T =
TP =
N =

Zavislost a hrani pocCitacovych her

Lukas Blinka
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Are there more to come?

The recent deaths of two net gamers have once again raised the issue of the impact of
addiction on the online gaming community, and the health risks involved.
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Latkoveé a nelatkoveée zavislosti

IPodobné osobnosti charakteristiky ohrozenych (mladi muzi, vyssi impulzivita, ADHD, horsi
emocni seberegulace)

IVysoka vzajemna komorbidita

_IBehavioralni slozka je zasadni i u latkovych zavislosti

"1Zapojeni dopaminergnich drah — napf. nepfimy dukaz pfi Ié€bé Parkinsonovy choroby

"IPodobny projev ruznych ¢asti mozku pfi podnétech na objekt zavislosti

IPodobné dlouhodobeé strukturalni zmény v mozku

JALE: nemuUzeme ovéfit kauzalitu protoze nemuzeme pouzit zvifeci subjekty
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Komponenty zavislosti &rown, 1993/criffiths 1996)
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uvahami nad ni.

Zmény nalady (euforie) aktivita uc€inkuje na psychiku jedince, ktery mize zazivat vzruseni €i pocity ulevy.
Tolerance dotyCny potfebuje k dosazeni efektu vice aktivity nez na pocatku.

Syndrom z odnéti podrazdénost a naladovost, pokud jedinec nemuze danou €innost vykonavat

Konflikt kdyz dana aktivita ruinuje Zivot jedinci €i jeho blizkému okoli

Relaps navrat k plvodnim vzorcum chovani po obdobi abstinence, kdy jedinec pomérné rychle znovu dosahne

extrémnich poloh.

Bazeni

Ztrata kontroly
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CIntenzita hrani je vyrazné vySsSi nez konzumace jakéhokoliv jiného média — nejproblematictéjsi zanry
prumér vice nez 30 hodin tydné

"INejuspésnéjsi hry stale cili na typické ,nerdy” akoliv se cely priumysl snazi tvafit jako ,inkluzivni®.

[1Pro vétSinu hracu jsou ale hry jen obyc€ejnou volno¢asovou aktivitou, byt ¢asové naro¢nou. Pro jiné to
muze byt profesionalni zajem. Riziko patologizace a ,medialni paniky*

CKvalitni vyzkumy naznacuji prevalenci kolem ¢i pod 1%, u zavislych podobné zmény na mozku jako u
zavislych na kokainu

"JALE i kdyz se nejedna o zavislost, neznamena to, Ze je to ,zdravé" a bez nasledkd - velka ¢asova

viwv s

1Porad vim malo, chybi dlouhodobé studie. Nevime, zda se nejedna jen o doasnou epizodu v Zivoté

Il
F

U
S

|
S

I



tistics (version : 09/2020)

ICD-11

Foundation URI : httpy//id. who.int/icd/entity/338347362 International Classific
Mortality and Morbidit

(7]
\dvanced Search ] Coding Tool Special WGWS/

6C51.0 Gaming disorder, predominantly online Eleventh Revision

Parent
6C51 Gaming disorder
Show all ancestors (¥

Descriptiﬂn Reference Guide

DRAFT
Gaming disorder, predominantly online is characterised by a pattern of persistent or recurrent gaming behaviour ('digital gaming’ or 'video-gaming’) that is

primarily conducted over the internet and is manifested by: NOT FOR DISSEMINATION

1. impaired control over gaming (e.g., onset, frequency, intensity, duration, termination, context);

2. increasing priority given to gaming to the extent that gaming takes precedence over other life interests and daily activities; and

3. continuation or escalation of gaming despite the occurrence of negative consequences. The behaviour pattern is of sufficient severity to result in significant
impairment in personal, family, social, educational, occupational or other important areas of functioning.

The pattern of gaming behaviour may be continuous or episodic and recurrent. The gaming behaviour and other features are normally evident over a period of at
least 12 months in order for a diagnosis to be assigned, although the required duration may be shortened if all diagnostic requirements are met and symptoms
are severe. {7 World Health

w2 Organization
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MKN11: hracska porucha (gaming disorder)

1)

2)
3)
4)

5)
6)

Snizena kontrola nad hranim (tykajici se mista, Casu, frekvence, intensity, trvani,
neschopnosti vytnout, kontextu)

Hrani ma vétsi prioritu nez jiné aktivity tykajici se zajmu ¢i kazdodenniho fungovani

Hrani pokracuje i pfes pritomnost negativnich nasledku

Hrani ma takovou intenzitu, Ze signifikantné zpusobuje problémy v osobnim, rodinném,
socialnim zivoté, ve studiu €i zaméstnani Ci jinak negativné ovliviuje fungovani Cloveka
Vzorec hrani muze byt trvaly nebo epizodicky a rekurentni.

Pro diagnézu musi byt tento vzorec pfitomny alespon 12 mésicu — kratSi doba jen pfipadé

pfitomnosti vSech znakl zavislosti, které jsou obzvlasté intenzivni
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Rizikove faktory na strane hry

“IPrimarné hry typu MMORPG a MOBA. Ostatni online hry jen minoritné a offline hry v podstaté vabec

“llmplicitné socialni prostfedi — MMORPG & MOBA - realnost prostfedi skrze sdileni, Zebfi¢ky hracu

[1Systém permanentnino odménovani v kombinaci s nahodnosti kvalitnich odmén
[1Systém odmén z gamblingu — ,near miss®, lootboxy

1Systém zpétné vazby vytvarejici pocit kontroly, mistrovstvi, stav plynuti (flow)
[10Optimalni naroénost vuci schopnostem hrace — stav plynuti a ztrata pojmu o Case
"1Perzistentnost herniho prostredi a fakticka nemoznost hru ,,dohrat”

1Socialni dimenze — pocit komunity, realnost virtualna, uznani, dominance apod.
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Rizikove faktory na strane hrace

(I Muzi

[1Vék do cca 25 let

[1ADHD — poruchy pozornosti a zvySena impulzivita

[1SilnéjSi odpoveéd na odménu a rezistence vuci trestu

1 Poruchy uc€eni

"IIntroverze

[1Socialni uzkostnost

1 Kombinace pfehnané socialni zavislosti na druhych a zaroven odmitani druhych
1Nizké sebehodnoceni

1 ZhorSené emocCni seberegulace

rv viiwv s
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Gaming under the influence: An exploratory study
KATERINA SKARUPOVA*, LUKAS BLINKA and ADAM TAPAL

Faculty of Social Studies, Masaryk University, Bmo, Czech Republic

(Received: August 25, 2017; revised manuscript received: February 28, 2018; accepted: March 24, 2018)

Background and aims: Association between substance use and excessive play of online games exists both in theory
and research. However, no study to date examined playing online games under the influence of licit and illicit drugs.
Methods: We questioned a convenient online sample of 3,952 Czech online gamers on their experiences and motives
of using caffeine, alcohol, tobacco, psychoactive pharmaceuticals, and illicit drugs while playing massive multiplayer
online games (MMOGs). Results: The results showed low prevalence of illicit drug use while playing online games.
Substance use was positively associated with intensity of gaming and both addiction and engagement; psychoactive
substances with stimulating effect were linked to higher engagement and gaming intensity, whereas use of sedatives
was associated with higher addiction score. Substance use varied slightly with the preference of game genre.
Discussion: Drug use while playing appears as behavior, which is mostly not related to gaming — it concerns mostly
caffeine, tobacco, alcohol, or cannabis. For some users, however, drug use was fueled by motivations toward
improving their cognitive enhancement and gaming performance.

Keywords: online gaming, addiction, engagement, substance use

Gaming under the influence

Table 1. Proportion of gamers using the substances while gaming, overall and by genre (%)

Genres (% of users) Effect size
RPG MOBA FPS/TPS Others Total v (df) Cramer’s V N
Caffeine 735 753 76.4 72.1 74.2 435 3) 0.03 3,941
Tobacco 283 243 245 232 253 8.50 3) 0.05 3,933
Alcohol 48.6 54.4 455 48.3 50.4 16.67 3) 0.07 3,935
Cannabis/resin 129 16.7 15.1 11 14.2 16.41 3) 0.07 3,930
Amphetamines 04 0.5 1.1 0.7 0.6 3.03* 3) 0.03 3,938
Ecstasy/ MDMA 0.9 0.5 0.7 0.2 0.6 3.50* 3) 0.06 3,933
Cocaine 0.5 0.1 1.3 0.4 04 10.16¥ 3) 0.02 3,928
Stimulant-type pharmaceuticals 04 02 0.2 0.2 03 1.31% 3) 0.02 3,943
Hallucinogens (LSD/psilocybin) 14 1.2 0.7 0.9 1.1 2.02 3) 0.04 3,939
Sedatives and tranquilizers 35 22 1.6 2.6 2.6 6.66 3) 0.02 3,938
Legal highs 1.8 1.9 1.1 1.8 1.8 1.21 3) 0.02 3,936

Note. RPG: role-playing games; MOBA: multiplayer online battle arena; FPS/TPS: first/third-person shooter game.
*For tables having the cells with expected values less than 5, the Fisher’s exact test is reported.

Hraci pravidelne pod vlivem hraji intenzivnegji: legalni
stimulanty (+9.8 hr/iweek), Ecstasy/MDMA (+9.6), sedativa
(+6.9), nelegalni amfetaminy (+6.2), enrgydrinky (+3.8)

Duvody ke hrani pod vlivem: utlumeni potfeby spanku
(25.8%), vysSi koncentrace (15.6%), vétSi nadSeni ze hry
(13.8%), uklidnéni (7.3%), zvySeni odvahy (4.1%), vyhnuti se
hladu, (2.7%), pfekonani neschopnosti usnout (2.0%).

VySSi skore u zavislosti: sedativa (hlavné alkohol), tabak,
anxiolytika (valium apod. )

VySSi skore u engagmntu: stuimulujici latky,
kofein/energydrinky, MDMA
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Dysfunctional impulsivity in online gaming addiction and engagement

Lukas Blinka, Katefina SkaFupova, Kristina Mitterova

Faculty of Social Studies, Masaryk University, Brno, Czech Republic
Abstract

Impulsivity has been shown to be related to both substance- and non-substance addictions. In the case of internet gaming I m p u IZ iVita — n eSCh O p n OSt Od d él it u S po kOj e n I”

addiction, on one hand, higher impulsivity and sensation seeking have been reported in problematic online gamers. On the

other hand, problematic online gamers were also identified as introverted, socially anxious, and generally inhibited in te n d e n Ce i n O rova t n e a tivn Il d L<>J S I e d k n i i é Il

behaviour. Our study investigates the role of dysfunctional impulsivity in gaming addiction. A sample of 1,510 Czech and Slovak

online gamers (ompjje{ed a guesfionnaire thafy was adver{."sedponﬁneyamf fargffed the core of (hép gaming community. Internet g g y’

gaming addiction was measured using the Addiction-Engagement Questionnaire (Charlton & Danforth, 2010). Dysfunctional 4 4 4 )4 4 . 4
impulsivity was measured using the 11 items of Dickman’s (1990) sub-scale of the Impulsivity Inventory. Pearson’s correlation ko ntro I a Ch Ova n I N POd Statn y fa kto r u Vse C h Zav I S I OSt I
coefficients were calculated for variables and a regression model was constructed using hierarchical linear regression to

determine the association between online gaming addiction and dysfunctional impulsivity, while controlling for age, gender,

and the frequency of online gaming. A set of chi-square tests was employed to compare the patterns of addiction criteria

among highly impulsive addicted gamers and non-impulsive addicted gamers. Although dysfunctional impulsivity was a good

predictor of gaming addiction (B = .252), it actually explained only about 7% of the addliction variance. Problematic gamers high

on impulsivity had similar patterns of addiction criteria as non-impulsive gamers, with only one exception - they had a I nte nZita h ra n I’: ad d iCti O n B — . 2 9 y e n g ag e m e nt B — . 24

significantly higher tendency to relapse. There was no role of impulsivity in gaming engagement. The results suggest that

dysfunctional impulsivity is a risk factor for onli ing addiction (similar to other addictions), but it d th inent "N 71 . H H — )4 I 1 7/ : .
explanatory valie i 1self Also the results show hat problematic gamers high on imptilsiity are more prone to relapse and Impulz|V|ta. addiction [3— 25, vysvet uje % va rrance,

rds: Dysfur;ctional impulsivity; impulsivity; gaming engagement; gaming addiction; internet gaming disorder e n g ag e m e nt B - . O 7 y VySVétI Uj 1 % Va ri a n Ce

Table 2. Linear Regression Models for Online Gaming Addiction.

S PRI I Impulzivita hraje roli zejména v souvislosti s vékem
A R w R G — adolescenti maji prirozené vyssi impulzivitu

= w - (nejvy3si cca v 17 a pak pfirozené klesa)

Table 3. Linear Regression Models for High Engagement in Online Gaming.

Model 1 Model 2 Model 3
G 3?3 : s{i)%. zgs ; s;%. 2’;4 ; 5;%' n71 i 1 A 4 °
tant ) | X | X .
e Impulzivita stoji zejména za tendenci k relapsum
(Female=1,  -0.15-11.00 -0.17-12 00 -0.16-12.00
Male=2)
Age 0.00 .00 .05 0.00 .00 10 0.00.01.70
Frequency of 0.01 .25 .00 0.01 .24 .00
gaming
ﬁ%’;‘;‘*‘gﬁgna‘ 0.12 .08 .00
F 11.42 38.91 31.45
P <.00 <.00 <.00

R Square .01 .07 .08
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Souvislost s alexithymii

_1Alexithymie — snizena schopnost uvédomovani si emoci, snizena empatie a sociabilita,
externé orientované mysleni

"1Uzky vztah s autistickym spektrem poruch, somatizaci, Gzkostnosti a rdznymi zavislostmi

"'Dotaznikové Setfeni, N=1482 (M, g, =26.05 SD=5.77; 92.5% muZzi)

_1Alexithymie vysveétluje 30% rozptylu zavislosti vs 2% rozptylu nepatologického nadmérného
hrani

“1Zavislost: potiZze s popisem emoci B =.270; externé orientované mysleni 3 =.199

“INepatologické nadmeérné hrani: externé orientované mysleni 3 =-.162

_IPotreba vnejsich odmen. Vyhybavy styl zvladani potizi, tendence unikat pred problemy
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Shrnuti

"IPatologicke a nepatologickeé hrani je podobne intenzivni a na prvni pohled
splyvaji

“1Ale vykazuji rozdilné strukturalni (psychologické) charakteristiky a ma tak
vyznam je rozlisovat

“IKorektni aplikace kritérii zavislosti muze pomoci vyhnout se negativnimu
nalepkovani

"1Zavislost sama je spiSe vzacna (pod 1%, Stevens et al., 2021)

_1Ale stale vime velmi malo, napr. kriticky chybi extenzivni longitudinalni studie
MUNI
FSS
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