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Introduction



Diagnostic Criteria



Diagnostic Criteria

1) Diminished control

2) Increasing priority

3) Continuation despite negative consequences

+ functional impairment and/or marked distress

„Additional clinical features“ (selection):
• Unsuccessful efforts to reduce gaming behavior

• Craving and urges

• Dysphoria, when gaming is reduced (often by others)

• Tolerance and mood modification

6C51 Gaming disorder



• Buying-shopping disorder

• Pornography-use disorder

• Social-networks-use disorder
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Theory and evidence





Vulnerability factors
(general and specific)

Affective
(e.g. Cue-reactivity and craving) 

and cognitive
(e.g. Inhibitory control) 

mechanisms

Symptoms of a specific

behavioral addiction



Vulnerability factors
(general and specific)

High effect sizes: Psychopathological characteristics

Personality traits

Emotion regulation style

Protective factor: Self-control



B: Later stages



Correlation symptom severity – activity in ventral striatum

Activity in dorsal striatum

patients > control group



B: Later stages

Role of decision making, inhibitory control, and other executive functions

=> Self-control
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Conclusion





Challenges for the future

Vulnerability

Risk factors (genetics, attachment style, impulsivity)

and protective factors (self-control)

 Not specific to online addictive behaviors

(also involved in depression, anxiety, ADHD and other mental disorders)

Causality

Reductions of self-control: 

Cause or consequence of online addictive behaviors (or both)?

Specificity

Are there any specific features of online applications (e.g., algorithm-based 

personalization) that directly influence problematic online behaviors?

(cf. Brand, 2022, Science)



Transdiagnostic processes

Challenges for the future



Wikipedia.org/lootbox

Gambling elements in games:

Lootboxes

- Stronger reinforcement experiences?

- May trigger additional motives

- May increase the engagement with the game

Convergences



Social-networks use for multiple reasons:

- Communication/connectedness

- Entertainment

- Getting information about new products

2018

Convergences



Thank you! 

https://www.uni-due.de/for2974


