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KEY ADDICTION QUESTIONS
(Griffiths, 1998)

•What is addiction?

•Does gaming 
addiction exist?

•If gaming addiction 
exists what are 
people actually 
addicted to?

TECHNOLOGICAL ADDICTIONS
(Griffiths, 1995; 2008)

• Technological addictions are
operationally defined as non-
chemical (behavioural) addictions
that involve excessive human-
machine interaction

• Usually contain inducing and
reinforcing features which may
contribute to the promotion of
addictive tendencies

• Feature all the core components
of addiction

ADDICTION COMPONENTS
(Griffiths, 1995; 1996; 2005; 2009)

•Salience

•Mood modification

•Tolerance

•Withdrawal

•Conflict

•Relapse
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ADDICTION COMPONENTS MODEL
(Griffiths, 1995; 1996; 2005; 2009)

•Salience

•Mood modification

•Tolerance

•Withdrawal

•Conflict

•Relapse

GENERIC RISK FACTORS THAT MAY 
FACILITATE INTERNET ADDICTIONS

(Griffiths, 2003)

•Access 
•Affordability
•Anonymity
•Convenience 
•Disinhibition
•Escape 
•Social acceptability

IAD vs. IGD: THE DEBATES
(Griffiths, King & Demetrovics, 2014; Pontes, Kuss & Griffiths, 2015)

• Prior to the publication of the
latest DSM-5 by the American
Psychiatric Association, there had
been debate as to whether
‘ internet addiction ’ should be
introduced into the text as a
separate disorder

• Also been debate as to whether
those researching in the IA field
should be researching generalized
internet use and/or the
potentially addictive activities
that can be engaged on the
internet (e.g., gambling, video
gaming, sex, shopping, etc.)

• Substance Use
Disorder Work Group
recommended that the
DSM-5 include a sub-
type of problematic
internet use

• i.e., Internet Gaming
Disorder in Section 3
( ‘ Emerging Measures
and Models’)

• Is an area that needed
future research before
being included in
future editions of the
DSM.

INTERNET GAMING DISORDER CRITERIA 
(DSM-5; APA 2013)

• Irrespective of model, the
components/dimensions that
comprise online gaming
addiction are very similar to
the IGD criteria in the DSM-5.

• For instance, the six addiction
components directly map onto
the nine proposed criteria for
IGD

• (Of which five or more need to
be endorsed and resulting in
clinically significant
impairment).

INTERNET GAMING DISORDER CRITERIA 
(DSM-5; APA 2013)

•(1) Preoccupation with internet games [salience]

•(2) Withdrawal symptoms when internet gaming is
taken away [withdrawal]

•(3) The need to spend increasing amounts of time
engaged in internet gaming [tolerance]

•(4) Unsuccessful attempts to control participation
in internet gaming [relapse/loss of control]

•(5) Loss of interest in hobbies and entertainment
as a result of, and with the exception of, internet
gaming [conflict]
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•(6) continued excessive use of internet games
despite knowledge of psychosocial problems
[conflict]

•(7) deception of family members, therapists, or
others regarding the amount of internet gaming
[conflict]

•(8) use of the internet gaming to escape or
relieve a negative mood [mood modification]

•(9) loss of a significant relationship, job, or
educational or career opportunity because of
participation in internet games [conflict]

GAMING DISORDER 
(World Health Organization, ICD-11, Ratified May 2019)

• Gaming disorder is defined as
a pattern of gaming behaviour
(“digital-gaming” or “video-
gaming”) characterized by
impaired control over gaming,
increasing priority given to
gaming over other activities to
the extent that gaming takes
precedence over other
interests and daily activities,
and continuation or escalation
of gaming despite the
occurrence of negative
consequences.

• A decision on inclusion
of gaming disorder in
ICD-11 is based on
reviews of available
evidence

• The inclusion reflects a
consensus of experts
from different
disciplines and
geographical regions
that were involved in
the process of
technical consultations
undertaken by WHO in
the process of ICD-11
development.

INTERNET ADDICTION TYPOLOGY 
(Young 1999)

• Cybersexual addiction:
Compulsive use of adult
websites for cybersex and
cyberporn

• Cyber-relationship addiction:
Over-involvement in online
relationships

• Net compulsions: Obsessive
online gambling, shopping

• Information overload:
Compulsive web surfing or
database searches

• Computer addiction:
Obsessive computer game
playing (e.g. Solitaire etc.)

• Many of these excessive
users are not "Internet
addicts”

• Just use the Internet
excessively as a medium
to fuel other
addictions (Griffiths, 1999,
2000)

• The Internet is just the
place where they engage
in the behaviour

• There are case study
reports of individuals who
appear to be addicted to
the Internet itself (Griffiths,
2000b; Young, 1998)

• These are usually people who
use Internet chat rooms or
play fantasy role playing
games (activities that they
would not engage in except
on the Internet itself)

• Engaged in text-based
virtual realities and take on
other personas and social
identities as a way of raising
self-esteem

• Internet may provide an
alternative reality to the
user and allow them feelings
of immersion and
anonymity
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VIDEO GAME ADDICTION
• According to Soper and Miller

(1983) "video game addiction" is
like any other behavioural
addiction and consists of:

• A compulsive behavioural
involvement

• A lack of interest in other
activities

• Association mainly with other
addicts

• Physical and mental symptoms
when attempting to stop the
behaviour (e.g., the shakes)

• Way of determining whether
video game addiction is addictive
in a non metaphorical sense -
compare it against clinical criteria
for other addictions.

•VGs rely on multiple
reinforcements -
different features might
be differently rewarding
to different people.

•VG reinforcement can
be:

•Intrinsic (e.g.,
improving high score,
beating friend’s score,
getting name on the
"hall of fame", getting to
the next level, winning
the game)

•Extrinsic (e.g., peer
admiration).

PROBLEMATIC ONLINE GAMING
• Now over 200 empirical studies

on problematic online gaming

• Terminologies and assessment
of addiction was variable (e.g.,
problem video game playing,
problematic online game use,
video game addiction, online
gaming addiction)

• Among representative samples,
prevalence of problematic
gaming range between 1.2%
and 5.5% (Kircaburun, Pontes,
Stavroupolous & Griffiths,
2020)

PREVALENCE OF IGD (META-ANALYSIS)
(Stevens et al., 2020)

• Prevalence estimates
extracted from 53 studies
(2009 and 2019) comprising
226,247 participants across
17 different countries.

• Worldwide prevalence of
IGD was 3.05%

• However this was adjusted
to 1.96% when considering
only studies that met more
stringent sampling criteria
(e.g. stratified random
sampling).

IGD IN ADOLESCENCE: META-ANALYSIS
(Fam, 2018)

• Reviewed the prevalence
rates of IGD among
adolescents.

• 16 studies met the inclusion
criteria for the review

• Prevalence of IGD among
adolescents was 4.6%

• male adolescents showed
higher prevalence rates
(6.8%) than female
adolescents (1.3%).

INTERNET GAMING DISORDER REVIEWS
• Melodia, Canale and Griffiths (2020) –

systematic review of 26 studies. Escapism
and avoidance coping represent both a
predictor of IGD and play mediating role
between many psychological factors (e.g.,
self-esteem, loneliness, anxiety) and
problematic gaming

• Şalvarlı & Griffiths (2019) – Systematic
review (2000-2018) of 20 studies
(N=16,536). IGD associated with low
conscientiousness and high score on
neuroticism.

• Şalvarlı & Griffiths (2019) –Systematic
review (2000-2019) of 33 studies
(N=18,128). 32 studies reported a
positive association between impulsivity
and IGD.
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GAMING ADDICTION SCREENS
(King et al., 2020) 

• A review of instruments assessing
problematic, pathological and/or
addictive gaming

• 32 screening tools employed in
320 studies (N=462,249
participants).

• Overall, no single tool was found
to be clearly superior, but the
GAS-7, IGDT-10, IGDS9-SF, and
Lemmens IGD-9 scales had
greater evidential support for
their psychometric properties.

• This comprehensive review
identified both strengths and
weaknesses of these instruments.

• Main strengths of the
instrumentation
included:

• Brevity and ease of
scoring

• Excellent psychometric
properties such as
convergent validity and
internal consistency

• Robust data that will aid
the development of
standardized norms for
adolescent populations

• Main weaknesses
identified in the
instrumentation:

• Core addiction indicators
being inconsistent across
studies

• A general lack of any
temporal dimension

• Inconsistent cut-off
scores relating to clinical
status

• Poor and/or inadequate
inter-rater reliability and
predictive validity

NEUROBIOLOGY OF GAMING ADDICTION
• In systematic reviews of neuroimaging studies examining

internet addiction (Burleigh, Griffiths et al., 2020; Pontes,
Kuss & Griffiths, 2017; Kuss, Pontes & Griffiths) noted:

• “ These studies provide compelling evidence for the
similarities between different types of addictions, notably
substance-related addictions and Internet and gaming
addiction, on a variety of levels. On the molecular level,
Internet addiction is characterized by an overall reward
deficiency that entails decreased dopaminergic activity. On
the level of neural circuitry, Internet and gaming addiction
lead to neuroadaptation and structural changes that occur as
a consequence of prolonged increased activity in brain areas
associated with addiction. On a behavioral level, Internet and
gaming addicts appear to be constricted with regards to their
cognitive functioning in various domains”.

CONCLUSIONS
• Gaming addiction appears

to exist (depending upon
addiction criteria used)

• Although time spent online
correlates with gaming
disorder, excessive use can
be non-problematic

• The medium may be more
harmful for susceptible
individuals (e.g., youth)

• Most research suggests
that online addictions are
specific (e.g., IGD) rather
than being generalized

• For a small minority,
gaming may be addictive.


