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Zavislost a media
Zavislost na hrani pocitacovych her

Lukas Blinka
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Two Fanatic World of Warcraft Gamers
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Zavislost jako nauceneé chovani

" Klasické podmifiovani — parovani nepodminéného podnétu s - W LA I

neutralnim, ktery se skrze opakovani stane podminénym. Tj. vznik a

ucinek ,napovéd® (tzv. cue reactivity), ,pazeni“, abstinencnich pfiznakua, DAUNEE 3 L

2\ DR
relapsu, tolerance - ' —
_1Operantni podminovani — pfitomnost odmén ¢i trestd zvySuje Ci snizuje
tendenci k opakovani daného chovani — 1) pozitivni posileni — zisk
pozitivniho - pozitivni pocity z dané cinnosti posiluji urcité chovani 2)
negativni posileni — odstranéni neprijemneého — negativni stavy vedou k

urcitému chovani (coping, sebemedikace) 3) pfilezitostné posileni —

lehce znahodnéné odménovani produkuje silngjsi zavislost 4)
sekundarni posileni — ,cues” spojené s urCitou Cinnosti se stavaji

odménou samy o0 sobé M



Zavislost jako nauceneé chovani

[1Socialni uceni — uceni se skrze pozorovani jinych (vyznamnych
druhych) — co je odmenovano, co je cool,... Identifikace, imitace,

identita (jaky chci byt, do jaké skupiny patrit...)

dreamcastguy on Youtube

dreamcastguy on Youtube

ROQvV N

B 55,472 likes
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Sebe-medikacni model zavislosti
“1Brani drog/ur€ité chovani jako copingova strategie

proti negativnim psychickym a fyzickym stavim ci

zivotnim zkusenostem
“ILidé s poruchami nalad ¢€i problematickou afektivni

seberegulaci jsou nachylni k zavislostem — napr.

depresivita a deprese, uzkosti, poruchy osobnosti,

specialni osobnostni vlastnosti (napf. alexithymie)

MU N
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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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Kom ponenty zavislosti (Brown, 1993/Griffiths 1996)

oo o

VvigwvEiwv s

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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Grubbs, J. B, Grant, J. T., Lee, B. N., Hoagland, K. C., Davidson, P, Reid, R. C., & Kraus, S. W. (2020). Sexual addiction 25 years on: a
systematic and methodological review of empirical literature and an agenda for future research. Clinical Psychology Review
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6C51.0 Gaming disorder, predominantly online

Parent
6C51 Gaming disorder
Show all ancestors (¥

Description

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:

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.

14

Reference Guide

DRAFT

NOT FOR DISSEMINATION
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MKN11: gaming disorder

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 pfitomnost 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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Intenzita hrani

"1Ze vSech medialnich obsahu se nejintenzivnéji konzumuiji pravé
pocitacoveé hry:

13 hod denne v pracovni dny a 5,5 hodiny denné ve volne dny

IPrumérné vice nez 25 hodin tydné

1Zalezi na zanru — MOBA a MMO 32+ hodin tydne

~Cas ve hre ale neni kritériem zavislosti!
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EU Kids Online II (2010) a Net Children Go Online (2013) EU Data 2018
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HBSC data CR 2018, N = 9911, adolescenti 13-15 let. Problémovi uZivatelé socialnich

siti - divky = 2,88 %; chlapci 2,12 %

19

Cetnost
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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

1 Introverze

[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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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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Skupina bez rizika hrala primérné 25,4 hodin tydné. Skupina zavislych (79 hracu) hrala
prumérné 41,1 hodiny tydné

kazdy bod je jeden hrac
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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 IZiVita — 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 e n e n Ce i n O rova n e a ivn Il L<>J S e 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 t d g t g t d I d ky

online gamers completed a questionnaire that was advertised online and targeted the core of the gaming community. Internet '

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 a 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 = . 29 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 - . 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 ImpuIZ|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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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) H rééi praVidel né pOd Vl ivem h raj I’ inte nZivn éj i : Iegél n I’
stimulanty (+9.8 hr/week), Ecstasy/MDMA (+9.6), sedativa

Background and aims: Association between substance use and excessive play of online games exists both in theory - 7 1 1

and research. However, no study to date examined playing online games under the influence of licit and illicit drugs. (+ 6 " 9 ) ) n e | eg a | n I a mfeta m I n y (+ 6 . 2 ) L e n rg yd rl n ky (+ 3 - 8)
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). Reswlts: The results showed low prevalence of illicit drug use while playing online games. ° , . , v ,

Substance use was positively associated with intensity of gaming and both addiction and engagement; psychoactive D UVOd y ke h rani pOd Vl Ivem: u tl umeni potre by S pa N ku

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. ( o ) -11 ( (o) ) ST o {
Discussion: Drug use while playing appears as behavior, which is mostly not related to gaming — it concerns mostly 25 " 8 /0 ’ VySS I kon Ce ntrace 1 5 " 6 /0 ’ VetS I n ad Se n I Ze h ry

ek e sl e s i e S (13.8%), uklidnéni (7.3%), zvySeni odvahy (4.1%), vyhnuti se
Keywords: online gaming, addiction, engagement, substance use h |ad u , (2 . 7 % ), p‘fe ko N é N |’ N eSChOp N Osti us nout (2 ] 0 % ) ]

i undor e e VySSi skore u zavislosti: sedativa (hlavné alkohol), tabak,
Table 1. Proportion of gamers using the substances while gaming, overall and by genre (%) a nXiOlyti ka (Val i u m a pOd . )

Genres (% of users) Effect size

RPG  MOBA  FPS/TPS  Others  Total v (df)  Cramer’s ¥ N
Caffeine 73.5 753 76.4 72.1 74.2 435 3) 0.03 3,941 V -5t k t . t 1 | 1At | ot tk
Tobacco 283 243 24.5 232 253 8.50 3) 0.05 3,933 ySSI S Ore u engagl I ln u . S UH I Iu UJICI a y,
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 k f / gyd ky M D MA
Amphetamines 04 0.5 1.1 0.7 0.6 3.03* 3) 0.03 3,938 O el n e n e r rl n )
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 0.4 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.
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Do sleeping habits mediate the association between
time spent on digital devices and school problems in
adolescence?

0.68

school
difficulties

Daniela Husarova'?, Lukas Blinka®*, Andrea Madarasova Geckova'#?, Jan Sirucek?,

Jitse P. van Dijk**®, Sijmen A. Reijneveld®

1 Department of Health Psychology, Faculty of Medicine, Pavol Jozef Safarik University, Kosice, Slovak Republic 093

2 Graduate School Kosice Institute for Society and Health, Faculty of Medicine, Pavol Jozef Safarik University, Kosice,
Slovak Republic

3 Institute for Research on Children, Youth and Family, Faculty of Social Studies, Masaryk University, Brno, Czech Republic

4 Faculty of Humanities and Social Sciences, University of Akureyri, Akureyri, Iceland

5 Olomouc University Social Health Institute, Palacky University, Olomouc, Czech Republic

6 Department of Community & Occupational Medicine, University of Groningen, University Medical Center Groningen,
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Correspondence: Daniela Husarova, Department of Health Psychology, Faculty of Medicine, Pavol Jozef Safarik University,
Trieda SNP 1, 040 01 Kosice, Slovak Republic, Tel: +421 55 234 3436, e-mail: daniela.husarova@upjs.sk 0 88
Background: This study examined the associations of Internet and computer screen time with school difficulties
and the role of sleep quality and soft and energy drinks consumption. Methods: We used data from the cross-
sectional Health Behaviour in School-aged Children study collected in 2014 among Slovak adolescents (aged 11.0-
15.9years, N=7595, 48.1% boys). We examined the inter-relations between time spent with on digital devices
(time spent playing digital games or Internet use), sleeping quality (sleeping shortage, sleeping difficulties), soft/
energy drinks consumption and school problems (low academic achievement, disliking school, being pressured by
schoolwork and truancy), using structural equation modeling. Results: Results showed that the more time ado-
lescents spent on digital devices during leisure time, the more school problems they had. This association was
mediated by a higher consumption of soft or energy drinks and a lower quality of sleeping. The direct effect of
time spent on digital devices on school problems and its indirect effect via sleeping quality were relatively small
(—0.26 and —0.30, respectively, standardized solution), compared with the indirect effect of time spent on digital
devices via soft/energy drinks consumption as well as sleeping quality (0.65, standardized solution). Conclusions:
Time spent on digital devices is associated with school problems, with sleeping and soft/energy drinks consump-
tion playing a substantial role in this association.
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Souvislost s alexithymii

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

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

"IDotaznikové Setfeni, N=1482 (M, =26.05 SD=5.77; 92.5% muzi)

_1Alexithymie vysvétluje 30% rozptylu zavislosti vs 2% rozptylu nepatologického nadmérného

vék

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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40

' Hrani bezrizika

B Potencialné rizikové hrani

Nikdy

Malokdy

Nékdy Casto

Velmi casto
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Shrnuti

_IPatologicke a nepatologické hrani je podobné intenzivni a na prvni pohled splyvaji

_1Ale vykazuji rozdilné strukturalni (psychologické) charakteristiky a ma tak vyznam je
rozliSovat

_IKorektni aplikace kritérii zavislosti mize pomoci vyhnout se negativhimu nalepkovani

"1Zavislost sama je spiSe vzacna (pod 1%)

_IAle stale vime velmi malo, napr. kriticky chybi extenzivni longitudinalni studie

"1l kdyz to ale neni zavislost, neznamena to, ze to je dobré/zdravé/nesSkodné —i Cisté jen
casovy naklad se projevuje na fyzickém, dusevnim a socialnim zdravi (naklady uslé
prilezitosti — viz teorie uziti a uspokojeni), nedostatek spanku

“ILatky si uz pomalu prokousavaji cestu i do digitalnich zavislosti
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