2 for 4.9%, item 3 for 10.3%, item 4 for 9.7%, item 5 for 5.9%, 
item 6 for 9%, item 7 for 9.7%, item 8 for 2.7%, item 9 for 2.7%, and item 10 for 18.4%. The 
prevalence of children who met the strict diagnostic criteria for IGD, namely persistent and 
recurrent use of the internet to engage in games, often with other players, that leads to clini-
cally significant impairment or distress as indicated by at least five symptoms, was 5.4%. It 
is noteworthy that even among children aged 7–10 years, 5.4% were identified as meeting 
the diagnostic criteria for IGD. Identifying risk factors for IGD is crucial for early interven-
tion and policy development to prevent the negative impact of IGD on children's health and 
well-being.

Keywords: IGD, early childhood, screen time
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P-296

Investigating the biopsychosocial risk factors of problematic gaming in 
youth using a machine learning approach

SUYEON SONG, CIO YOO, ROSE CHANG, WOO-YOUNG AHN

Seoul National University, Republic of South Korea
E-mail: suyeon619@snu.ac.kr

Background: Problematic gaming, or gaming disorder, is a growing concern among youth. 
Studies have investigated various biopsychosocial factors that contribute to gaming disorder, 
but findings were often inconsistent or limited by small sample sizes. Using a large dataset 
from the Adolescent Brain Cognitive Development (ABCD) study, we aimed to identify the 
biopsychosocial risk factors that predict problematic gaming in youth, using biological, psy-
chological, and social data. Methods: We used data from 1,723 participants in the ABCD 
study and a machine learning approach (penalized regression) to predict participants' video 
game addiction questionnaire (VGAQ) scores using biological (i.e. fMRI measures), psycho-
logical (i.e. personality traits, cognitive abilities), and social (i.e. family/peer relationships) 
factors. Results: Our analysis revealed that we could predict VGAQ scores (r = 0.62 in the 
test set, r = 0.63 in the training set) using several biopsychosocial factors, including high-
er impulsivity, less parental monitoring, lower parental income, more family conflict, peer 
victimization, greater peer influence, and reduced activations in reward circuits (e.g. NAc, 
ACC). Conclusion: This study provides insights into the various biopsychosocial risk factors 
contributing to problematic gaming among youth. The findings suggest that interventions on 
personality traits such as impulsivity, and improving relationships with family and peers may 
address problematic gaming.

Keywords: problematic gaming, youth, ABCD, biopsychosocial factors
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Is there a relationship between the purchasing experience of 
probability-based items (loot boxes) and adolescent gaming addiction 
and problematic smartphone use?

YONG-BEOM KIM1, SOO-YOUNG BHANG1,2

1Nowon Community Addiction Management Center, Seoul, Korea
2 Department of Psychiatry, Eulji University School of Medicine, Nowon Eulji University Hospital, 
Seoul, Korea

E-mail: dydqja0217@gmail.com

This study aimed to investigate the relationship between the purchase of loot-boxes and 
smartphone and gaming usage among adolescents. This study analyses by using a sample 
of 1,682 adolescents from the 2022 Nowon-gu Youth Digital Media Survey include Inter-
net-usage times (IUT), IGUESS (Internet gaming disorder) and S-Scale (Problematic smart-
phone use), Y-PSC-17 (Pediatric symptom checklist), CAGI-GPSS (gambling disorder). The 
results showed 32.0% of the respondents had made in-game purchases and 17.7% had pur-
chased loot-boxes. Adolescents made in-game purchases had significantly higher weekday 
and weekend ‘IUT’, ‘IGD’, ‘PSU’ scores than those not purchase group. Those who had pur-
chased loot-boxes also had higher ‘IUT’, ‘IGD’, ‘PSU’ scores than those had not purchased 
loot-boxes. Additionally, adolescents who reported tolerance to loot-boxes had significantly 
higher weekday ‘IUT’, ‘IGD’, ‘PSU’, ‘PSC’, ‘GD’ scores than those not report group. Ado-
lescents who reported failure to control their loot-box purchasing had significantly higher 
‘IGD’ and ‘PSU’ scores than those not report group. Adolescents who reported withdrawal 
of their loot-box purchasing had significantly higher weekday ‘IUT’, ‘IGD’, ‘PSU’, ‘PSC’, 
‘GD’ scores than those not report group. Adolescents who reported compulsive use had sig-
nificantly higher weekday and weekend ‘IUT’, ‘IGD’, ‘PSU’, ‘PSC’, ‘GD’ scores than those 
not report group. In summary, it was found that adolescents who experienced purchasing 
loot-boxes showed significant differences in IUT, IGD, and PSU scores. Additionally, the 
element of addiction to loot-box showed consistently higher scores in the ‘IGD’ and ‘PSU’ 
scale. Therefore, appropriate guidelines and literacy education regarding loot-box purchasing 
among adolescents are needed, as well as prospective research and policy-making.

Keywords: adolescent, loot-boxes, gaming addiction, problematic smartphone use
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ONTOGD – An ontology-driven conceptual model for Gaming Disorder

MARIA DAS GRAÇAS DA SILVA TEIXEIRA1, HERMANO TAVARES2,  
MAIANA RODRIGUES GONÇALVES3, DANIEL TORNAIM SPRITZER4,  
WILIAN HIROSHI HISATUGU1

1Federal University of Espírito Santo, Brazil
2University of São Paulo, Brazil
3Fatto Consultoria e Sistemas LTDA, Brazil
4Federal University of Rio Grande do Sul, Brazil
E-mail: maria.teixeira@ufes.br

Background: The popularity of digital games in recent decades, especially on social networks 
for online games, given rise to a new concern: the excessive time people spend on games. The 
so-called Gaming Disorder is a recent, broad and complex category of psychiatric disorder, 
and it still requires many studies. Result: This work presents an ontology-driven conceptual 
model that represents the domain of Gaming Disorder, called OntoGD (Ontology of Gam-
ing Disorder). Method: Activities were carried out involving Conceptual Modeling tasks, 
the Unified Foundational Ontology (UFO), and Ontology Engineering concepts – through 
the Systematic Approach for Building Ontologies (SABiO) methodology. Finally, literature 
studies and discussion with specialists were done on the domain of Gaming Disorder associ-
ated with the problematic use of digital games. Conclusions: We believe that OntoGD can 
be used to better comprehension and to communication of the represented domain, helping 
specialists in the field to carry out their activities. Also, it can be useful as well as income to 
Information Systems to Support Decision Making in Health Care, with emphasis on Mental 
Health involving Gaming Disorder. Other desirable benefit is the possibility to integrate On-
toGD to other ontologies and evolve it to contemplate complementary domains of Behavioral 
Addictions.

Keywords: OntoGD, Ontology-Driven Conceptual Model, UFO, digital game, gaming disorder
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Predictive models of video game players’ profiles:  
Insights into the stability of the profiles

CATIA MARTINS CASTRO1,2, DAVID DIAS NETO1,2, JOÃO MARÔCO1,3

1ISPA – Instituto Universitário, Lisboa, Portugal
2APPsyCI Applied Psychology Research Center Capabilities & Inclusion, Lisboa, Portugal
3William James Center for Research, Lisboa, Portugal
E-mail: martinscastro.catia@gmail.com

Gaming disorder is a diagnosis from the World Health Organization’s International Clas-
sification of Diseases and Health Problems. This PhD research poster aims to investigate the 
predictive models of video game players' profiles based on their psychological and interper-
sonal factors and examine their differences in attachment styles, emotional regulation, mo-
tives for play, mental health, interpersonal interactions, and socio-demographics with gaming 
disorder. The study identifies different video game player profiles using latent class analysis 
in cross-sectional research with a sample of 5020 English-speaking adolescents and adult 
video game players of all game genres, ranging from novice to professional e-sports. This 
research uses validated questionnaires and analyses the data through a structural equations 
model, aiming at the predictive model of the profiles and therefore contributing to the under-
standing of the range from healthy to addictive behavior in video game use. The psychologi-
cal and interpersonal profiles propose to offer insight into the development and maintenance 
of addictive behavior, contributing to future research in the area.

Keywords: gaming disorder, profiles, predictive models
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Prevalence, correlates, and comorbidities of Internet Gaming Disorder 
and Game Overuse: National Mental Health Survey of Korea 2021

YOUNG-MI KO, YUJEONG HA, EUN SOL LEE, SUBIN PARK

National Center for Mental Health, Korea, Republic of (South Korea)
E-mail: daquin07@korea.kr

Background: This study investigated the prevalence, socio-demographic correlates, and co-
morbidities of Internet Gaming Disorder (IGD) and game overuse among the general popula-
tion in Korea. Method: 2,764 people aged 18 to 49 who participated in the national mental 
health survey of Korea 2021 were analyzed in this study. Diagnostic assessments were based 
on the Structured Clinical Interview for Internet Gaming Disorder and the Composite Inter-
national Diagnostic Interview. Game Overuse Screening Questionnaire was also applied to 
assess game overuse. Multiple logistic regression analysis was performed using IGD and 
game overuse as dependent variables, and complex sampling design analysis was applied. 
Results: The one-year prevalence of IGD and one-month prevalence of game overuse was 
0.9% and 10.3%, respectively. IGD was the higher in men, people with low physical activ-
ity, and younger people. Alcohol use diosrder, nicotine use disorder, and attention-deficit/
hyperactivity disorder (ADHD) were significantly associated with IGD. Game overuse was 
the higher in men, peple above standard median income, and those with lower resilience. 
Nicotine use disorder, anxiety disorder, and ADHD were significantly associated with game 
overuse Conclusions: Our results show that IGD and game overuse are associated with other 
psychiatric disorders, especially ADHD.

Keywords: Internet Gaming Disorder, Game Overuse, mental disorder, Attention-Deficit/Hyperactiv-
ity Disorder
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Problematic gaming behavior and common physiological 
measurements: A systematic review

MICHAEL ANDREW PILGROM1,2, SEBASTIANO COSTA1, DARIA KUSS2,  
NADJA HEYM2

1Department of Psychology, University of Campania, Caserta, Italy
2Department of Psychology, Nottingham Trent University, Nottingham, United Kingdom
E-mail: Michael.pilgrom@ntu.ac.uk

Background: Several studies have emphasized the importance of integrating physiological 
measurements in the study of problematic behaviors. However, the use of these measure-
ments is still small and often limited to single methods. A systematic study of physiological 
measurement methodologies in the context of problematic video game use could facilitate 
the implementation and dissemination of these measurements. Objective: The aim of this 
systematic review is to look for a wide range of physiological measures used in research 
for problematic gaming behavior. Methods: Using the PRISMA method, 457 articles dis-
covered across 6 data bases. Of those articles, 32 were determined to be appropriate for 
the search. The physiological measures found were, Electroencephalogram (EEG), Qualita-
tive Electroencephalogram (QEEG), Pupil Dilation, Pupil Diameter, Absolute Pupil Size, 
Electrooculogram (EOG), Heart Rate (HR), Photoplethysmography (PPG), Blood Pressure, 
Electrocardiogram (ECG), Galvanic Skin Response (GSR), Skin Conductance, Respiration 
(RR), Breathing Rate, Temperature. Results: The 32 articles break down as EEG – 14, QEEG 
– 1, HR – 8, EEG & HR – 1, PPG, EOG, GSR – 1, EEG, EOG, PPG – 1, HR, RR, EOG, 
GSR, PPG – 1. Results suggest that there are measurable changes in phycological activity. 
Additionally, expensive, and specialized equipment are not necessary for the many of them 
and can be combined. Conclusion: The review concluded that physiological measure could 
be used when looking into Problematic gaming behavior.

Keywords: gaming disorder, physiological measures, systematic review
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Self-perceptions and gaming flow experience of problematic gamers  
in Mainland China: A qualitative study

LE DANG1,2, YANBO DONG2, HUI ZHOU1, ANISE, M. S. WU1

1University of Macau, Macau, China
2Pingdingshan University, Henan, China
E-mail: YB97304@um.edu.mo

University students are in the stage of emerging adulthood, which is a transitional period. 
Gaming can help them find their self-identity and serve as a coping mechanism. However, 
gaming can also have negative consequences for problematic gamers. Internet gaming disor-
der (IGD) is recognized as a mental health issue, but the prevention of this disorder among 
university students is receiving less attention and action compared to adolescents. This study 
focuses on secondary and tertiary prevention, targeting at-risk or disordered individuals 
among Chinese university students. The aim is to investigate the differences between high-
risk gamers for IGD and lower-risk gamers. This study uses a qualitative approach and inter-
views 12 potential problematic gamers from a public university in mainland China. The focus 
of the interviews is on the gamers' self-perceptions and their intensive gaming experience, 
specifically their gaming flow experience. According to the self-reported IGD symptoms, the 
study categorizes participants into three groups: high-risk, moderate-risk, and mild-risk. Two 
individuals from the high-risk group were identified as having IGD based on DSM-5 criteria. 
A content analysis of first-hand information from participants of different risk levels uncov-
ered individual-level risk/protective factors related to their self-perceptions and gaming flow 
experience. These included unclear self-concept, self-conflicts, and difficulty in getting gam-
ing flow experience. The findings illustrated that further training with updated knowledge 
about symptoms and the risk/protective factors can be further provided to university teachers 
(e.g., “Daxuefudaoyuan”) in order to improve the identification and intervention of their at-
risk and disordered students.

Keywords: Chinese university students, gaming flow experience, Internet gaming disorder, qualitative 
study, self-perceptions
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The effects of peer influence on actual self and virtual self to Internet 
gaming disorder in TRC: A cross-sectional study

HSING YUN CHEN, KUN-HUA LEE

National Tsing Hua University, Taiwan
E-mail: angelachen808619@gmail.com

Background: This study aims to investigate the relationship between actual and virtual self, 
online game peer influence and internet gaming disorder using the Triadic Reciprocal Cau-
sation (TRC). By analyzing the variables, we want to provide a potential mechanism for 
internet gaming disorder(IGD). TRC is often applied to explain addictive behaviors in past. 
According to the theory, both environmental and cognitive factors are important determi-
nants of behaviors. Literature indicated massively multiplayer online role playing games 
(MMORPGs) players appear to be more vulnerable to potentially problematic gaming com-
pared to other types of online gamers. Players gain social needs and self-esteem by interact-
ing with the peers online and manipulating the game avatar. Methods: The online survey 
will be released on social media platforms for gamers and game guilds. 350 of participants 
between 18 to 22 years old will be recruited. After informed consent, they will be assessed 
by the participants’ personal information, IGD scale, self-esteem scale, avatar identification 
and online game peer influence scale. Then the information will be analyzed by statistical 
analysis system. Expected results: The present research hypothesizes that online game peer 
influence is a mediating factor of the relationship between cognitive factors, including actual 
and virtual self and IGD. Conclusions: Should the hypothesis be proven as true, the result of 
this study can expand on the topic of IGD and serve as a reference point for future research. 
With the added layer of insight that this study could bring, IGD should be more easily ap-
proached, predicted, and with mitigating mechanisms devised.

Keywords: triadic reciprocal causation, internet gaming disorder, MMOG, peer influence, cognitive 
self
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The relationships between online gaming behaviors and psychosocial 
problems among Japanese adolescents: A large-scale cross-sectional 
web-based survey

TOMONARI IRIE1, HIROKI SHINKAWA2, MASANORI TANAKA3,  
KENGO YOKOMITSU4, MAMI KAMADA1

1Hokusho University, Japan
2Hirosaki University, Japan
3Hokkai-Gakuen University, Japan
4University of Human Environments, Japan
E-mail: tirie@hokusho-u.ac.jp

Background: In Japan, large-scale data on healthy online gaming is lacking, and it is not 
clear what healthy gaming should be aimed at in awareness and prevention education. There-
fore, we will conduct a large-scale survey not only of problem gamers but also of adoles-
cents in general to examine the association between game-related variables and psychosocial 
variables. Method: We conducted a web-based survey of Japanese adolescents (aged 12–18 
years). The survey included time spent on online gaming on weekdays and weekends, The 
Patient Health Questionnaire for Adolescents (PHQ-A; Johnson et al., 2002), Game Ad-
diction Scale (GAS7; Lemmens et al., 2009), and other game-related psychosocial prob-
lems. Results: We obtained responses from 9,679 Japanese adolescents (mean age 15.37 
years). The average time of gaming was 86.99 minutes on weekdays and 124.18 minutes on 
weekends. Correlation analysis showed that time of gaming was moderately correlated with 
GAS7, but not with PHQ-A. In contrast, GAS7 was moderately correlated with PHQ-A. Dis-
cussion: The results of this study on a large scale yielded normative data on the general time 
of gaming of Japanese adolescents. In recent years, personalized normative feedback (PNF) 
has been attracting attention as a preventive intervention for addiction. The data obtained in 
this study will be useful for PNF and other preventive education. However, this study has not 
been able to control the effects of timing and other factors.

Keywords: gaming disorder, adolescents, Japanese
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A validation study of problematic stock and cryptocurrency investment 
scale on ICD-11

SUN JUNG KWON, YENA KIM

Korea Baptist Theological University
E-mail: kyena823@hanmail.net

This study aimed to develop and validate the problematic stock and cryptocurrency invest-
ment scales based on the ICD-11 criteria for gambling disorder. To compose the items of this 
scale, a total of 12 preliminary items were constructed, including the three diagnostic criteria 
of ICD-11 gambling disorder (Impaired control over gambling behaviour, Increasing priority 
given to gambling behaviour, Continued use despite negative results) and functional disabil-
ity criteria. Survey data were collected from 152 people in the preliminary survey and 2,857 
people in the main survey, targeting teenagers and adults who had experience in investing in 
stocks or cryptocurrency last year, and analyzed the validity and reliability of 12 questions. 
As a result of the preliminary survey and the main survey, 12 items showed a stable single-
factor structure and reliability was high, and there were few cases in which the reliability 
improved when items were removed. Finally, according to the results of this survey, it was 
found that both the final total score of the screening scale and last year's investment cost and 
level of gambling problems (CPGI) showed a significant positive correlation.

Keywords: problematic stock/cryptocurrency investment, scale validation, reliability, validity
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P-358

Betting onset, sex and gambling trajectories:  
Exploring subgroups of Gambling Disorder

CECILIA GALETTI, DANIELA LOPES ANGELO, HERMANO TAVARES

Department of Psychiatry, São Paulo, University of São Paulo, Brazil
E-mail: danialoppes@yahoo.com.br

Background: Gambling Disorder (GD) can occur in both sexes and at any stage of life. In 
this study we explored the interactions between sex and age of gambling onset in search for 
subgroups of gambling generation, considering hallmarks of gambling progress such as time 
elapsed between gambling onset and treatment-seeking, gambling severity, types of gam-
bling treatment, types of gambling related problems, preferred gambling games, maximum 
period of voluntary betting abstinence, average amount of betting hours in a typical gambling 
day. Methods: 697 GD treatment-seeking individuals were stratified into eight categories: 
teen (gambling-onset < 19 years old), young adult (20–30), adult (31–40) and mature (> 40) 
male and female gamblers. The groups were compared using multinomial logistic regression. 
Results: compared to the reference category (mature female gamblers) all categories, except 
mature male gamblers, had longer gambling progress; the younger gambling generations 
had greater gambling severity, particularly male and female teen gamblers and the female 
young adult gamblers; compared to mature female gamblers, teen gamblers of both sexes 
had a greater preference for skill-based traditional games and particularly male teen gamblers 
spent more hours/day betting. Gambling treatment, related problems and betting abstinence 
did not remain in the final regression, which was largely significant [χ2(28) = 325,949, p < 
0.001; Nagelkerke R2 = 0.396]. Conclusion: sex and age of gambling onset combined pres-
ent significant differences in gambling progression and behavior, establishing subgroups of 
gambling that should be considered when devising specific therapeutic approach.

Keywords: gambling disorder, sex, onset, type of gambling game, gambling progression
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P-363

Causal links between gambling products and gambling disorder

HYUNGSEO KIM1, JAIMIE TILLSLEY1, LUCY HITCHAM1, RICHARD TUNNEY2, 
RICHARD JAMES1

1University of Nottingham, United Kingdom
2Aston University, United Kingdom
E-mail: lpzkk@nottingham.ac.uk

Certain types of gambling product (e.g. slot machines, online gambling) have been linked 
with a greater risk of gambling harm and addictive gambling. However, the mechanisms 
behind these observed associations are unclear. It might be that this is because these products 
are inherently more harmful than other forms of gambling. Alternatively, it has been pro-
posed that this relationship might be better explained by higher levels of gambling involve-
ment i.e. that people experiencing greater levels of problem severity seek out as many means 
as possible to gamble, which explains these product specific links. We use four different 
approaches (propensity score matching, coarsened exact matching, sample selection model-
ling, double hurdle modelling) to assess whether specific gambling products are associated 
with a greater risk of harm in large integrated sample of British gamblers between 2007 and 
2018 (n = 96176). The findings from this have the potential to inform policymakers regarding 
the varying levels of risk with differing gambling products, and the extent to which they are 
driven by the product itself.

Keywords: causal inference, propensity score matching, gambling disorder, sample selection model
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P-421

Exploring social fulfillment as a moderator between social motives  
and gambling 

REGINA K. TAHK1, CHRISTOPHER G. FLOYD2, SHANE W. KRAUS3,  
JOSHUA B. GRUBBS4

1Department of Psychology, Bowling Green State University, Ohio, USA 
2Department of Psychology, Bowling Green State University, Ohio, USA 
3Department of Psychology, University of Nevada, Las Vegas, USA
4Department of Psychology, Bowling Green State University, Ohio, USA 
E-mail: rtahk@bgsu.edu

Socialization or social motives are among several reasons why people gamble. Yet, past re-
search shows such motives have different effects associated with problem gambling. Some 
works show social motives may lead to problem gambling, while other works show social 
motives are less likely to lead to problem gambling (relative to other motives). Such differ-
ing findings suggest there may be moderators influencing the relationship between social 
motives and problem gambling. One such moderator would be the quality of one’s existing 
social relationships. That is, it is plausible that for people with fulfilling social relationships, 
social motives for gambling would be less linked to problem outcomes, whereas, for people 
lacking or experiencing unfulfilling social relationships, social motives may be more linked 
to problem gambling. The present work sought to test this possibility. This work will be based 
on a nationally representative sample of adults in the U.S. (N = 2,806), as well as a sample 
of adults in the U.S. who have recently bet on sports (N = 1,500), collected in March/April 
of 2022. In this data, we measured problem gambling via the Problem Gambling Severity 
Index, gambling motives (including social motives) via the Gambling Motives Questionnaire 
– social fulfillment via the Three-Item Loneliness Scale and the Basic Psychological Needs 
Satisfaction and Frustration, Relational Needs Frustration Subscale. We plan to conduct two, 
distinct moderation analyses where the relationship between social motives for gambling and 
problem gambling outcomes (i.e., PGSI scores) are moderated by each measure of relational 
fulfillment.

Keywords: problem gambling, gambling disorder, social motives, social fulfillment, gambling
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P-270

Gambling-related cognitions and prognosis of outpatients with 
gambling disorders: Data from a multicenter collaborative one-year 
follow-up study in Japan

MOEMI SHIBASAKI, YOSHIKI KOGA, CHIE NITTA, SATOSHI FURUNO,  
HITOMI OKADA, AKIKO IWAMOTO, TERUMOTO TAKAYAMA,  
KOTARO NISHIMURA, TAKANOBU MATSUZAKI, SACHIO MATSUSHITA

National Hospital Organization Kurihama Medical and Addiction Center, Japan
E-mail: owo-emy-8@outlook.jp

Background: The clinical characteristics and prognosis of gambling disorder (GD) seeking 
treatment at Japanese addiction medical institutions are unknown. Therefore, we conducted 
a multicenter 1-year follow-up study of GD outpatients. In the current study, we focused on 
gambling-related cognition (GRC) and aimed to clarify the relationship between the distor-
tions of GRC and treatment prognosis. Methods: A total of 202 patients who were diagnosed 
with GD by DSM-5 (male = 96. 5%; mean age = 36.3 ± 8.7) were enrolled from February to 
September 2021. The facility’s medical staff conducted baseline interviews and distributed 
questionnaires. During the follow-up period, self-administered questionnaires were e-mailed 
or mailed to the registered address at 1, 3, 6, 9, and 12 months after enrollment. The 12-month 
follow-up rate was 72.7%. The gambling-related cognition scale (GRCS) was used to mea-
sure cognitive distortions. The GRCS consists of five subscales: Illusion of Control (IC), 
Predictive Control (PC), Interpretative Bias (IB), Gambling Expectancy (GE), and Perceived 
Inability to Stop Gambling (IS). The evaluation of the treatment prognosis included gambling 
behavior and social functioning. Results: Mean scores for all GRCS except IC decreased 
when compared at baseline and at the 6-month follow-up. IC=6.70→7.15, PC=18.8→13.9, 
IB=15.99→11.0, GE=13.42→9.94, IS=19.9→14.8. Moreover, at the 6-month follow-up, 
higher mean GRCS scores were associated with more frequent gambling behavior. The one-
year prognosis will be explained on the day of the presentation. Conclusions: Delayed GRC 
recovery in GD may be associated with a negative prognosis.

Keywords: gambling disorder, follow-up study, gambling-related cognition
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P-365

Help on demand: User engagement with technology-mediated  
self-guided interventions for addictions

BRAD W. BRAZEAU, DAVID C. HODGINS

University of Calgary, Canada
E-mail: bradley.brazeau@ucalgary.ca

Technology-mediated self-guided interventions (TMSGIs) for addictions represent promis-
ing adjuncts and alternatives to traditional treatment approaches, such as face-to-face psy-
chotherapy. However, meaningful evaluation of such interventions remains elusive given 
the lack of consistent terminology. Preliminary findings suggest that TMSGIs are useful, but 
engagement remains modest for various reasons reported by users, including lack of person-
alisation. The aim of this review was to explore how TMSGIs have been defined and applied 
in addictions populations with an emphasis on technical and logistical features (e.g., fre-
quency of push notifications) associated with greater user engagement (UE). UE was defined 
to encompass both objective and subjective components (e.g., number of activities completed 
and ratings of intervention quality, respectively). Special attention is paid to interventions 
for gambling disorder, although TMSGIs for all substance-related and behavioural addic-
tions were included in this review. Articles from electronic databases were included if they 
targeted adolescents or adults using a privately accessible technology-mediated intervention; 
three independent reviewers were recruited to screen abstracts and full texts. This project 
is currently in the full text review stage, and data synthesis will commence in early Febru-
ary. The results will be used to generate recommendations for the development of addiction 
TMSGIs that maximize UE.

Keywords: self-guided, engagement, mobile, internet, intervention

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



 Poster presentations 

307 ICBA2023 / August 23–25, 2023 / Incheon, South Korea

P-121

Internet gambling disorder – A case series

OCTAVIAN VASILIU1, DIANA GABRIELA VASILIU2

1Dr. Carol Davila University Emergency Central Military Hospital, Romania
2The White-Yellow Cross Foundation, Bucharest, Romania
E-mail: octavvasiliu@yahoo.com

Background: Internet gambling disorder (IGbD) combines features of Internet addiction (IA) 
and offline pathological gambling (PG), leading to complex and severe consequences in daily 
functioning, quality of life, and risk for psychological and psychiatric complications (includ-
ing severe depression and suicidal behaviors). Methods: Two patients diagnosed with IGbD 
were evaluated using Gambling Symptom Assessment Scale (G-SAS) adapted for online PG 
and received individual, weekly cognitive-behavioral therapy (CBT) and naltrexone 50 mg 
QD for four months. Results: The first patient (male, 35-year-old) presented severe IGbD 
(G-SAS initial score=32), with monthly financial losses almost double compared to his in-
come and more than 10 hours spent online daily for gambling activities. The patient was also 
diagnosed with major depressive disorder and borderline personality disorder. The second 
patient was also male, 27 years old, and had moderate severity of IGbD (G-SAS initial score 
15), with over 4 hours daily spent online gambling. The patient also presented criteria for 
cannabis and nicotine use disorder. The initiation of CBT and naltrexone 50 mg/day led to 
improvement in the G-SAS scores at week 16 (-25.5%), but both patients were still gambling 
at the end-point. The daily functioning also improved, and the negative financial and time 
spent on gambling decreased by more than 50% during the treatment. Conclusions: CBT 
combined with oral naltrexone can be a useful therapeutic approach for patients with IGbD, 
but the duration of the treatment should be tailored to their specific needs (e.g., comorbidities, 
preferences, the severity of the gambling and its functional consequences, etc.).

Keywords: Internet addiction, gambling disorder, naltrexone, cognitive-behavioral therapy, major de-
pressive disorder
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P-198

Online game speculative experiences and problem gambling among 
youth in South Korea: Dual mediation effects of irrational beliefs and 
gambling attitude 

JAE KYUNG LEE1, NAYUN LEE2, SOO-BI LEE3

1Department of Child Studies & Social Welfare, Andong National University, Republic of Korea
2 Department of Social Welfare (BK21 FOUR), Jeonbuk National University, Jeonju,  
Republic of Korea

3Division of Social Welfare and Child Studies, Daejin University, Republic of Korea
E-mail: jkl@anu.ac.kr

Background and aims: The purpose of this study was to test the effect of online gaming 
speculative experiences on problem gambling via irrational beliefs in and attitudes toward 
gambling. Methods: To address this objective, data of a total of 386 adolescents who cur-
rently played online games and had experience with betting games or gambling provided by 
the Korea Center on Gambling Problems were used, and mediation effects were tested with 
the PROCESS macro. Results: The results suggested that adolescents had speculative expe-
rience in online gaming, and that speculative experience influenced problem gambling; ad-
ditionally, the relationship between speculative experience with online gaming and problem 
gambling was mediated by both gambling attitude and irrational beliefs. Discussion: Based 
on the study findings, policy and practical measures to assess the impact of gaming facilitat-
ing speculative experience, and for intervening in the case of gambling problems in youth, 
are discussed. Conclusions: This study investigated the impact of online game speculative 
experience in diverse forms and contents on problem gambling, and the mediation effects of 
primary predictors of gambling behavior, i.e., gambling attitude and irrational beliefs. Based 
on the results, it is necessary to screen, educate, and provide short-term interventions to 
adolescents with online game speculative experience. Additionally, strict assessments, regu-
lation, and surveillance of speculative elements are necessary to preserve online gaming as a 
healthy play culture for the youth.

Keywords: youth, betting game, online game speculative experience, gambling attitude, irrational be-
lief
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P-349

Prospective effects of trait rumination and trait impulsivity on 
problematic gambling

NATÁLIA KOCSEL1, BORBÁLA PAKSI2, GYÖNGYI KÖKÖNYEI1,3,  
ZSOLT DEMETROVICS1,4

1Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
2Institute of Education, ELTE Eötvös Loránd University, Budapest, Hungary
3 NAP3.0-SE Neuropsychopharmacology Research Group, Hungarian Brain Research Program, 
Semmelweis University, Budapest, Hungary

4Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar, Gibraltar
E-mail: kocsel.natalia@ppk.elte.hu

Background: Previous results showed emotional regulation difficulties in individuals with 
gambling disorder. Specific factors such as impulsivity and rumination especially contributed 
to problem gambling, potentially by the impulsive desire to alleviate negative mood states. 
Our recent findings also indicated that individuals with high impulsivity could ruminate 
about the consequences of their (re)actions. However, the longitudinal associations have not 
been investigated in detail. For this reason, we aimed to test whether the interaction of im-
pulsivity and rumination measured at baseline (T1) could explain problematic gambling one 
year later (T2). Method: The present study surveyed a nationally representative adult sample. 
In the two waves of data collection, 2777 participants were involved. However, in the cur-
rent analyses, we have used the data of 1274 (688 males; mean age=28.11±4.28) participants 
who reported gambling in the previous year. Gambling severity was assessed by the Problem 
Gambling Severity Index; impulsivity was measured by Barratt Impulsiveness Scale, while 
rumination was assessed by the Ruminative Response Scale. Results: Our results showed that 
the interplay of rumination and impulsivity at baseline significantly explained problematic 
gambling at T2 (β=0.302; p<.001), even after controlling for the effects of gender, age and 
problem gambling at baseline. Conclusion: Our findings potentially indicate that impulsivity 
could have a long-term negative impact on problem gambling, even in a non-clinical sample, 
and highlight that a higher level of trait rumination might be an important factor in the rela-
tionship between impulsivity and problem gambling.

Keywords: problematic gambling, impulsivity, rumination, prospective, interaction
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P-235

Radixin contributes to risk choice preference by regulating dendritic 
spines in the nucleus accumbens

MYUNG JI KWAK, BO RAM CHO, WEN TING CAI, WHA YOUNG KIM,  
JEONG-HOON KIM

Yonsei Univ. Coll. Medicine, Republic of South Korea
E-mail: lovevic78@gmail.com

Maladaptive decision-making underlies many psychiatric disorders including gambling dis-
order. During rat gambling task (rGT), a rat version of Iowa gambling task, rats choose one of 
the four windows with different probabilities of reward/punishment contingencies. Dendritic 
spines comprise most of excitatory synapses in the nucleus accumbens (NAcc), and their 
morphology is closely related to synaptic strength. Ezrin-radixin-moesin (ERM) proteins 
play a role in cell shape determination by crosslinking F-actin with the plasma membrane, 
and the active ERM protein has been reported to facilitate spine immaturity. However, the 
role of ERM proteins in the brain has yet to be elucidated. This study examined the role of 
radixin, one of the ERM proteins mostly expressed in the NAcc, in the regulation of dendritic 
spine morphology and risky choice behavior in rGT. It was revealed that ‘risk-seeking’ rats 
have spine morphology with general reduction in the head diameters and spine lengths in the 
NAcc when compared to ‘risk-averse’ rats. The expression of phospho-mimetic pseudo-ac-
tive mutant of radixin (Rdx-T564D) in the NAcc changed the spines’ appearance to resemble 
that of the risk-seeking group. These structural changes induced by Rdx-T564D were asso-
ciated with an increase in risky choice and a decrease in optimal choice in rGT. This study 
first time demonstrated that radixin contributes to change rats’ decision-making in rGT by 
regulating dendritic spine morphology in the NAcc.

Keywords: rat gambling task, nucleus accumbnes, dendritic spine, radixin, risky choice
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Struggling against Gambling Problem: Different gambling types, 
problem patterns, and coping of adolescent men and women based on 
network analysis

JAE SEOK KWAK, YENA KIM, SUN JUNG KWON

Korea Baptist Theological University, Republic of South Korea
E-mail: jaeseok3979@naver.com

The purpose of this study is to examine different gambling types and gambling problems 
of domestic youth men and women, and to explore how they cope through natural recovery 
behavior. To this end, network analysis was performed to 4,049 adolescents using longitudi-
nal data, measured six times over three years. The analysis performed descriptive statistics, 
average, ratio comparisons, and R was used to analyze network estimation, visualization, 
centrality analysis, accuracy, stability and network difference comparison. As a result of the 
analysis, first, men showed a strong connection to the “online illegal gambling-sport Toto 
game,” while women had a strong connection to the “Sports Toto game-Online Sports Toto 
game.” Among them, “online illegal gambling” and “Internet casino games” was notable for 
male teenagers and “Online Sports Toto game” for female teenagers. Second, in the gambling 
problem, men’s ‘Loss of control’ and ‘Financial consequences’, and women’s ‘Social conse-
quences’ were prominent. Third, in the case of natural recovery behavior, women showed a 
more active tendency to stop gambling than men. In actions to maintain recovery capabilities, 
men were more likely to block or break contact with the cause of the problem, and women 
were more likely to cope by focusing on relationships. Fourth, as a result of comparing net-
work differences, structural differences according to gambling use between men and women 
and differences in connection strength according to gambling problems were confirmed over 
several points. Finally, the significance and implications of this study and suggestions for 
future research were discussed.

Keywords: adolescent problem gambling, gambling types, natural recovery behavior, network analysis
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P-375

The effects of online gambling accessibility on gambling problems: 
Moderated mediating effects of gambling intention and exposure to 
COVID-19 risk

ESTHER KIM, SUN JUNG KWON

Korea Baptist Theological University
E-mail: est0224@hanmail.net

Objective: The coronavirus pandemic has changed people's lifestyles mainly online and digi-
tal media, causing psychosocial problems. Therefore, this study aimed to confirm whether 
gambling intention mediates the path between online gambling accessibility and gambling 
problem, and whether COVID-19 risk exposure moderates the relationship between online 
gambling accessibility and gambling intention. Methods: The survey was conducted twice at 
6-month intervals through an online survey company. Data from 1,111 Korean adults (587 
males, 524 females) who answered ‘sometimes yes’or more to the gambling problem items. 
We used The COVID-19 risk exposure, online gambling accessibility, gambling intention, 
and Shortened Problem Gambling Severity Index. Results: Online gambling accessibility 
was found to affect gambling problems through gambling intention, and it was confirmed 
that the exposure of COVID-19 risk moderated the relationship between online gambling 
accessibility and gambling intention. In other words, online gambling accessibility affects 
gambling problems through increased gambling intentions, and the more exposed to the 
coronavirus risk, the more gambling intentions increase. The results of this study suggest that 
the prolonged COVID-19 pandemic will act as an important risk factor for the occurrence 
of gambling problems, and that it is necessary to explore risk exposure to coronavirus in the 
treatment of gambling problems.

Keywords: gambling problem, online gambling accessibility, gambling intention, COVID-19 risk ex-
posure
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The effects of speculative experience in internet games on gambling 
problems: Moderated mediating effects of gambling beliefs and 
investment experience

ESTHER KIM, SUN JUNG KWON

Korea Baptist Theological University
E-mail: est0224@hanmail.net

Objective: The purpose of this study was to confirm whether gambling belief mediated be-
tween the experience of triggering speculation in internet games and gambling problems, 
and whether investment experience moderated the speculative experience in games and gam-
bling belief in this model. Methods: The survey was conducted twice at six-month inter-
vals through an online survey company. The data of 1,017 Korean adults (542 males, 475 
females, age range of 19~69 years) who answered gambling problem items with more than 
1 point(sometimes yes) and both the 1st and 2nd surveys were finally analyzed. speculative 
experience in internet games, gambling beliefs, investment experience, and Shortened Prob-
lem Gambling Severity Index were used as tools for measurement. Results: It was found that 
the speculative experience in Internet games affects gambling problems through gambling 
beliefs, and the investment experience moderated the relationship between speculative expe-
rience in games and gambling beliefs. In other words, the speculative experience in Internet 
games affects the gambling problem through the increase of gambling belief, and the invest-
ment experience strengthens the path between the speculative experience and the gambling 
belief. The results of this study suggest that an experience similar to gambling in Internet 
games can serve as a gateway to gambling problems, and the emergence of cryptocurrency 
and the increase in investment experience due to stock market volatility can be a risk factor.

Keywords: gambling problem, speculative experience in Internet games, gambling belief, investment 
experience
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The effects of the presence of others on risky betting in a laboratory 
gambling task among high-risk gamblers: A cross-over randomized 
controlled trial

KENGO YOKOMITSU1, MASANORI KONO2, TAKUHIRO TAKADA3

1University of Human Environments, Japan
2Ritsumeikan University, Japan
3Tokai-Gakuen University, Japan
E-mail: k-yokomitsu@uhe.ac.jp

Introduction: We explored the effects of the presence of and cooperation with others on 
risky betting in a laboratory-based gambling task among high-risk gamblers. Specifically, 
we compared risky betting under solo, parallel, and cooperation conditions using a strati-
fied randomized, cross-over design. Stratification was conducted according to participant age 
and gender. Methods: The participants were 40 Japanese adults (20 women, 20 men; mean 
age = 46, SD = 12.80). In the experiment, each participant conducted the Game of Dice Task 
(GDT) individually (solo condition), in parallel with another participant (parallel condition), 
and working together with another participant (cooperation condition). Results & Conclu-
sion: Linear mixed modeling results showed that when we controlled for previously specified 
covariates, there were no significant differences among the solo, parallel, and cooperation 
conditions regarding risky betting (parallel: estimates = 0.10, SE = 0.79, p = .900; coopera-
tion: estimates = 0.95, SE = 0.79, p = .232). However, post-hoc analysis showed a significant 
difference between the solo and cooperation conditions regarding the number of times par-
ticipants chose the riskiest bet (parallel: estimates = 0.18, SE = 0.52, p = .739; cooperation: es-
timates = 1.13, SE = 0.53, p = .035). Thus, we found that neither the presence of nor coopera-
tion with others decreased risky betting in the GDT among high-risk gamblers. However, we 
did observe that participants displayed the riskiest betting behavior (i.e., selecting the single 
choice) in the GDT during the cooperation condition, compared with the solo condition.

Keywords: problem gambling, harm reduction, other presence, cooperation with others
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The use of causal inference methods in gambling research: A review

LUCY HITCHAM1, JAIMIE TILLSLEY1, HYUNGSEO KIM1, RICHARD TUNNEY2, 
RICHARD JAMES1

1University of Nottingham, United Kingdom
2Aston University, United Kingdom
E-mail: lucyhitcham@hotmail.com

Gambling prevalence surveys and other survey data are frequently used to identify risk fac-
tors for gambling related harms. While it is not usually possible to draw causal findings from 
cross-sectional data, there are a number of statistical tools that can be used to draw stronger 
causal conclusions by either controlling for sample selection bias, or matching cases to make 
conditions as close as possible to a randomized experiment. We conducted a structured re-
view of the existing literature that has used causal inference methods on cross-sectional (e.g. 
propensity score matching, sample selection models, structural equation modelling) to look 
at how these have been used in gambling research to present. The findings highlight how 
these methods have been used in a range of different contexts, such as the effects of gambling 
products on problem gambling, to the effect of legislative changes on subsequent gambling 
behaviour, to the relationship between gambling and religiosity. We also highlight approach-
es such as coarsened exact matching and directed acyclic graphs that have been used in other 
disciplines but have not been commonly applied to gambling data.

Keywords: gambling, causal inference, propensity score matching, structural equation modelling
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Validation of the Attitudes Towards Gambling Scale (ATGS) among 
Chinese gamblers

HUI ZHOU, ANISE M.S. WU

Department of Psychology, Faculty of Social Sciences, University of Macau, Macao, China
E-mail: yc07325@um.edu.mo

Based on psychological theories, attitudes towards gambling is a major determinant of gam-
bling behaviors, and negative attitudes towards gambling are postulated to protect gamblers 
from gambling disorder (GD). Understanding Chinese people’s general attitudes towards 
gambling may facilitate mental health practitioners in early identification and prevention 
of GD. Thus, this study aimed to validate a measurement tool for such attitudes, which is a 
translated Chinese version of the Attitudes Towards Gambling Scale (ATGS) among Chinese 
gamblers. Convenience sampling was used to recruit Chinese adult gamblers to participate 
in an anonymous questionnaire survey which would provide data for evaluating the psycho-
metric properties of this language version of ATGS. A total of 580 Chinese past-year gam-
blers (Mage = 34.07, SD = 13.36; 50.4% female) were included in the formal data analysis. 
This Chinese version of ATGS consisted of 10 items and displayed the expected two-factor 
structure (i.e., positive and negative effects of gambling) with satisfactory model fit (χ2 (34) 
= 74.04, χ2/df = 2.18; CFI = .92, TLI= .90, RMSEA = .06, SRMR = .06). Both factors had 
satisfactory internal consistencies (α = .76 and .81) and concurrent validity (e.g., significant 
positive correlations with attitude of negative gambling consequence [r = .18 and .39] and 
negative correlations with GD tendency [r = –.21 and –.11]). In addition, significant differ-
ences on these two factors of ATGS were found between probable GD group and non-GD 
group (p < .01). To conclude, the Chinese 10-item ATGS can provide a reliable and valid 
assessment for Chinese gamblers’ general negative attitudes toward gambling.

Keywords: gambling attitudes, gambling disorder, psychometric properties, assessment, Chinese 
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P-369

Validation of the Korean version of the Multi-Dimensional Gambling 
Accessibility Sale

YONGSEOK KIM, SOKHO LEE, SHINYOUNG PARK

The Catholic University of Korea, Republic of South Korea
E-mail: yongseok@catholic.ac.kr

Background: While gambling accessibility has been identified as one of the significant risk 
factors to increased gambling behavior, the accessibility has been limited to the physical 
environments. Gambling accessibility is a multi-dimensional construct composed of social, 
physical, and cognitive dimensions. The purpose of the present study was to validate the 
Korean version of the Multi-Dimensional Gambling Accessibility Scale (MDGAS) measur-
ing three dimensions of gambling accessibility. This is the first study to deal with the so-
cial, physical, and cognitive aspects of gambling accessibility with a large community-based 
sample in South Korea. Method: In 2021 on July 1st thru 9th, this South Korea nation-wide 
community-based online survey was conducted. A total of 2,044 adults aged 19 and 69 par-
ticipated in this study. A proportional quota (based on gender, age, and region) sampling 
method was utilized to represent the Korean community-based population. Results: The find-
ings of confirmatory factor analysis indicated that the Korean version of the MDGAS like 
its English version has 13 items measuring the same three factors, including social, physical, 
and cognitive dimensions of gambling accessibility. The Korean version of the MDGAS also 
showed satisfactory internal consistency reliability and validity. Conclusion: This study has 
provided a valuable gambling accessibility scale in Korean language and is the first one that 
has tested and used one 13-item scale without differentiating specific types of gambling. The 
development of the Korean version of the MDGAS would facilitate research on the gambling 
accessibility and gambling behavior.

Keywords: gambling accessibility, the Korean version of the MDGAS, gambling behavior
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P-164

Association between Compulsive Sexual Behavior and disapproval of 
sexual behavior in Japan

YUSHUN OKABE1, DAISUKE ITO2

1The Joint Graduate School (Ph. D. Program) in Science of School Education, Hyogo University of 
Teacher Education, Japan
2Department Clinical Psychology, Graduate School of Education, Hyogo University of Teacher 
Education, Japan
E-mail: d21203h@hyogo-u.ac.jp

Background: Cognitions associated with Compulsive Sexual Behavior Disorder (CSBD) 
need to be clarified. ICD-11 diagnostic criteria state that distress related to moral disap-
proval of sexual urges is not sufficient to meet diagnostic requirements. However, disapprov-
al of pornography and sexual behavior may influence CSB. Previous studies have focused 
on disapproval related to religiosity. In Japan, religious beliefs are low. This study aims to 
clarify the relationship between moral disapproval and cognition about sexual behaviors and 
CSB in  Japan. Method: An online survey was conducted with a sample representing Japan 
(N = 1,094, 49%women, Mage = 39.9, SD = 11.6). Participants were completed CSBD-19, 
Problematic Pornography Use Scale (PPUS), Negative Sexual Attitude Inventory (NSAI), 
and Questions about cognition about sexual behaviors. Results: Regression analyses were 
conducted. Sexual avoidance of the NSAI subscale and one item (I should only have sexu-
al relations with people I really love) was negatively associated with CSBD-19 and PPUS 
(ps < .001). Sexual anxiety as subfactor of NSAI and one item (Sexual desires must be 
released) was positively associated with the CSBD-19 and PPUS (ps < .001). One item (It 
is morally bad to use pornography) was not significantly associated. For men and women, re-
spectively, the results showed different. Conclusions: These results suggested that individu-
als with higher CSB scores may have an open mind about sexual behavior, be more sexually 
anxious, and believe that they must release their sexual desires. It was suggested that cogni-
tion should be considered in the treatment and assessment of CSB.

Keywords: compulsive sexual behavior, moral disapproval, cognition
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P-300

Associative learning in Compulsive Sexual Behavior Disorder:  
The role of ventral striatum and orbitofrontal cortex in conditioning 
and extinction

JAKUB WOJCIECHOWSKI1,2, MAŁGORZATA DRAPS3, EWA KUBLIK2,  
EWELINA KOWALEWSKA4, ONNO KRUSE5, TOMASZ WOLAK1, MATEUSZ GOLA3,6

1Bioimaging Research Center, Institute of Physiology and Pathology of Hearing, Poland
2Nencki Institute of Experimental Biology, Polish Academy of Sciences, Poland
3Institute of Psychology of Polish Academy of Science, Poland
4Department of Psychatry, Centre of Postgraduate Medical Education, Poland
5 Department for Psychotherapy and Systems Neuroscience, Justus-Liebig-University, Germany 
Giessen

6Institute for Neural Computation, University of San Diego, USA
E-mail: mgola@ucsd.edu 

Background and aims: Compulsive Sexual Behavior Disorder (CSBD) was recently recog-
nized in International Classification of Diseases (ICD-11; WHO), unfortunately its mecha-
nisms are still unclear. Previous studies showed that associative learning might play a crucial 
role regarding the development of CSBD, so in our study, we aimed to verify appetitive 
conditioning and extinction processes in CSBD using brain functional magnetic resonance 
imaging (fMRI). Methods: Age-matched CSBD patients and healthy control subjects (n=32 
in each group) participated in the instrumental conditioning and extinction tasks with erotic 
and monetary rewards. We analyzed fMRI regions of interest (ROIs), reaction times (RT), 
and participants' subjective ratings of arousal and valence toward abstract cues paired with 
rewards before and during conditioning as well as after extinction. Results: During con-
ditioning, CSBD subjects showed increased value attribution (subjective) and motivation 
(RT) for both rewarding cues types suggesting general alteration of action-reward learning. 
Conditioning phase was related to hypoactivity of the ventral striatum and hyperactivity of 
the orbitofrontal cortex in CSBD for both rewarding cues compared to healthy control. The 
extinction process in CSBD differentiated cue types only in ventral striatum, which exhib-
ited stronger deactivation from the early to the late phase of the task specifically for erotic 
cues compared to healthy control. Conclusions: Our results suggest that appetitive associa-
tive learning in CSBD is altered, reflected in behavioral reactions and neuronal activation in 
regions previously indicated in chemical and behavioral addictions. Funding: Supported by 
NCN-Grant-2016/21/N/HS6/02635

Keywords: CSBD, conditioning, extinction, fMRI, neuroimaging
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P-356

Differences in pornography use and associated factors between religious 
and non-religious adolescents: A network analysis

MARC POTENZA1, ALEJANDRO VILLENA-MOYA2, GONZALO ARRONDO3, 
URSULA PAIVA3, ROSER GRANERO4, CARLOS CHICLANA-ACTIS5,  
FERNANDO FERNÁNDEZ-ARANDA6, SUSANA JIMÉNEZ-MURCIA6,  
GEMMA MESTRE-BACH2

1Yale School of Medicine, United States of America
2Universidad Internacional de La Rioja, La Rioja, Spain
3University of Navarra, Pamplona, Spain
4Universitat Autònoma de Barcelona, Barcelona, Spain
5Universidad San Pablo CEU, Madrid, Spain
6Bellvitge University Hospital-IDIBELL, Barcelona, Spain
E-mail: marc.potenza@yale.edu

Background: Nearly half of children and adolescents aged 9–16 years have access to and 
may be viewing pornography. An estimated 37.7% of boys and 19.3% of girls may be at 
risk for developing Problematic Pornography Use (PPU). Religiosity may influence PPU. 
Regardless of religiosity, PPU in adolescents has been associated with loneliness, sexual risk 
behaviors, victimization, and gender stereotypes. The main objective of this study was to ex-
plore a network structure of pornography-use-related features in religious and non-religious 
adolescents. Method: In network analyses, two separate networks were defined and tested 
for self-reported non-religious and religious participants. The set of nodes analyzed included 
variables measuring reasons for the pornography use, risky sexual behaviors, perceived fa-
milial relationships, PPU, sexual double standards, loneliness, and online sexual victimiza-
tion. Results: Statistically significant sociodemographic differences were observed between 
religious and non-religious groups of adolescents. The activation of the node “frequency 
of pornography use” impacted many variables modeled in the network (this node was also 
impacted by the activation of multiple other nodes). The node with the lowest relevance and 
linkage capacity in both groups was familial relationships. Conclusions: This study used 
network analysis to identify differences between religious and non-religious adolescents. The 
findings suggest possible consequences of adolescent pornography use that should be exam-
ined in longitudinal studies.

Keywords: pornography, adolescents, religion
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P-370

Hypersexual behavior in sexual assault survivors with PTSD:  
3 cases of Written exposure therapy

JI-AE YUN

Daejeon Eulji Medical Center, Republic of South Korea
E-mail: jayun5959@gmail.com

Introduction: The definition or diagnostic criteria for hypersexual behavior are still not con-
structed. Impulsive or risky sexual behaviors are often presented in survivors of sexual trau-
ma. In this case study, the treatment experiences of the three patients with PTSD who have 
hypersexual behavior are presented, and clinical implication are discussed. Methods: Among 
patients diagnosed with PTSD due to sexual trauma through SCID and CAPS-5, patients 
with hypersexual behavior were included in the study. If patient had comorbid psychiatric 
disorders other than depression, they were excluded. Hypersexual behavior was assessed by 
clinician interview and CAPS-5 E2 criteria. 5-session Written exposure therapy was per-
formed, and PTSD symptoms were re-evaluated at week 6 and 12. Results: Three patients 
completed five therapy session, as well as follow up assessment. CAPS-5 scores of all three 
patients were significantly decreased after the treatment. The score of E2 criteria was de-
creased to zero. In clinical interview, three patients reported that they didn't have hypersexual 
behavior at week 6 and 12. Conclusion: Although the manifested symptom is the hypersexual 
behavior, attention to trauma and PTSD is important in evaluating the hypersexual behavior. 
Additionally, in these cases, trauma-focused therapies can provide useful treatment approach 
for hypersexual beahvior as well as PTSD symptoms.

Keywords: hypersexuality, PTSD, sexual trauma, trauma-focused therapy
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P-119

Internet pornography addiction – Therapeutic approaches and case 
management challenges

OCTAVIAN VASILIU

Dr. Carol Davila University Emergency Central Military Hospital, Romania
E-mail: octavvasiliu@yahoo.com

Background and objective: While Internet gaming has been recognized by DSM-5 as a pa-
thology that warrants further study, other Internet-related addictions involving shopping, por-
nography, social networking, etc., are still waiting for recognition of their nosological status. 
Methods: A narrative review focused on the available treatments for Internet pornography 
addiction (IPA) was performed through a search in three electronic databases (PubMed, 
 Cochrane, Clarivate/Web of Science) using the paradigm “Internet pornography addiction” 
or “Problematic pornography use” and “treatment”. Papers published between January 2000 
and November 2022 were reviewed. Results: Self-help groups based on the 12-step frame-
work have been adapted for IPA, and they are focused on achieving abstinence from pornog-
raphy use. Another type of self-help group is represented by the forums within the “rebooting 
movement”, which are also targeting abstinence. However, the reduction or limited use of 
pornography can also represent an objective for therapeutic interventions. Positive effects 
of abstinence have been reported in the short term in multiple domains, e.g., relationship 
engagement or increased insight into problematic behaviors. Studies exploring the efficacy 
of cognitive-behavior therapy (CBT) in IPA did not report a reduction of the IPA severity but 
improved quality of life and comorbid depression. Acceptance and commitment therapy led 
to improvements in IPA symptoms, but the sample was small (N=6 patients). Conclusions: 
No definitive conclusions can be made about the efficacy of certain therapeutic interventions, 
but there is a distinct possibility that self-help groups (either face-to-face or virtual reality-
based) and third-wave CBTs may improve functional outcomes in patients with IPA.

Keywords: Internet addiction, Internet pornography addiction, 12-step intervention, cognitive-behav-
ioral therapy, rebooting movement
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P-420

Pornography as a coping mechanism: how does it start?

BINTANG ARROYANTRI PRANANJAYA1, SYARIFAH AINI2,  
ANNADA MARFITASARI3, PUJI RIZKI SURYANI4

1Department of Psychiatry, Faculty of Medicine, Universitas Sriwijaya, Palembang, Indonesia
2Department of Psychiatry, Faculty of Medicine, Universitas Sriwijaya, Palembang, Indonesia
3Faculty of Medicine, Universitas Sriwijaya, Palembang Indonesia, Indonesia; 
4Department of Psychiatry, Faculty of Medicine, Universitas Sriwijaya, Palembang, Indonesia
E-mail: bintangarroyantri@gmail.com

Background: Along with technological advances, it is easy to access sexually charged con-
tent, namely pornography. Based on a survey conducted by the Indonesian Ministry of Health 
in 2017, as many as 94% of students had accessed pornographic content. This study wishes 
to impart the students' reasons for choosing pornography as a coping mechanism. Method: 
A descriptive qualitative design with an in-depth interview with five medical students from 
Universitas Sriwijaya, Palembang, Indonesia. Results: Coping mechanisms used by the in-
formants are varies and does not depend on gender, age, or socioeconomic status. Three 
informants stated that they had tried other coping mechanisms, acknowledging that pornog-
raphy was maladaptive, but it was the easiest, most satisfying, and most effective coping for 
them. Their first encounter with porn was experimental, and the intensity increased along 
with the stress increment. Conclusion: Pornography is one of the coping mechanism chosen 
by the informants even though they know the coping is maladaptive.

Keywords: pornography, medical students, coping mechanism
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P-425

Treatment of multiple paraphilias:The role of religiosity

ERVANA IKHA YUSNITA1, BINTANG ARROYANTRI PRANANJAYA2,  
ZISKE MARITSKA3

1Department of Psychiatry, Dr. H.M. Rabbain Hospital, Indonesia
2Department of Psychiatry, Faculty of Medicine, Universitas Sriwijaya, Palembang, Indonesia
3Department of Biology, Faculty of Medicine, Universitas Sriwijaya, Palembang, Indonesia
E-mail: ervanaikhayusnita@gmail.com

Background: Paraphilia disorder causing distress or impairment to the individual or para-
philia whose satisfaction has entailed personal harm or risk of harm to others. This case 
report details the challenge of managing multiple paraphilias. Case presentation: A reli-
gious man, Sumatran, 34 years old, married, presented with symptoms of compulsive sexual 
behavior like voyeuristic behavior and fetishism that lasted for about four years. The man 
showed prominent symptoms of major depression after others discovered his behavior and 
further reported him to the authorities. He was then diagnosed with multiple paraphilias 
along with major depression before being treated with biopsychosocial therapy with a reli-
gious approach. Discussion:  Paraphilic disorders cause distress and suffering for the victim, 
the victim's family, and the patient himself and his family. There is not much literature that 
discusses the management of paraphilic disorders. The treatment for the patient has been go-
ing on for four months, and the patient is improving with the biopsychosocial therapy with 
a religious approach. The treatment choice is based on the very well development of the 
patient's superego, even though it is punitive. The patient received support from his wife and 
family, with well-educated background and a decent understanding of mental health. Con-
clusion: Research on comprehensive therapy for the management of paraphilic disorders is 
needed to overcome stigma and ensure the continuity of treatment to prevent legal problems 
that will arise.

Keywords: paraphilia, treatment, religiosity
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P-281

A study on the types of changes in the development trajectory  
of smartphone addiction in Korean middle school students:  
Focusing on longitudinal change types and multidimensional harms

HYUNG-JOO PARK1, DO-HUN SONG2, YEOP NOH1, SEUNG-YUP LEE3,  
SOO-BI LEE
1Department of Social Welfare, Jeonbuk National University, Korea
2Division of Social Welfare and Child Studies, Daejin University, Republic of Korea
3 Department of Psychiatry, College of Medicine, Catholic University of Korea Eunpyeong St. Mary’s 
Hospital, Seoul, Korea

E-mail: phj2757330@naver.com

This study aims to examine the changes in longitudinal smartphone addiction among middle 
school students and to investigate differences in multidimensional harms such as psychologi-
cal status, physical development, learning attitude, and mental health according to the de-
rived heterogeneous changes. For this purpose, it analyzed a three-year period (2018–2020) 
of cohort data from the Korean Children and Youth Panel Survey of 2018. After confirming 
the change in smartphone addiction of middle school students by performing latent class 
trajectory analysis, ANOVA and post-hoc test were used to examine how the difference in 
harmful effects appeared at the last point according to each type. In consideration of the 
model suitability (log likehood, AIC, BIC, SABIC), a model that classified the changes in 
smartphone addiction of middle school students into five latent classes was determined as 
the final model. In addition, there were significant differences in multidimensional catego-
ries such as physical development, psychological status, and mental health according to the 
latent class. These results suggest the need to prepare an intervention plan that considers the 
heterogeneous types of smartphone addiction and the resulting harmful aspects, rather than 
responding to smartphone addiction of middle school students through fragmentary policies.

Keywords: middle school student, smart phone addiction, latent class growth analysis, multidimen-
sional harms
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P-384

Effects of screen time on problematic behavior in children during the 
COVID-19 pandemic in South Korea: The mediation of parental stress

SANGHA LEE1, IYEON KIM1, SUJIN YANG2, DONGHEE KIM1, HYOJIN KIM1, 
YUNMI SHIN1

1Ajou University School of Medicine, Republic of Korea
2Gwangju Smile Center for Crime Victims, Republic of Korea
E-mail: sanghalee@aumc.ac.kr

Background: The prolonged Coronavirus disease 2019 (COVID-19) has decreased face-to-
face classes worldwide, which has caused changes in the mental health of children and their 
parents. The global pandemic caused by COVID-19 has increased overall electronic screen-
based media use and decreased physical activities in children. The aim is to analyze the effect 
of children's screen time on problematic behavior during the covid-19 period. Methods: A 
total of 186 parents from Suwon, South Korea, were recruited and they conducted online sur-
vey. The questionnaire included children’s screen time, problematic behavior, and parental 
stress. Children’s behavioral problems were evaluated using Behavior Problem Index (BPI). 
Parental stress was estimated by the Parental Stress Scale (PSS-10). Results: The smartphone 
screen time (Z = 4.49, p < 0.01), and the frequency of smartphone use (Z = 2.75, p < 0.001) 
were significantly correlated with children's behavioral problem score. As Children’s smart-
phone screen time increased, children’s problematic behavior increased. Parents’ stress af-
fected smartphone screen time and children’s problematic behavior. Conclusion: This study 
suggests that children’s smartphone screen time affects problematic behavior during the 
COVID-19 pandemic. Also, parental stress is related to the relationship between children’s 
screen time and problematic behavior.

Keywords: COVID-19, child, screen time, problematic behavior, parental stress
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Goal-directed versus stimulus-driven control in problematic 
smartphone users

MANJAE KWON1,2, JUNGHAN LEE1,2, DEOKJONG LEE2,3, YOUNG-CHUL JUNG1,2

1Department of Psychiatry, Severance Hospital, Yonsei University College of Medicine, South Korea
2Institute of Behavioral Science in Medicine, Yonsei University College of Medicine, South Korea
3 Department of Psychiatry, Yongin Severance Hospital, Yonsei University College of Medicine, South 
Korea

E-mail: eugenejung@yuhs.ac

The excessive use of smartphones is associated with various medical complications and men-
tal health problems. However, existing research findings on neurobiological mechanisms be-
hind problematic smartphone use are limited. We hypothesized that problematic smartphone 
users would have alterations in functional connectivity between the DMN and attentional 
networks and that such alterations would correlate with the severity of problematic smart-
phone use. We investigated the functional connectivity in 30 problematic smartphone users 
and 35 non-problematic smartphone users, focusing on the default mode network (DMN) and 
attentional networks. We carried out group independent component analysis (group ICA) to 
decompose resting-state functional magnetic resonance imaging (fMRI) data into distinct 
networks. We examined functional connectivity using seed-to-seed analysis and identified 
the nodes of networks in group ICA, which we used as region of interest. We identified great-
er functional connectivity of the dorsal anterior cingulate cortex (dACC) with the ventral at-
tention network (VAN) and with the DMN in problematic smartphone users. In seed-to-seed 
analysis, problematic smartphone users showed atypical dACC-VAN functional connectiv-
ity, which correlated with the smartphone addiction proneness scale total scores.
Our findings suggest that increased bottom-up attentional processing might play an important 
role in problematic smartphone use.

Keywords: smartphone use, functional MRI, Ventral Attention Network
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Smartphone use has a different risk on suicide rates:  
Findings from a cluster analysis of Korean adolescents

JINHEE LEE

Yonsei University Wonju College of Medicine, Republic of South Korea
E-mail: jinh.lee95@yonsei.ac.kr

Despite having no clear empirical basis, problems related to smartphone and substance use 
are often conceptualized into the same cluster of addiction. Thus, in this study, we attempted 
to identify whether smartphone and substance use belong to the same disorder category by 
exploring smartphone and substance usage patterns in adolescents. Additionally, we tried to 
evaluate the suicide risk according to the patterns of use. Data from 62,276 teenagers, aged 
12–18 years, were obtained from the 13th Korea Youth Risk Behavior Web-based Survey. 
Cluster analysis was conducted on alcohol consumption, smoking, and smartphone usage 
patterns in early and late adolescents. Logistic regression analysis was performed to evaluate 
the suicide risk among these clusters. Three clusters were identified in both early and late 
adolescents: Healthy Control, where both substances and smartphones were used at normal 
levels; problematic smartphone use (PSU), where only smartphone use was excessive; and 
Substance Use, where only substance use was excessive. In addition, adolescents in the PSU 
cluster were noted to be at a significantly higher risk of suicide. Smartphone and substance 
use patterns in adolescents are clearly distinct from each other and have different effects on 
suicide rates. It can be concluded that problematic smartphone usage and substance abuse 
exhibit different clinical characteristics, at least in adolescents. Therefore, it was impossible 
to grasp the causality of data. Future studies are needed to further shed light on their causal 
relationship through longitudinal observation of various clinical symptoms.

Keywords: suicidal behavior, smartphone addiction, drinking, smoking, adoleescents
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Social consequences of the behavior of a dependent person in modern 
Kazakhstan (on the example of the problematic use of a cell phone)

LYAZZAT LIMASHEVA1, SVETA BERDIBAYEVA1, MAIRA KABAKOVA1,  
ALENA GARBER2, SHARIPBEK AMIRBEKOV3, AKMARAL ZHUMADILOVA4

1Al-Farabi Kazakh National University, Kazakhstan
2Rehabilitation Clinic “Reinhardshöhe”, Hessen, Germany
3T. Zhurgenov Kazakh National Academy of Arts
4L.N.Gumilyov Eurasian National University
E-mail: pobedovna_70@mail.ru

In modern Kazakhstan, where changes are taking place too rapidly, addiction can be seen as 
an unconstructive protective mechanism for a person to adapt to rapidly changing living con-
ditions. Our study focuses on problematic mobile phone use, which is a form of behavioral 
addiction. In a number of parameters, this subculture is comparable to the real society, which, 
as we assume, has a significant impact on the development of the personal and social identity 
of student youth, on their interpersonal communication skills, and on life values.

To test our hypothesis, we conducted a pilot study in which 70 first-year students of the 
Kazakh National University took part. The following methods were used as research meth-
ods: Mobile Phone Problem Use Scale A. Bianchi, J. Phillips methodology, "Six columns" 
of identity H. Petzold, S. Schwartz's value questionnaire, L. Michelson's "Communication 
skills test". The initial interpretation of the study data allowed us to confirm our hypothesis. 
Interrelations of various indicators of dependence on a mobile phone with various indicators 
of personal identity, values, and communication skills were identified. In further work within 
the framework of the study, we will develop recommendations for the prevention of addictive 
behavior from a cell phone for students. Thus, the problem of the social consequences of the 
behavior of an addicted person in Kazakhstan, associated with the problematic use of a cell 
phone, is certainly relevant today and deserves further close attention of the psychological 
community, which should be implemented both at the individual, interpersonal and social 
levels.

Keywords: problematic mobile phone use, personal and social identity of student, behavioral addiction
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Strengthening inhibitory control modulates behavioral and neural 
correlates of craving for smartphone apps

HYE-JIN KIM, HYEONGHA KIM, JEONGIL SEO, SANG HEE KIM

Department of Brain and Cognitive Engineering, Korea University, Republic of Korea
E-mail: genie905@korea.ac.kr

With growing awareness of the problematic use of smartphone apps, the need for prevention 
and intervention strategies for maladaptive use of smartphone is rapidly increasing. Based on 
the dual-process theory, increasing inhibitory control can strengthen control over the prob-
lematic use of smartphones. This study aimed to examine the effect of inhibitory control 
training on the implicit attitudes toward smartphone apps and the neural correlates underly-
ing explicit evaluations of smartphone apps. Healthy adults scored higher than 24 pts on the 
Smartphone Addiction Questionnaire participated and randomly allocated to the nogo, go, or 
control group. The training task was devised modifying the conventional go-nogo task. The 
nogo group was manipulated to withhold responses to smartphone apps for entertainment 
and release responses to apps for productivity; this S-R assignment was reversed in the go 
group. Before and after the training, participants completed the implicit association task with 
various app words and the craving rating task with pictures of apps. The stop signal task was 
also performed to assess changes in inhibitory control. EEG was recorded using a 64-channel 
Compumedics Neuroscan system while participants were performing the rating task. Cur-
rent data analysis indicated that the nogo group tended to report lower craving and increased 
negativity of the frontal N2 ERP component to smartphone apps for fun as compared with 
the other two groups. There were no differences in implicit attitudes towards apps across the 
groups. This study helps to elucidate a neurocognitive mechanism underlying the effect of 
inhibitory control training on craving regulation.

Keywords: smartphone addiction, inhibitory control, ERP
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Stress, metacognitions, and short-form video addiction among Chinese: 
A multiple mediation model

ELSIE C. W. YAN1, CHUNMIN YEH2, RUIMEI SUN2,3, ANISE M. S. WU2,3

1Department of Applied Social Sciences, The Hong Kong Polytechnic University, Hong Kong, China
2 Department of Psychology, Faculty of Social Sciences, University of Macau, Avenida da 
Universidade, Taipa, Macau, China

3 Center for Cognitive and Brain Sciences, University of Macau, Avenida da Universidade, Taipa, 
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E-mail: elsie.yan@polyu.edu.hk

Recent years witnessed a drastic increase in the popularity of short-form video applica-
tions. While these videos are generally entertaining and serve recreation purposes, they 
also brought about other problems. Emerging short-form video addiction, which threatens 
individuals’ physical, social and psychological health, is one such problem. Accumulating 
evidence suggests that stress is closely related to short-form video addiction, potential psy-
chological mechanisms underlying such relation, however, remain unclear. This study ex-
amined the impact of stress on short-form video addiction through maladaptive metacogni-
tions (i.e., positive beliefs about worry, negative beliefs about worry, and need for control). 
A convenient sample of 423 Chinese participants (61.5% female; Mage = 26.52, SD = 11.38, 
age ranged from 14 to 66 years) was recruited to complete an anonymous online survey 
voluntarily. Results of mediation analysis showed that both positive and negative beliefs 
about worry mediated the association between stress and short-form video addiction. Such 
mediating effect was not observed for need for control. Stress was positively associated with 
the three types of metacognitions (β = 0.39–0.66, p < 0.001), while positive and negative be-
liefs about worries were positively associated with short-form video addiction (β=0.12-0.19, 
p < 0.05), but association between need for control and short-form video addiction was not 
significant (β = 0.05, p = 0.32). Our findings enhanced the understanding of risk-enhancing 
mediating effects of maladaptive metacognitions for short-form video addiction triggered 
by stress. They also point to the potential applicability of metacognitive-focused therapy for 
short-form video addiction.

Keywords: short-form video addiction, stress, metacognitions
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P-253

The Effects of smartphone addiction on wellbeing in youth:  
Mediating effect of social isolation

YEBIN JEON, YERIM SHIN, LIN ZHENG, MYEONG SOOK YOON

Department of Social Welfare, Jeonbuk National University, Republic of South Korea
E-mail: dusxks5578@naver.com

Wellbeing is the emotional status of feeling healthy and happy, and this is one of critical 
elements of reinforcing an individual’s life ability and increasing the public health. On the 
other hand, the youth's wellbeing is reported to get affected by the use of digital media such 
as Internet, SNS and among them, the smartphone addiction is one of the severe social prob-
lems and it negatively affect the wellbeing. On top of that, the negative use of smartphone is 
said to be one of the dangerous elements causing the social isolation for youth. As this social 
isolation was found out to be a factor inhibiting people’s wellbeing, it can be predicted that 
the negative use of smartphone would act as an element affecting the wellbeing. For this 
reason, this study would try to find out the smartphone addiction which affect the youth’s 
wellbeing and the effect of social isolation caused in that process. This study used Hayes’ 
PROCESS macro model 4 to test mediation effects of social isolation in the relationship 
between smartphone addiction and wellbeing in 196 youths (10~19 aged) in Jeonju, South 
Korea. The results of this study were as follows: first, smartphone addiction had a negative 
effect on wellbeing. Second, smartphone addiction had a positive effect on social isolation. 
Third, social isolation mediated the relationship between smartphone addiction and wellbe-
ing. These results suggest differentiated interventions to promote youth’s wellbeing based on 
preventing the smartphone addiction and social isolation.

Keywords: smartphone addiction, wellbeing, social isolation, mediating effect
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The relationship between smartphone addiction, mindfulness and 
impulsivity

MINJUNG KIM1, DEOKJONG LEE1,2

1 Institute of Behavioral Science in Medicine, Yonsei University College of Medicine,  
Republic of South Korea

2Department of Psychiatry, Yongin Severance Hospital, Republic of South Korea
E-mail: windbless@yuhs.ac

To comparatively analyze mindfulness between young adults with smartphone addiction and 
healthy smartphone users and to explore whether mindfulness could affect smartphone ad-
diction and whether impulsivity could mediate their association. Fifty-one young adults with 
smartphone addiction (24 male, 27 female; mean age: 27.5±6.8 years) and 53 healthy smart-
phone users (27 male, 26 female; mean age: 29.9±5.6 years) were included in this study. 
Mindfulness was evaluated through the Mindful Attention Awareness Scale and the Five 
Facet Mindfulness Questionnaire-Short Form (FFMQ-SF). Subjects were also evaluated for 
impulsivity via the self-reported Barratt Impulsiveness Scale (BIS). Relationships of smart-
phone addiction with mindfulness and impulsivity were analyzed using linear regression 
through mediation. Subjects with smartphone addiction had a lower level of mindfulness and 
but higher impulsivity than healthy users. Subjects with smartphone addiction showed more 
omission error rates in the continuous performance task compared with healthy users. The 
awareness subscale of FFMQ-SF had a significant effect on smartphone addiction scale. The 
attentional impulsiveness subscale of BIS showed a significant mediating effect. Smartphone 
addicts showed a low level of mindfulness. In particular, low awareness had a significant 
effect on smartphone addiction through mediation of high attentional impulsiveness. This 
finding suggests that mindfulness-based interventions might enhance executive control over 
their excessive smartphone use.

Keywords: mindfulness, smartphone addiction, impulsiveness
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A study on the correlation of obesity with food addiction in 
schizophrenia

BO YOUNG KIM1, KYEO WOON JUNG2, TAE KYUNG LEE3

1Seoul National University Bundang Hospital, Korea, Republic of South Korea
2Mindism Corp.
3Bugok National Hospital
E-mail: drbossam@gmail.com

Background: Many schizophrenic patients are obese. It is thought that schizophrenic pa-
tients become addicted to substances in order to self-regulate their depression or anxiety. 
With the progress in research on food addiction, it is necessary to examine the relationship 
between psychological factors, food intake, obesity, and food addiction for patients with 
schizophrenia; however, no studies have been conducted in Korea. Therefore, we investi-
gated the prevalence of food addiction among schizophrenic patients attending day hospitals 
and outpatient clinics at a single mental hospital. Furthermore, we evaluated the correlation 
of food addiction with depression and stress perceptions among patients with schizophre-
nia. Methods: The participants were schizophrenic patients who attended day hospitals and 
outpatient clinics. Their symptom severity was mild with a CGI-S score of 3 or less. We ap-
plied the Yale Food Addiction Scale 2.0, Perceived Stress Scale, and Zung Self Depression 
Scale. Statistical analysis was performed using the SPSS program. Results: The rate of food 
addiction was 25.8%. A significant positive correlation was found between depression and 
food addiction. Moreover, the difference in food addiction between the moderately depressed 
group and the normal group was significant. Conclusion: Greater clinical attention to food 
addiction among schizophrenic patients may be required considering its high prevalence. 
And depression could play a major role in food addiction in schizophrenia.

Keywords: schizophrenia, food addiction, depression, stress, obesity
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P-373

Changes in food cravings, eating behavior, and quantitative 
electroencephalography (QEEG) following transcranial direct current 
stimulation (tDCS) in individuals with overweight and obesity:  
A pilot study

JO-EUN JEONG1, JUN WON KIM2

1 Department of Psychiatry, Daejeon St. Mary’s Hospital, College of Medicine, The Catholic 
University of Korea, Daejeon, Republic of Korea

2Department of Psychiatry, Daegu Catholic University School of Medicine, Daegu, Republic of Korea
E-mail: goodi11@hanmail.net

The objectives of study were to evaluate the effect of tDCS on food cravings, eating, and 
variables that may affect food cravings and their control. We also examined the neurophysi-
ological changes using QEEG after tDCS. Fifteen individuals with overweight and obesity 
were recruited. Participants received 14 daily tDCS for 2 weeks with a current of 2 mA for 
30 minutes. The anode and cathode were placed over the right and left dorsolateral prefrontal 
cortex, respectively. Food cravings (Visual analog scale; General-Food Craving Question-
naire) and eating behavior (Yale Food Addiction Scale; Dutch Eating Behavior Question-
naire to assess emotional, external, and restrained eating) were measured before and after 
tDCS. Additionally, we investigated the changes in depression, anxiety, stress, impulsivity, 
and inhibitory control (Stop signal task, SST). The QEEG was also conducted twice before 
and after tDCS. Prefrontal tDCS was associated with significantly decreased food cravings 
and eating behavior especially in emotional and external eating. The scores of depression, 
anxiety, and stress decreased while scores of impulsivity and SST outcome measures showed 
no significant changes after tDCS. In addition, there were significantly decreased relative 
powers of QEEG in high beta band – that is widely thought to be related with stress and 
anxiety – after tDCS and the changes of them showed a significantly positive correlation with 
the changes of score of stress. Current findings provide preliminary evidence that prefrontal 
tDCS reduces food cravings and eating. In addition, our results suggest that tDCS could af-
fect the emotional eating by reducing stress and food cravings.

Keywords: transcranial direct current stimulation; obesity; craving; eating; electroencephalography
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Chronic food restriction produces locomotor sensitization to 
amphetamine

HYUNG SHIN YOON, SEOHYUN LEE, JEONG-HOON KIM

Yonsei Univ. Coll. Medicine, Republic of South Korea
E-mail: hsyoon@yuhs.ac

Ghrelin, a hormone derived from the stomach, mainly functions to increase appetite. Inter-
estingly, it also affects reward-seeking and addictive behaviors. We have previously dem-
onstrated that microinjection of ghrelin into the nucleus accumbens (NAcc) core produces 
locomotor sensitization in amphetamine (AMPH) pre-exposed rat, when dopamine D1 recep-
tor is co-activated. Here, we further investigated whether actual food restriction by itself may 
produce similar effects. Rats were housed with food pellets, either normal or restricted (acute 
or chronic). With this procedure, plasma ghrelin concentration was found to be significantly 
increased only in chronic food-restricted rats. After 2 weeks, when their locomotor activities 
were measured following challenge with AMPH (1 mg/kg, IP), only chronic food-restricted 
rats produced sensitized-locomotor activity. These results indicate that food restriction by 
itself is sufficient to produce locomotor sensitization to AMPH. We further examined whether 
there are any differential molecular changes in the NAcc under the chronic food-restriction 
conditions following an AMPH challenge, which will be discussed in the present presenta-
tion.

Keywords: ghrelin, food restriction, amphetamine, sensitization, nucleus accumbens
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The effects of virtual reality-based approach-avoidance training  
(VR-AAT) on implicit and explicit chocolate preference

HEUNGSIK YOON, HYEONGHA KIM, SANG HEE KIM

Korea University, Republic of South Korea
E-mail: skywhale@korea.ac.kr

Automatically activated impulse towards tempting foods is one of the major risk factors for 
unhealthy eating and overweight. Experimental interventions aimed at reducing automatic 
approach responses towards unhealthy foods have been developed and demonstrated mixed 
effects on food craving and consumption. An important factor in improving the effectiveness 
of experimental cognitive manipulation is the engagement of the participants. In this study, 
we designed virtual reality-based approach-avoidance training (VR-AAT) and tested its ef-
fect on implicit and explicit food preferences. Participants who liked chocolate were recruit-
ed and randomly assigned to either a training group or a control group. During the VR-AAT, 
participants were situated in a grocery environment where each food item appeared on each 
tray at the mart counter. Participants either pushed the food item towards the restock cart or 
pulled it toward their own shopping cart, depending on the color of the tray. The experimental 
group was manipulated to push chocolate items always, and the control group was to push 
and pull chocolate items with equal frequency. Before and after VR-AAT training, implicit 
association test (IAT) was performed to measure the implicit preference for chocolate. Par-
ticipants were also asked to pick two of 8 different snacks after training. Preliminary data 
analysis of IAT showed that the training group showed reduced preference for chocolate. Yet 
there was no group difference in explicit food choice. These results may indicate a promising 
potential of VR that offers a more engaged environment during cognitive training to develop 
more adaptive automatic association with food items.

Keywords: virtual reality, approach-avoidance training, chocolate
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A glance into the genetics of Body Dysmorphic Disorder (BDD)

BINTANG ARROYANTRI PRANANJAYA1, ZISKE MARITSKA2, NITA PARISA3, 
ERVANA IKHA YUSNITA4

1Department of Psychiatry, Faculty of Medicine, Universitas Sriwijaya, Palembang, Indonesia
2Department of Biology, Faculty of Medicine, Universitas Sriwijaya, Palembang, Indonesia
3Department of Pharmacology, Faculty of Medicine, Universitas Sriwijaya, Palembang, Indonesia
4Dr. H.M Rabain Hospital, Muara Enim, Indonesia
E-mail: ervanaikhayusnita@gmail.com

Background: Body Dysmorphic Disorder (BDD) is a complex, multifactorial disorder with 
various contributing risk factors like genetics. Despite limited studies on the heritability of 
BDD, there is evidence of the role of genetic risk factors in the disorder. This mini-review 
offers insight into the genetic aspects of BDD. Method: Literature studies search relevant 
articles using PubMed and Google Scholar published in the last ten years using the terms 
‘Body Dysmorphic Disorder’ and ‘Genetics’. Results: Genetic studies on BDD were mostly 
twin studies which showed that genetics accounted for 42%–44% of the disorder's preva-
lence. To this day, there is not yet a genome-wide association study on BDD. However, a 
small preliminary study showed a promising association between serotonin and GABAA-γ2 
gene with BDD. Conclusion: Like the other related disorders in the Obsessive Compulsive 
Related Disorders (OCRD) in DSM-5, BDD has genetic factors contributing to its incidence. 
Although genetic studies on BDD are not prominent, the existing studies bring forth evidence 
of genetic involvement in BDD.

Keywords: Genetics, Body Dysmorphic Disorder, BDD
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P-282

Biofeedback EEG in the prevention of compulsive work-related 
behaviors and reduction of their negative consequences:  
Preliminary results and barriers to providing support

PAWEŁ ANDRZEJ ATROSZKO, ALEKSANDRA BUŹNIAK,  
NATALIA WOROPAY-HORDZIEJEWICZ, KLAUDIA BOCHNIARZ,  
JULIA MACKIEWICZ, ALEKSANDRA WYBRAŃSKA, ALEKSANDRA CUPTA,  
ANNA BRYKAŁA, GABRIELA SZCZEPAŃSKA, KRZYSZTOF JANKOWSKI,  
PIOTR LUSZUK

Uniwersytet Gdański, Poland
E-mail: pawel.atroszko@gmail.com

Background: The study aimed to examine the effectiveness of alpha wave relaxation training 
using Biofeedback EEG for reducing compulsive work-related behaviors, associated with 
difficulties in relaxing, and their negative consequences and investigate the potential barri-
ers to providing support. Biofeedback EEG is effective in developing the ability to relax and 
reduce stress. Similar studies among people addicted to substances showed an anxiety reduc-
tion and decreased consumption. Methods: The invitations to the screening surveys were sent 
to employees via employers and students via universities in Tricity in Poland. Individuals that 
scored above the established cut-off score on Bergen Work Addiction Scale or Bergen Study 
Addiction Scale received feedback with information about the possibility of participating in a 
free EEG-Biofeedback relaxation training. Results: The preliminary results showed that 189 
of 705 (27%) of the administration staff at one of the employers who all received invitation 
emails completed the survey. Of them, 53 (28%) had results above the cut-off score for work 
addiction, with 23 (43%) having the highest possible score on burnout and 47 (89%) having 
a very high score on burnout. However, only one person (> 2%) applied for the free training 
sessions. Results of the EEG-Biofeedback sessions will be available in the mid-2023. Con-
clusions: Individuals at risk or addicted to work rarely seek help even when it is easily avail-
able and free. Compulsive overworking and its negative consequences need wider recogni-
tion to enable support-seeking among those affected. Early prevention programs constitute 
feasible cost/effective solutions, overcoming barriers typical for adult working populations.

Keywords: biofeedback EEG, prevention, study addiction, work addiction, workaholism
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Prevalence, correlates, and comorbidities of Adult ADHD in a general 
population of South Korean Adults

SONGEUN PARK, SUBIN PARK

National Center for Mental Health, Republic of South Korea
E-mail: songpark122@gmail.com

While there has been some research on adult attention deficit hyperactivity disorder (adult 
ADHD), studies examining nationwide prevalence of adult ADHD is still lacking. In this 
study, the prevalence, correlates, and psychiatric comorbidities of adult ADHD were exam-
ined using a nationally representative data. Out of the 5,511 subjects who participated in the 
National Mental Health Survey of Korea 2021, a total of 2,764 subjects aged from 18 to 49 
years old were selected. The Korean version of the Adult ADHD Self-Report Scale, the Kore-
an version of Composite International Diagnostic Interview (K-CIDI), and structured clinical 
interview for internet gaming disorder were used as diagnostic assessments. Chi-square test 
and regression analysis of complex samples were conducted using SPSS 28. The 6-month 
prevalence rate of ADHD in adults was 3.1%. The younger, unmarried group had the higher 
risk of having adult ADHD. Adult ADHD was also associated with several mental disorders 
within 12 months, including alcohol use disorder, alcohol dependence, depressive disorder, 
and Internet gaming disorder. In addition, as compared to non-ADHD group, ADHD group 
reported significantly lower levels of life satisfaction and resilience, and experienced higher 
levels of loneliness after adjusting for age and marital status. Adult ADHD is significantly 
comorbid with various mental disorders including alcohol use disorder and Internet gaming 
disorder. Moreover, adult ADHD is closely related to young adults’ well-being. Therefore, an 
appropriate treatment and prevention system for young adults with adult ADHD is needed, 
especially for single individuals aged from 18 to 29 years old.

Keywords: Adult ADHD, comorbidity, Korea, NMHSK 2021
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Tai Chi Chuan evidence related to impulsivity and impulse related 
disorders: A review

DJANIRA RIBEIRO SILVA, CIRO BLUJUS DOS SANTOS ROHDE,  
HERMANO TAVARES

University of São Paulo - USP, Brazil
E-mail: hermano.tavares@fm.usp.br

Background: The purpose of this study was to review the evidence for the potential of Tai 
Chi Chuan or Tai Ji Quan (TCC) as a model of meditative movement in benefiting people 
with impulse disorders and provide guidance for future research. Methods: Eligibility criteria 
were original articles reporting TCC based interventions or including TCC techniques that 
provided any assessment on impulsivity or related measures, impulse control disorders or 
other psychiatric disorders related to impulsivity, e.g., addictive disorders, ADHD and other 
conduct disorders. Twenty-eight out of 304 studies initially retrieved studies were reviewed. 
The reports concentrated mostly on neurodegenerative conditions, cognitive decline and sub-
stance use disorders (SUD). Results: TCC had several positive effects over the cognitive do-
main resulting in improvements in memory, executive function, inhibitory control, attention 
and verbal fluency. Conclusion: These improvements were associated with changes in the 
brain plasticity, resting activity and other neurobiological markers. Albeit no study was found 
on the use of TCC in impulse control disorders or impulse related conditions, other than 
SUD, the findings suggest that TCC could be integrated in the toolbox of multidisciplinary 
approach to all such disorders.

Keywords: Tai Chi Chuan, impulsivity, addictive disorder, impulsive control, executive function

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



Poster presentations 

ICBA2023 / August 23–25, 2023 / Incheon, South Korea  342

P-176

A handy tool to measure impulsivity:  
The Brief Barratt Impulsiveness Scale Revised (BIS-R-10)

RÓBERT URBÁN1, MÁTÉ KAPITÁNY-FÖVÉNY1, BORBÁLA PAKSI1,  
ZSOLT DEMETROVICS2,1

1Eötvös Loránd University, Hungary
2University of Gibraltar
E-mail: urban.robert@ppk.elte.hu

Background: In large sample surveys, it is necessary to measure constructs efficiently and 
accurately. Impulsivity and deficits in self-regulation are regarded as key etiological factors 
in addictions. To measure impulsivity effectively, we developed a 10-item version of the 
Barratt Impulsiveness Scale Revised (BIS-R-10) based on our previous psychometric work 
on the factor structure of the original version of BIS-R-21. The main goal of this poster is to 
present the psychometric characteristics and concurrent validity of BIS-R-10. Method: We 
administered the BIS-R-10 in the National Survey on Addiction Problems in Hungary (N = 
1385). We performed a series of confirmatory factor analyses (CFAs), tested the measure-
ment invariance across sex, ran CFA with covariates, and finally tested concurrent criterion 
validity. Results: The original three-factor model (cognitive impulsivity/low self-regulation, 
behavioural impulsivity and Impatience/restlessness) fitted adequately. Because two factors 
correlated strongly (behavioural impulsivity and Impatience/restlessness; r=.98), we merged 
them into the extended behavioural impulsivity factor. The two-factor model yielded excel-
lent model fit to data and showed measurement invariance across sex. The low cognitive im-
pulsivity/high self-control was explained significantly by age and high school education; The 
extended behavioural impulsivity was explained by age, high school education and sensation 
seeking. The low cognitive impulsivity/high self-control was associated with work addiction 
only. In contrast, extended behavioural impulsivity was significantly associated with prob-
lematic exercise, work addiction, problematic use of the internet, and problematic gaming. 
Conclusions: BIS-R-10 is not only a promising brief measure, but it also helps disentangle 
the roles of self-regulation and behavioural impulsivity in behavioural addictions.

Keywords: impulsivity, psychometric study, Barratt Impulsiveness Scale
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A transdiagnostic model of impulsive dimensions based on clinical 
reality – The ACEDA model

HERMANO TAVARES, DANIELA LOPES ANGELO, VINICIUS ANDRADE

Department of Psychiatry, São Paulo, University of São Paulo, Brazil
E-mail: hermano.tavares@fm.usp.br

Background: impulsivity is a characteristic of behaviors experienced as rapid and unplanned. 
More recently, impulsivity has been described as a multifaceted phenomenon striking through 
psychiatric diagnosis, including behavioral addictions. The aim of the current study was to 
test an empirical model based on the assumption that Impulsivity results from an imbalance 
between behavioral inhibitions forces (Affect, Cognition and Empathy) and behavioral acti-
vation drives (Desire and Aggression), the so-called ACEDA model from a transdiagnostic 
perspective. Methods: data from 2,884 individuals seeking treatment for behavioral addic-
tions and impulse control disorders were included in a confirmatory factor analysis. Results: 
the global ACEDA model showed a ratio χ2/g.l. below 3, indicating an excellent global fit, 
negative (RMSEA and SRMR) and positive (CFI and TLI) indexes were respectively below 
0.08, indicating that the empirical model does not deviate from an ideal theoretical model, 
and above 0.8, which is considered acceptable. Besides, the combined scores derived from 
the ACEDA model dimensions (negative affectivity, cognition instability, lack of empathy, 
desire and aggression) were able to significantly discriminate the between several behavioral 
addictions impulse control disorders. Conclusion: the ACEDA model is conceptually robust 
and has useful properties for identifying clinically relevant impulsive characteristics in a 
clinical context. It can be particularly useful for the management of behavioral addictions, 
impulse control disorder and other impulsivity related disorders from a transdiagnostic per-
spective.

Keywords: impulsivity, confirmatory factor analysis, behavioral addiction, impulse control disorder
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An exploratory factor analysis of multiple addictive behaviors in a large 
sample of individuals seeking treatment for behavioral addictions and 
impulse control disorders

HERMANO TAVARES, DANIELA LOPES ANGELO, NICOLE R. C. B. REXENDE

Department of Psychiatry, São Paulo, University of São Paulo, Brazil
E-mail: nicolerezendebrey@gmail.com

Background: addictive behaviors tend to associate between themselves and the occurrence of 
one addictive disorder usually increases the odds of occurrence of another addictive disorder. 
However, the trends of association between them are not clear, particularly when consider-
ing a broader approach, including different behavioral addictions. Methods: data from 2,884 
individuals seeking treatment for behavioral addictions and impulse control disorders were 
included in an exploratory factor analysis using varimax rotation. Results: the exploratory 
analysis found four factors: 1) need for affect and interpersonal interaction, comprising items 
assessing submission and/or dominance in romantic relationships akin to obsessional love 
and jealousy; 2) excitement seeking, comprising items related to alcohol abuse, drug abuse, 
compulsive sex and compulsive exercise; 3) soothing seeking, comprising items related to 
food addiction, compulsive buying and abuse of prescription drugs; 4) activation seeking, 
comprising items related to gambling, coffee and tobacco. The final model was largely sig-
nificant (p < 0.001), with an overall percentage of variance explained above 60%, few item 
crossloadings between factors were observed, with all secondary factor loadings below 0.4. 
Finally, the scores derived from the exploratory factor analysis were able to significantly 
discriminate different behavioral addictions. Conclusion: addictive disorders can be arranged 
in different groups helping to predict potential associations and eventual substitution in the 
course of addiction treatment. Moreover, future confirmation of such grouping may shine 
some light into shared causalities and therapeutic approaches.

Keywords: behavioral addiction, substance use disorder, impulse control disorder, exploratory factor 
analysis
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P-177

The relationship between the profile of education at the university and 
the propensity to Internet addiction among students

MYRZABEK KAMCHYBEKUULU1, SVETA BERDIBAYEVA2, GULNAR ABDULLINA3, 
BIBIANAR BAIZHUMANOVA4, SATYBALDY BERDIBAYEV4,  
ALIYA ALIMZHANOVA5, DMITRY IVANOV6

1Jusup Balasagyn Kyrgyz National University, Republic of Kyrgyz
2Al-Farabi Kazakh National University, Kazakhstan
3Alikhan Bokeikhan University
4L.N. Gumilyov Eurasian National University
5T. Zhurgenov Kazakh National Academy of Arts
6Samara State University of Social Sciences and Education, Russian Federation
E-mail: berdibayeva.sveta1@mail.ru

Taking into account forecasts of growth of the prevalence of the Internet in Kazakhstan and 
worldwide, the increase in the share of youth among Internet users, the formation of Internet 
addiction and a quarter of users in the first six months after the beginning of the Internet, we 
can conclude that the study of the relationship of addiction to Internet addiction and basic 
characteristics of perception of the Internet, modern youth is an actual problem of modern 
psychology. Purpose: to identify the impact of the education profile at the university on the 
propensity to Internet addiction among students. Therefore, according to some indicators 
of the questionnaire “perception of the Internet” by E. A. Shchepilina, students of the Hu-
manities profile are more likely to be Internet-dependent compared to students of technical 
profile. As shown by a detailed analysis of the responses according to the four integral scales: 
students of the Humanities are characterized by less purposeful behavior on the Internet, 
more motivated to use the Internet not only as a means of obtaining information, but also as a 
means of communication, especially with people of the opposite sex, more likely to animate 
the Internet and perceive it as better than real life, more often cease to notice the surrounding 
reality in comparison with technical students. According to the results of diagnosis by ques-
tionnaire K. Yang among Humanities students more often compared to students of technical 
profile training there are students prone to Internet addiction.

Keywords: Internet addiction, formation of Internet addiction, impact of the education profile
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Do hoarding symptoms belong to the obsessive-compulsive spectrum? 
Evidence from a psychometric network approach

LOÏS FOURNIER1, JOËL BILLIEUX1,2, NATALIA SALAMON1,  
NOÉMIE AUGSBURGER1, LUCIEN ROCHAT3, ELISE DAN-GLAUSER1

1 Institute of Psychology, University of Lausanne, Quartier UNIL-Mouline, Bâtiment Géopolis,  
CH-1015 Lausanne, Switzerland

2 Addiction Division, Department of Psychiatry, Lausanne University Hospital (CHUV), CH-1011 
Lausanne, Switzerland

3 Addiction Division, Department of Psychiatry, Geneva University Hospital (HUG), CH-1205 
Geneva, Switzerland

E-mail: lois.fournier@unil.ch

Background and aims: Research over the past decade has suggested that hoarding symptoms 
(i.e., persistent difficulty in disposing of or separating from possessions) are not necessarily 
part of the obsessive-compulsive disorders (OCD) spectrum. This has led to the conceptu-
alization of OCD and hoarding disorder as separate entities in more recent mental disorders 
classification systems (e.g., DSM-5). In the present study, we used a psychometric network 
approach to test whether hoarding symptoms and OCD-related symptoms (e.g., washing, 
checking) are distinct constructs. Methods: Four independent samples totaling 1,780 par-
ticipants from the general population completed the revised version of the Obsessive-Com-
pulsive Inventory (OCI-R). The OCI-R is an eighteen-item psychometric instrument that 
assesses six symptom domains of OCD, namely washing, checking, obsessing, neutralizing, 
tidying, and hoarding. Data were analyzed by performing network analyses. Results: We 
showed that five of the six symptoms assessed by the OCI-R had comparable between-symp-
tom associations, whereas only hoarding symptoms had significantly weaker associations 
within the symptom network. Discussion and conclusions: Overall, our results reinforce and 
support the conceptualization of hoarding symptoms as a separate entity from OCD.

Keywords: hoarding disorder, network analysis, obsessive-compulsive disorder

Brought to you by Library and Information Centre of the Hungarian Academy of Sciences MTA | Unauthenticated | Downloaded 02/23/24 12:45 PM UTC



 Poster presentations 

347 ICBA2023 / August 23–25, 2023 / Incheon, South Korea

P-357

Impulse control disorder and addictive behaviors in compulsive buying 
disorder patients within and without the bipolar spectrum

RENATA FERNANDES MARANSALDI, TATIANA ZAMBRANO FILOMENSKY, 
HERMANO TAVARES

Department of Psychiatry, São Paulo, University of São Paulo, Brazil
E-mail: renatamaransaldi@gmail.com

Background: compulsive buying disorder (CBD) is characterized by unrestrained chronic 
buying behavior leading to accruing debts, personal and interpersonal damage. CBD is usu-
ally regarded as a behavioral addiction within the broader realm of impulse control disorders 
(ICD). However, unrestrained buying is also a hallmark of manic episodes from the bipolar 
disorder (BD) with a suggestion that individuals with such behavior may fall within the 
bipolar spectrum. The goal of the present study was to investigate the association between 
CBD with other behavioral addictions and ICD in a sample of individuals seeking treatment 
for CBD with and without criteria for inclusion in the bipolar spectrum (BS). Method: 414 
CBD individuals were included, 296 (71.5%) did not fulfill any criteria for bipolar disor-
der (non-BS-CBD) and 118 (28.5%) reported occasional symptoms, but without reaching 
the diagnostic threshold for BD (BS-CBD). Results: the impulsive behaviors/ICD identified 
(N=414) were anger issues/intermittent explosive disorder (17.6%/8.2%), Internet abuse/ 
Internet addiction (15.2%/4.1%), skin-picking /excoriation disorder (11.4%/3.1%), gam-
bling/gambling disorder (11.1%/2.7%), excessive sex/hypersexuality disorder (10.1%/1.9%), 
stealing/kleptomania (7%/3.1%), hair-pulling/trichotillomania (5.6%/2.4%), arson/pyroma-
nia (1.0%/0.5%) and videogame abuse/videogame disorder (0.5%/0.2%). Compared to non-
BS-CBD, BS-CBD group reported greater difficulty in dealing with anger issues (OR=3.86), 
stealing (OR=2.99), excessive sex (OR=2.09) and skin-picking (OR=2.03), they also reported 
greater frequency of intermittent explosive disorder (OR=2.17) and kleptomania (OR=6.16), 
all ps<0.05. Conclusion: CBD may be a heterogenous category, treatment-seeking CBD indi-
viduals overlapping with the bipolar spectrum represent a subgroup of patients with a wider 
array of impulsive behaviors and specific therapeutic needs.

Keywords: compulsive buying disorder, behavioral addiction, impulse control disorder, bipolar spec-
trum
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Is non-sucidal self-injury behavior an addictive disorder?

KYESEONG LEE1, YUNJU LEE2

1Incheon Chamsarang Hospital, Incheon, Republic of Korea
2Department of Nursing Science, JEI University, Incheon, Republic of Korea
E-mail: drkslee@hotmail.com

The purpose of this study is to understand the meaning and context of adolescents’ experi-
ences of repetitive self-injurious behavior and to suggest addictive properties of behavior. In-
depth interviews were conducted by using a semi-structured questionnaire for six adolescents 
who showed repetitive behavior of self-injury. and the data were analyzed using Colaizzi's 
phenomenological method, and classified attributes in the aspect of the diagnostic criteria of 
DSM-5 addictive disorder. Among 390 statements of participants, 268 semantic units were 
identified and 26 sub-themes and 9 categories were derived by gathering common mean-
ings from 268 semantic units. The nine categories are ‘approaching the raging pain’, ‘self-
consolation for not being satisfied’, ‘breathing pores being pierced’, ‘resolving on one’s own 
and hiding it’, ‘extreme struggle that gets worse’, ‘violence towards myself that is getting 
bigger’, ‘action and reaction’, ‘continuous longing for self-harm’, and ‘process of moving 
forward with pain’. And in the aspect of the diagnostic criteria of DSM-5 addictive disorder, 
at least 6 symptoms were supported by the 9 categories. Our results suggest that Adolescents 
chose self-injury as the best way to get out of unbearable pain and had the meaning of signals 
asking for help and noticing their pain and that Self-injury behavior seems to have lots of 
addictive disorder properties. Therefore, we need to develop various systematic intervention 
programs to help them break away from addiction tendencies and explore effective coping 
methods. Further evaluation and research are needed.

Keywords: self-injury, addiction, phenomenology
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Level of anxiety in patients with synthetic dependence in departments 
of dependence therapies

NAZYM ABIKEYEVA1, MYRZABEK KAMCHYBEKUULU2,  
ZHUPARKUL BEISSENOVA3, SVETA BERDIBAYEVA1, MAIRA KABAKOVA1, 
ZAURET KABYLBEKOVA4

1Al-Farabi Kazakh National University, Kazakhstan
2Jusup Balasagyn Kyrgyz National University, Republic of Kyrgyz
3Caspian University
4M. Auezov South Kazakhstan University
E-mail: pobedovna_70@mail.ru

In our modern society, more and more new types of drugs have begun to appear, synthesized 
by ordinary people. Due to their relative cheapness and ease of purchase, they are extremely 
popular among young people. And as we know, the use of synthetic drugs destroys health, 
both physiological and psychological. Paranoid and anxiety disorders can often be observed 
at all stages of the course of drug dependence or combined with them. The relationship of 
addiction to depression and anxiety is a frequent subject of discussion in the psychological 
community. Especially at the initial stages of treatment in various compulsory hospitals or 
rehabilitation centers. The purpose of the study is to study the level and characteristics of 
anxiety in groups of people dependent on synthetic drugs in a narcological hospital. 

Methods: Ch.D. Spielberger to identify personal and situational anxiety; Hospital Anxiety 
and Depression Scale. The study involved people aged 25 to 40 who use synthetic drugs. The 
sample consisted of 40 subjects. As a result of the study, it was possible to draw the following 
conclusions: many study participants were found to have high levels of situational anxiety; 
in comparison with situational anxiety, the level of personal anxiety varied within the normal 
range. And as a result of the “Hospital Anxiety and Depression Scale”, the majority of 57% of 
the subjects showed signs of a high probability of anxiety and depression levels. Such factors 
pose an important task of conducting psycho-correctional programs.

Keywords: synthetic drugs, anxiety, narcological hospital
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Relationships of emotional support and emotional intelligence in alcohol 
dependent people

NAZYM ABIKEYEVA1, FARIDA SAKHIYEVA2, SVETA BERDIBAYEVA1,  
ASSIYA KUKUBAYEVA3, BIBIANAR BAIZHUMANOVA4, TALGAT ALPYSBAYEV5

1Al-Farabi Kazakh National University, Kazakhstan
2M. Auezov South Kazakhstan State University
3Myrzakhmetov Kokchetau University
4L.N. Gumilyov Eurasian National University
5 Sagadat Nurmagambetov The Military Institute of the Ground Forces of the Ministry of Defense  
of the Republic of Kazakhstan

E-mail: berdibayeva.sveta1@mail.ru

The ability to realize one's emotions, its shades, the degree of influence of emotions on be-
havior, in the families of alcohol-addicted people, unfortunately, is minimally developed. In 
addition, the ability to arbitrarily regulate one's emotional state in the process of interaction 
with other family members is practically absent in such dysfunctional families. The addiction 
to alcoholic beverages of one of the family members has a negative impact on the well-being, 
harmony and mutual understanding of the whole family and the lack of emotional support for 
the family. The purpose of the study is to study the level of emotional intelligence in groups 
of people dependent on alcohol in relation to the lack of family emotional support.

Methods: Lucin’s Emotional Intelligence Test; Psychological climate in the family. The 
study involved patients of the narcological hospital aged 30 to 50 years. The sample con-
sisted of 70 respondents. As a result, the study made it possible to draw the following conclu-
sions that many participants in the study have a low level of control and understanding of 
their own and others' emotions. The intra-personal emotional intelligence scale turned out to 
be slightly higher compared to the interpersonal emotional intelligence scale, which tells us 
that in comparison they better understand and manage their emotions. The indicator of the 
psychological climate in the family also gave low results. The correlation analysis revealed a 
weak direct relationship between emotional intelligence and emotional support in a dysfunc-
tional family environment.

Keywords: addicted to alcohol, emotional support from the family, emotional intelligence
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Evaluation of DigiWellPro educational intervention to professionals’ 
digital well-being competence

KRISTA MARIA SELINA HYLKILÄ1, MIMMI SAARINEN1, MARIA KÄÄRIÄINEN1,2, 
AINO PELTONEN1, RIINA JÄMSÄ1, SANNA TIURANIEMI3, MERJA MÄNNISTÖ3, 
JOHANNA JYLHÄ-OLLILA3, JENNI KONTTILA1, NIKO MÄNNIKKÖ1,3

1University of Oulu, Research unit of Health Science and Techonology, Finland
2Medical Research Center Oulu, Oulu University Hospital, Finland
3School of Health and Social Care, Oulu University of Applied Sciences, Finland
E-mail: krista.hylkila@oulu.fi

Background: Digitalization has affected to people’s life permanently. Digital gaming and 
social media use has become an integral part of life especially among adolescents. For some 
people the use of digital devices or platforms can be so abundant that it affects to well-being 
negatively. Professionals who work among adolescents (e.g., teachers, school nurses) are in 
special position considering health promotion among youths. That is why it is important to 
develop their digital well-being competence. Method: The study aimed to assess the feasibil-
ity and effects of DigiWellPro educational intervention. This study was performed as a pre-
post study design with a control group. Participants (n = 100) were professional who worked 
among adolescents. Participants completed 3 ETC online course which aimed to improve 
professionals’ competence to support adolescents’ digital well-being, recognize the problem-
atic digital gaming and social media use. Professionals’ digital well-being competence was 
measured before and after the intervention with a scale, which was developed for this study. 
Results: The results will be presented in the conference. Conclusions: Conclusions will be 
announced in the conference. This research will provide new information how digital well-
being intervention affects to professionals’ digital well-being competences. The results can 
be used in the health care and developing education for professionals. 

Keywords: digital well-being, health promotion, education, intervention, competence
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AR/VR treatment for behavioural addictions

GENEVIEVE H. LI, FELICIA X. R. CHIEW, VICTRINE TSEUNG, JING SHI

Health and Social Sciences, Singapore Institute of Technology, Singapore
E-mail: jing.shi@singaporetech.edu.sg

Background: The use of augmented reality (AR) and virtual reality (VR) to address mental 
health issues such as anxiety, substance use disorders and gambling disorders has been grow-
ing. However, research exploring the use of AR/VR in the treatment of behavioural addic-
tions has not been consolidated. This scoping review aims to provide an overview of existing 
literature on AR/VR interventions for behavioural addictions. Methods: This scoping review 
will be conducted based on the framework first proposed by Arksey and O’Malley, later 
refined by Levac et al., and further outlined in the JBI Manual for Evidence. The literature 
will be searched in six peer-reviewed databases: CINAHL, PsychInfo, PsycArticles, Ovid 
Medline, PubMed and Web of Science. Google Scholar will be used to complement the 
search. Studies will be screened by two reviewers, independently, based on inclusion criteria; 
discrepancies will be resolved by a third reviewer. Results: Data will be presented in a table 
and by a narrative summary. Conclusions: The findings of this scoping review will benefit 
researchers and practitioners interested in using VR/AR to treat behavioural addictions.

Keywords: behavioural addictions, virtual reality, augmented reality, scoping review
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Evaluation of clinical and occupational factors, psychosocial support 
and access to the primary network for planning the outpatient 
discharge of patients from an impulse control disorders psychiatric 
service

CIRO BLUJUS DOS SANTOS ROHDE, MÁRCIO FERNANDO DA SILVA,  
HERMANO TAVARES

Department of Psychiatry, University of São Paulo, Brazil
E-mail: hermano.tavares@fm.usp.br

Background: Behavioral addictions (BA)are specific conditions usually treated on special-
ized psychiatric services. The discharge from specialized services is often difficult. The pres-
ent research analyzes factors associated with difficulties for outpatient discharge from a spe-
cialized BA service. Method: A preliminar questionnaire with qualitative and quantitative 
questions was applied to patients under treatment on a specialized BA outpatient clinic. The 
quantitative data is descriptive of the sample, the qualitative analysis was performed accord-
ing to the discourse of the collective subject method. Results: All patients were diagnosed 
with BA disorders, under treatment for 5 years or more and stabilized or remitted for more 
than 1 year. The group consisted of 14 participants, 8 women (57.1%) and 6 men (42.9%), 
aged approximately 37 to 77 years. 5 regularly attend the Basic Health Unit and 9 don’t. 
Regarding feeling safe to be discharged to continue their follow-up on a general psychiat-
ric outpatient unit at the Basic Health Unit, 6 patients said they did not feel secure at all, 1 
somewhat secure, 3 reasonably secure and 2 completely secure. The social network support 
and occupational support were also analyzed. The qualitative analysis describes the distrust 
on the quality of general psychiatric support quality and lack of social network support as 
the main reasons related to the resistance to discharge from the specialized service. Conclu-
sions: Stimulating the development of a healthy social network and cooperation with general 
psychiatric services are important factors for a safe discharge from specialized behavioral 
addictions services. 

Keywords: behavioral addictions, discharge, occupational therapy, psychosocial support, social net-
work
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