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Introduction and Research Aims

ACompul sive Computer Use and K-mehod Apdrgaeh Ne e d-
(CLICK)Yo is the first | arge scale study in |
the internet (CIU) and computers (CCU) among adults and adolescents. This rdsasarch

been financed by and carried out under the administration of the Belgian Science Policy

Of fice (Belspo) in the framewor k ofuptinde @ Fe:«
results of the CLICKproject are ompiled in the present report.

Why stuly a topic such as compulsive internet use? With the advent of the internet and the
wide dissemination ofinformation andcommunicationtechnologies (ICT), innumerable
advantages have been revealed to users. In the sanespm@yious media such as radiod
television entered our domestic space and modified our patterns of time use, today many (or
even most?) of us spend a lot of time interacting with screens (e.g., smartphones, video
games, personal computers, multimedia tablets) on a daily basis.ffengs pyofessional as

well as recreational advantages. It allows us to look up information at a glance and to send it
to the other side of the world immediately, we organize online meetings with our business
partners, Google Street View showswisat the garden of our holiday residence lookez,

and we date online and laugh about You Tube videos., Al&ying games has many
cognitive and social advantages: they can improve our reaction time, we learn how to
cooperatewhile playing with others, and smagames help makmathematicamore fun.

Apart fromthese positivanotes unfortunatelyone downside of internet use is the excessive
overengagement witkiny givenavailable application. Most adults and young people use the
internet and its applications in a troulllee way. Nevertheless, mot inconsiderable
proportionof the population struggsewith its internet use. Within this particular group, a
segment everscores very hidlg on different scalesvshichmeasur e HAprobl emat. i
useo.

The increasing amount of time spent online has been pointed out many times in the scientific
literature as a reason for concern. Some internet users are unable to cemtioteinet use,

which can have a negative impact on their work, school, family relationships, etc. In this
respect, sever al aut hor s have ex &miasnrmd t he
consensus has been reached among researamehe derminobgy refering to problems
related to excessive internet use. Some aut
ot hers prefer to speak about Acompul si veo,
Some authors bel i ev e ppropriate terin todefer tc & phemonmenonis n ot
which excessive use can also be fulfilling and rewarding. The debatgthe appropriate

label for this complicated issue is still open.

I n the title of our study and compulsiceuntemet u t t h
useo, f ol l owi ngVenmalst 008 Theylpasij that thene is&till too much
dissension in the fieldn whether people can become addicted to gambling and internet use.

To support their view, they refer to Frenk & D&0Q, p. 20 who define compulsion as
Aspecific kinds of bad habits, consisting of
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routines. [ é] |t i's usual | yterma pldasure lorerelief ofo b e h
stress, but negative loig)m @ nsequenceso. The term compul
involuntary part of internet use, the lack of control, longing for reduced use but being unable

to reducethe amount of time spent on the internet, thinking about it in a preoccupied way
when not onlinethe intense desire to use a specific internet application, etc. Likewise, the
Addiction Research Institute in Rotterdam (IVO), center of expertise and foreign partner in

the CLICK-project, uses the term compulsive internet use in their vast andskzage
researclprojectson the topic. Furthermore, internet addiction seems to imply an addiction to

the internet itself whereas mostsaa | | e d i andtehddeperglént oa cedain internet
applications such as gaming, pornography or online communicatibich is expressed

through the compulsive use of the internet. In order to tackle these issuedaiGhteerkerk,
researcher at IVO, developed and validated the Compulsive Internet Use Scale (CIUS). This
validated and compact measuring instrument has &epliedin the current research

It may by now be clear that the assessment ¢
internet use implies more than jotting down the exact amount of time people spend online. It
involves a cluster of indicators that point in the direction of problematic use. What makes
someone a compulsive user in our researcligeRatherthanmerelythe precisenumber of

hours people spend in front of a computer screen, it is the way people ustetthet iand

their motivations for doing so that magvealcompulsive use. The CIUS consists of 14 items

(see survey questionnaires in appendix). Each item is part of a subgroup of items measuring
one aspect of problematic internet use. We asked, for oestdrow often a respondent
continues to use the internet despite his or her intention tpastbpw often he or she finds it

di fficult to quit an internet session. These
Not everyone believes sometgiis wrong with his or her internet use. However, denial of the
problem is also a symptom of wddhown addictions. For this reason, ahditionalitem asks

how often other people such as partners or parents tell respondents they should reduce their
interret use. Other aspects indicating problematic internet use include preferring to spend time
online rather than spend time with others one usually likes, neglecting school or work, being
short of sleep because of internet use, thinking about the internetwéwen not online,

longing for the next internet session, and often using the internet to escape from real life when
one is feeling down.

Our reportaims to offer a thoughtful and balanced approach to these issues. Balanced,
because we do not want to diawr out the baby with the bath water: not everything about
games, social networking sites, or electronic media use ispaahy meansBalancedtoo

as weoffer not only numerical data, but also qualitative daslectedfrom people who have
personal eperienceof dealing with problematic internet use.

A mixed-methods approach was the most appropriate way to deal with the vast and multiple
knowledge needs and results in mental health potegommendations (see chapter
ARecommendati ons 0Jo. broa@anr the aunderstangliags of compulsive
computer/internet use in Belgium by incorporating and connecting both quantitative and
gualitative research. Qualitative data gathered througtstide/indepth interviews allowed

8



us to deepen and refine our kvledge and understanding of the drfelated process in which
internet use becomes problematic (e.g., social context, economic context, psychological
context, the importance of family). We did so by reconstructing the life trajectories of people
with a CIU problem and by singling out crucial moments in this process. Our close
collaboration with a network of practitioners and their therapeutic approach provided
indispensable insights. In this sense, the quantitative and qualitative methods afforded
complemetrary useful information on compulsive computer/internet use while at the same
time facilitating insight into the lifeelated meanings assigned to computers and the internet
by our interviewees and expressed in their own words. It is important to notbgbkattwo
approaches areloubly linked: the measuring instrument (CIUS, Meerkerk et al. 2009)
provided quantitative data on compulsive use that could be confirmed and nuanced via life
stories, but lifestoriesalso contributed to evaluatg the epistemological and psychological
assumptions of the measuring instrument. Both data collections ran concurrently.

This report is organized systematically according to the goals set by Belspo and the research
team. The first chapter presents the litemtreview of scientific publications devoted to
CCU/CIU, followed by an overview of the institutional responses to those problems in
countries comparable to Belgiufohapter 2) Thethird chapter provides a general survey of
the current prevention and gjfec caredelivery related to CIU/CCU by public health
institutions in Belgium. Thdourth and fifth chaptes present the results of the quantitative
research on the prevalence rates of people with CIU/CCU in Belgium and their socio
demographic characistics (survey among adolescents and adults). Silkéh chapter
comprises the findings of the qualitative research based osstdifg interviews with
problematic internet/computer users. Finally, the last chapter sunesidrézmost important
findings ofthis research and formuéstsome recommendations.

This research has been carried out in the Center for Information, Law, and Society (CRIDS)
of the University of Namur by Annabelle Klein and Omar Rosas, the Institute for Media
Studies (IMS) of the KU Leten by Rozane De Cock and Jolien Vangeel, the Reference
Center in Mental Health (CRéSaM) by Pascal Minotte, and the Addiction Research Institute
of Rotterdam (IVO) by Gerlan Meerkerk. The research team is grateful to the experts
working in thefield andin services in Brussels, Flanders, and Wallonia who have helped us
make this projecta successWe therefore wish to express our gratitude to all the people
invol ved in the project: | 6HT pi t al de jour
pathologique Dstoievski, VAD, CAD Limburg, Medisch Centrum KU Leuven. We are also
indebted to our respondents, all the members of the steering committee of the-@bj€xx,
and the Belspo staff special word of thankgoesto Aziz Naji for his professional guidance
and his important feedback throughout the project.
July 2013
The CLICK researchers



CHAPTER 1:

Literature Review-State of the Art
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1 Literature Review-State of the Art

We have organized this literature review in thsgeps: (1) searahg and selectingelevant
publicationsin English, French, and Dutan different databases, (2) idewiifg, classifing,
and systematally reviewing publicationsaccording tatheir theoretical, empirical or clinical
aims and scopeand (3) putting forwarda qualitative analysis of studiesddressingthe
prevalence of compulsiviaternetand video gamease

As aur first step, weestablishedur selection criterian orderto include only full papers
published inpeerreviewjournak andchapters irscientific booksdevoted tahe topic of this
researchTherefore studieswith only an indexed abstragbosters presented at seminars and
conferencesunpublishedresearch papers available liop, fact sheetsand unpublished
dissertatons have been excluded from the review prac@ss aim here wasto focus our
review on publications submitted thigh-quality journals and domaispecific books the
results of which have been discussedniternationalsettings We have thus collected and
reviewed259 publications. The complete list of papers, chapters, and tssdésted for this
reviewis availablein Appendix 1.

In the second step, welassified publicationsaccording tothdr main approach(i.e.,
theoretical empirical, clinical). Theoretical studies mostly contain epistemologgciaictions
about conceptal models andcontroversial aspects ohultiple definitions of problematic
(e.g., addictive, compulsive, pathological, excessivelternetand video gameise These
studies often raise questions about the explanatory sdfapesologicalviews that draw on

the DSMIV diagnostic criterigincluding substance abuse and pathological gambling). We
analyzed the different theoretical approacteexcessiveinternet and video gameusein
order to identify therelevance ofconceptual modelfor understanding the nature ofotfe
excessiveuses. Inaddition empirical studies werelassified andeviewed according to six
categories inspired by Widyanto & Griffith€006)classification namely:

1. Studiescompamg excessiventernetand video gamaserswith non-excessivaisers

2. Studies examinng vulnerable groups of excessivaternetand video gameuse,
particularly adolescents and young adults

3. Studiesexaminng the psychometric properties of excessinternetand video game
use

4. Case studies of excessivgernetand video gamase

5. Correlational studies examining the relationship between excdsseraetand video
gameuseand other variable®(g.,psychiatrc problems, depression, selfteem)

6. Studiesaddressing thprevalence of problematioternetand video gamase’

1 Widyanto &Gr i ffithsdé original classification only includes th
CLICK project, we have added the sixth type, namely studies reporting prevalence data.
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Finally, clinical studies related foroblematicinternetand video game usgere analyzed to
identify types ofproblematicuse beingtreaed and reporteddiagnostic criteriatherapeutic
approachesandreportedresults.

In the third stepand given thabne of our goals is tonore adequatelgssess the extent of
compulsiveinternetand video game usi& Belgium, wealso reviewedstudiesreporting
prevalence datan theseissues To do sq we set upan instrumentfor assessing the quality of
publicationsreporting prevalence dat@gee Appendk 2). This instrumentconsistsof an
analysis grid built upon the STROBE Statement Sfrengthening he Reporting of
Observational Studies in Epidemioldgywhich defines the essential elements teadto be
reportedin epidemiology research. This grid consists of 21 items to aasess t qudlify 6 s
by considering, for instancepethodologicaldesign,data collectionand statisticalanalysis.
Each itemobtainsa maximum score of 2 points dfuality criteria are fully and explicitly
reported, 1 point if these criterae partially reportedand 0 points if the criteriare not
reported. The maximum e for a publication is 42 points. However, sincaien@f the
prevalence studs reviewed herebtainedthe maximum score, studissoringa minimum of
20 points were selected for this analysis.

1.1 Theoretical Studies

As far as theoretical studies are concernbd, first thing to note is that thariginal term

Ai nternet addictiono is far from dpgiedbyg unam
most scholars. Definitions, associated contents, and diagnostic cfderthe term vary
considerably among authorg/e have thus a plethora of names and approaches such as
Ainternet addi cabh onofipf¥bblbemat ilc99Bnter net |
Apat hol ogi cal i nt eandfed o mupsue s i (v Boa(Meerkierk et2a® @ 1 )u,s €
2009), in which authoraddresghe problematic nature of excessive internet use and, at the

same time, strive tbe distinctiveby putting forward new models and measurement scales

The sare plethora is foundamong researchers investitjag the problematic nature of
excessive video game playinghe variety of names and modeBvailable in the literature

reflects the epistemological choicesde byresearchersvho, by drawingon the DSM-IV

diagnostic criteriaand/oron their own clinicakxperience, try teapture aneéxplainwhy and

when internef{and video gamel)ise can becomiaddictived, fiproblematio, fpathologicab,
ficompulsiv®, etc. Figure 1 synthesizethese different approacheaccording to their place

within the universe ofliagnostic criteria established by th&M-IV.

2 http://mww.strobestatement.org/
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Figure 1: Approachesto internet/computer-related problemsaccording DSM-IV

It should be notedhowever that using DSM-IV diagnostic criteria as a guid#oes not
guarantee that researchers will reaatonsensus o the problemat issue evenamongthose
who adhereto the nosological framework of that manuabr ssme authorsvho arereluctant
to quickly diagnos and labelproblematic use¢Tisseron, 2008, 2009, 201¥alleur, 2006,
2007ab, 2009)the termfiaddictiord is notwell suitedto categorimg excessivebehavioral
patternsthat may imply pursuing gewarding passion. In additioand as we have already
noted, since the miedl990s therehas beenno consensus among researchers the
conceptualization rad diagnosis oftomputer and internetelated problems based othe
DSM-IV. Those problems were firsategorized in terms of substance ab{¥smung, 1996)
thenin terms of impulseontrol disorders (such as pathological gamblifdpung, 2004)
and more recently in terms @&ompulsiom at the interface betweesubstanceabuse and
gambling(Meerkerk, 2007, 20085everal reviews of the literatufBeard, 2005; Chou et al.,
2005 MorahanMartin, 2005;Sim et al., 2012)and netasyntheses (Byun etal., 2009;
Douglas et al., 2008kcordmultiple conceptualizations and, by the same tokeghlight the
difficulty in comparingheterogeneous and sometinmaiged results

In order to harmonize the different diagnostic perspestiseme authors havargued for
including the term"internetaddictiori in the fifth version of the DSMBIlock, 2008; Tao et
al., 2012;,06 B r i e rpeintirgy @Uttidad there iy nowenoughscientific evidence to pds

a compulsivempulsive spectrum disordeelated to problematic computer and internet use
Onefeatureof this disorder is that akes many formdepending on theg/pe ofapplication,
namelyvideo games, online games, pornographetsites, social networks, etélowever,
the American Psychiatr Association (APA) has decided not to incluilaternetaddictiord

in the DSMV, thoughanappendixabout video games amdternetaddictionwill beincluded
in the forthcoming versian

However, a Widyanto & Griffiths(2006)have pointed out, it seems premature atpbistto
favor one nameover others in ordeto characterize computer, internetnd video game

13



fiaddictiord. We can nevertheless highlight from this review of theoretical sttoi#tghere is
a tendency amongome researchers to distinguish what Griffi(h898, 1999, 2000ali)as

called addiction to the internet from addiction b specific applicationsavailable on the
internet that is, behavi@l disorders associatedth specificopportunitiesavailable viathe

internet. In this case, the medium may be more harmful for susceptible indivithizisrend
could, in the short term, add othesmes to the repertoire of terms associatgd finternet
addictioro.

1.2 Empirical Studies

1.2.1 Excessive versus NdixcessiveénternetUse

Onefeatureof studies comparingxcessiventernet and video game users with fexcessive
usersis that they oftemim atdefining what is addictive in these uses as wellhesassociated
negative consequences. The first empirisalentfically-orientedresearch in this area dates
back to the late 1990s when You(kP98a) usinga questionnaire built oan theDSM-IV
diagnostic criteria for pathological gamblingbservedthat 80% of surveyed individuals
respondedi ¥ 5 ab 8 criteria, andhatfiaddicb i n d ispentdanora time online (38.5
hours per weekthan noraddictones(4.9 hours per week Theamount oftime devoted to
usingthe internetand video gamef@ime which is notobviouslyallocated tocother familyor
social activitie}, be@ame measurable data to distinguish excessivestdisen nonrexcessive
ones In addition, thefiaddidd individuals showed a preference for more interactive
applicationgncluding chat rooms and forums. Young's conclusion was therefore obtheus:
more an application on thenternetis interactive,the more itis addictive. Although several
methodologicaflaws can be pointed out ithis first study €.g.,selfselected ample, lack of
validation of the measurement scale), it has the merit of having opened a new field of
research.

Other studies have also examined excessiternet use Egger & Rauterberd1996)
conducted an online survey in Switzerland. Usinguavey smilar to Youngd ,sthey found

that over 80% of people surveyed felt they waaedicted to theinternet andindicated
complaints from their families and friends because of the time spéné.oks was the case

in Young® s s thislodetoo had several methodologicptoblems including the fact that
most of the sample was composed of Swiss m8gdrawing on theDSM-IV criteria for
substance abus8renner(1997) constructed a dichotomous scale (tfalse)of 32 items to
examineinternetaddiction (nternetRelated Addictive Behavior InventeliigABI). Brenner
found that older users were mopgone to develop interneglated problems thapounger
users, despite the fact that both groups spent the same number of hoursroaleeageln
addition, Brenneposted thatiaddicb us er s ma ni Similartoghdseepgriedot o ms
substance abudge., tolerance,withdrawal relaps¢. However, it is not clear whether the
scale used in the study actually measured real signs of addictiew. years later, Greenfield
(1999) conducted an online survey (Virtual Addiction Survey) with a large sample (N =
17,251) using a questionnaire containing demographic items, patterngefetuse €.9.
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frequency time spent type of application) and items inspired by th&M-IV diagnostic
criteria for pathological gamblingGreenfield foundthat 6% of people surveyed met the
criteria of internetaddiction and showed symptoms of tolerance arttldrawal similar to
thoseof individualssuffering from substance abuse

More recently, Achab et a[2011)conducted an exploratory study in France vaitldict and
nonraddict MMORPG players(i.e., World of Warcraft).With a sample of 448 adult players
(M = 26.6 years, 82.7% male, 3%b5students, 59.3% workers), aiy implementing a
threefold measuremensurvey, they found different percentages of internet addiction
depending on the measurement instrumddt2% (according to Goldbebgs ¥ 86a2Pbe
(according to Ormain $est) and 2B% (according tdheir ownscale based on the DSM
criteria for substance abyseCompared to ncaddicts addicts showed high levels of
tolerance (more hours spent playing due to pregsutrdy guild members) and more sogial
family, marital, financialand professiongbroblems In addition,addictsreportedhigh levels
of irritability, sleep disordersmooddisordersand difficultyin regulating their emotions.

1.2.2 Vulnerable Group®f ExcessivénternetUse

Many empirical studieaddress the risks saciatedwith excessive use dhe internet among
children and adolescents, in particular studémi$ also unemployed individualéh\nderson,
2001; Ferron & Dugay, 2004; Fu et al., 2010; Gupta & Derevenski, 198%j, 2012;
Israelashvili & Bokobza, 20)2Insofar asthis populationhas more flexible schedules and
gets more access toQT tools, their levels ofvulnerability and risk tend to be significantly
higher. Among theroblematicapplicationsusuallyrepoted in these studies arehatroons,
forums instant messaging services, interactive online games, video ,gamessocial
networks.Scientific interest in the latter has grown exponentially sR@@4with the advent

of Facebook. Despiteeveralwell-recognizedbenefits ofthese virtual networke terms of
strengthening communication and sharing multimedia content, some dsfddareassen et
al., 2012; Kuss & Griffiths, 2011lakhave recently raised questions about the addictive
consequencesf those applicationgor some individuals, particularlyor adolescents and
college studentsBesides the fact tha&xcessivevirtual communicatiormay have unsuitable
consequences fdaceto-facerelationshipsresearchersavealsopointed out the urgdelt by
some individualdo stay permanently connectedlinein order notto miss the latestipdates

of theirfifriends. Thisurgeis often correlatedvith dysfunctionsn the family,at school and

in some casesn aprofessionalevel, as well aswith psychologicasymptoms of loneliness,
depression, disgisfaction with life, and low selfesteem. In additionjn most studies
correlationspoint to a gender differencaccording towhich females tend to be moa¢ risk
ofdevelopingiaddi cti veo behaviors related to socia

15



1.2.3 Psychometric Properties of Scales

Several psychometric studi@esmed at introducing and/or validatimgeasurement scales of
internet video game, online gamand social networkaddictionhave been identified in this
review (for instance,Andreassen eal., 2012; Beard & Wolf, 2001Caplan, 2002 201Q
Demetrovics et al., 2008; Jelenchick et al., 2012; Kelley & Gruber, 2060& Kim, 2010;
Lemmens et al., 2009; Meerkerk et al., 2009he variety of diagnostic criteria and
instrumentsappliedin pilot tess and validation studiesiakes it impossible to unify all those
perspectives in a single categorization. What we can see from these studies is that there is a
widespread tendency to build nosologicabdek of internet addiction according to the
diagnastic framework of the DSMV and to testhemempirically. Whetherauthorsusethe

terms fipathologicab, fiproblema t j Aicompulsivé, fiaddictived, o r exclssivé to address
issues ininternetand video gamause there arealways references to substance abuse,
pathologicalgambling andother impulsecontrol disorders. In addition, the fact thedch
instrument is built on a set gfrticular diagnostic criteriareatedifficulties in interpreting
results homogeneouslgut-offs ae not established in the same way even among researchers
using the same set of criteria, some terms are vaguely defingd ficoncerm), factor
analysessometims reveal contradictory results (overestimatiorderestimation of major and
minor factors) correlational analses do not allow a causal lirtk be establishebetween
certain comorbities and the development of addictioatc. Despite these methodological
drawbacks,psychometric studieprovide an excellent overview of thadvancemenbf
guantitative research ghenegativeeffects ofcomputerstheinternet and video games

1.2.4 Case Studies

We have identified some publicatioreportingcase studiesf problematianternetandvideo
gameuse (Bowen & Firestone, 2001Griffiths, 2000b;Lee, 2011;Leon & Rotunda, 2000;
Solmaz et al., 2011Wood, 2008;Young, 1996) Although the situations described therein
cannot be generalized, these studies provide relevant information to understand the life
experiences of peopkufferingan internetaddiction, experiences whose complegtoften

fall outside the scope gfuantitative studies. Most of these studiepictcases of young adult
males (withsome exceptiors, for instance Young, 1996and Bowen & Firestone, 2001
whoseinternetuse has becomeaddictive. Thoseindividuals usually have a high level of
education (college and universitgihd theinternethas become the center of gravity of their
lives. Problematic situations include thogressiveabandonmentbof family and social
activities because of the time spent on ftimernet(8-20 hours per day, 360 hours per
week), school and workbsence recurringdisruptionsof the circadian rhythm, increased
social isolation and introversion, and for younger individuals, conflicts with parAnts.
interestingcase in poinhere is @6-year oldTurkishmale(Solmaz et al. 201ho hes been
diagnosed withinternet addiction (20 hours per day on average) coupled with hacking
activities. This teenager was a member of a hacking gratassigned him specific tasks to
destroy pornographic arfi¢e n e mwe B i t e s 0investedwithraamisdioe hefelt he
should beconstantlyonline on painof not responding to an imminent order. After intensive
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pharmacological and psychological treant, he was able to regain contoblthe situation

andusethe internetagainwithout problemsThe mportance of case studikss inthat they
highlight the complexity of situations that can be diagnosed as addictive. While some
fistandard criteria concerning individual dispositionsay partly explairthe process leading

to internet addictionwe should consider thaither factors related tofamily, social and
cultural environmerst too complex to be identified throughsdandardquestionnaire, play a
significantrole in thedevelopment and manifestation of problematic behaviors associated
with internetand video gamease

1.2.5 Correlations and Comorbidity

Many studies focus onorrelationalfactors and comorbidés associated with problematic
internetard video gameise(for instance, Black et al., 199@aplan, 20022007 King et al.,
2011;Armstrong et al., 2000 Among thecorrelational factors often reported are gerties
percentagef maleswhoar e fi a d diideo gandspnline mle-playing gamespnline
gambling and pornographievebsites is significantlyhigherthanthat of femaleswhile the
latter issignificantly higherin the case of instant messaging services, datelgites and
social networks), the type of video gameg(eviolentnonviolent gamey, the type of online
game (MMORPG), the type of application (MSN, Facebook, pornographic sites)p users
motivations(sensation seeking@scape frommeal life problems, anonymity in virtual worlds),
u s elevsl of "flow" and invdvementin their online activities, theamount oftime spent on
these activities and, in a recent stu@ark et al., 2011)cognitive dysfunction and poor
performance inQ comprehension tests.

Other studies suggest that problematiiernetand video gme useare often associated with
disordershelonging to axis | (g., mood disorders, anxiety, sledjsorders substancabusé
and Il (personality disorders) of the DSM, but also with factors conneted with
psychosocial welbeing(loneliness, selesteem, perceived control, life satisfaction)

Although correlatioal and comorbiditystudieshighlight several risk factors associated with
problematianternetand video gamese we should becarefulwheninterpretng their results
asthe copresence of tbse factors andddictive situationsloes nat in itself, establisha
causallink between themWhile psychiatric disorders may increase the riskrmérnet and
video game addictiom some individuals, thaddictionsituations ca also contribute to the
development of psychosocial problems, and even accentuatexiptieg problematic
conditions.

1.2.6 Prevalence Studies

After collecting 41 studies on the prevalence of problematernetand video gamese we
selected 26vhich scoreda minimum of 20 points out of 42ccording to the quality grid
inspired by the STROBE Statement. Although the 26th statdgujade et al., 2006)btained
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a scoreof 18 points, we have includeitl here because it is one of the first investigations in
internet addictionn the United States with a large sample (N = 2513). A detailed description
of these studies can be found in Tahle

In general,prevalencerates ofinternetaddiction varyconsiderablybetween 0%n Puerto

Rico (Liberatore et al.2011) 0.7% in the USAAboujade et al., 2006nd 37.9% in China
(Leung, 2004) prevalence rates o¥ideo gameaddiction also var from 1.3% in the
Netherlandg(Haagsma et al., 2012p 9.4% in CanaddTurner et al., 2012)it should be
noted that thePuerto Ricostudy alluded to abovevas conducted on a naapresentative
sample of 71 individuals, and theS.A study(Aboujade et al., 20063lespitehavingalarge
sample size, has seveméthodological flawsincluding a moderate response rate (56,3%0)

low proportion of young usersvieanage = 48.5 years), arminonvalidatedmeasurement
instrument extrapolating diagnostic criteria for obsessio®mpulsive disorder, substance
abuse and other impulsecontrol disorders Thesemethodologicalflaws have very likely
biased theesults so thatesearchers may have underestimated the prevalence rate of internet
addictior® a quick comparison with other studies conducted in the same country shows that
reported prevalence rates of internet addiction vary fréniat25% (the lattelbeingobtained

with a nonrepresentative sample of 74 university students).

In general, prevalence rates of internet addiction are higher in the United States (up to 25%, in
many cases with small and unrepresentative samples) ansian gountries such as China
(37.9%) and South Korea (10.7%) where governments have already recognized the extent of
internet addiction among their people. In European countries, prevalence ratdsrrot
addiction vary between 1.5% in the Netherlantig% in Finland, 1.41.98% in Norway,

5.4% in Italy (on a sample of 275 collegfeidenty and 8.2% in Greece (on a large sample of
2200 adolescents). Two selected studies provided prevalence data on video game addiction in
European countries: théetherlands (1.3%) and Germany (1.7%).

Most of the prevalence studies selected here adopt and/or adapt diagnostic criteria from the
DSM-1IV. We have thus identified four studies designed on the basis of criteria for substance
abuse, 19 others based on anid for pathological gambling, 1 based on DayZ001)
cognitivebehavioral model, and 2 others based on ad hoevalitated scales. Because of

the differences between conceptualizations of and diagnostic criteria for internet and video
game addictionthe selection techniques of target populations, the choice of sampling
techniques, and the criteria to establishaftifpoints, prevalence rates should be interpreted
with caution and justified within the context of the epistemological approach taken by
researchers.

1.3 Clinical Studies

Clinical studies reviewed here tend to emphasize the therapeutic advantages and limitations of
psychological and pharmacological treatmentsntérnet and video game addiction. On the
psychol ogi cal side, most studies use differe
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test) to detect cases ofternet and video game addiction, and they highlight the benefits of
cognitive behavioral thergp motivational interviewing, family therapy (especially for
adolescents with compulsive use of video games and MMORPGs, and living in dysfunctional
families), couple therapy (especially for young adults with problematic situations related to
cybersex), grup therapy, the 18eps modd often used in the treatment of alcohol&rar
psychodynamic approacheschas logotherapy. However, only a small proportion of them
provide empirical data to support their assessments.

As far as pharmacological treatmente @oncernedBostwick & Bucci, 2008; Han et al,

2009; Hand & Renshaw, 201 2ye find several studies, mostly conducted in the United States
and Asian countries (e.g., China, South Korea, Taiwan, Hong Kamgjyvhich opioid
antagonists, mood stabilizerssrstonin reuptake inhibitors, and other drugs are used as a
basis for therapeutic protocols aimed at dealing with addiction to MMORPGs. These
pharmacological approaches are often coupled with brain imdgoimiquesand seek to
highlight the striking sinlarities between the neuronal activity of patients addicted to
MMORPGs (and cybersex) and that of individuals manifesting substance abuse. Although
few studies recommend a purely pharmacological treatment, they have sparked the debate
over the relevance gfharmacological options in the clinical management of internet and
online games addiction. However, it should be noted that pharmaeoli@yed studies have
several methodological flaws such as inconsistencies in the definition and diagnosis of
problemsrelated tointernet and video game use, lack of justification of the sample size, lack
of randomization and blind control groups, and incomplete information onrtéonygeffects

of the treatment. In addition, the rationale &pplyingthose treatments habeen largely

based on observations of their results for other addictive behaviors, rather than on previous
research on internet and video game addictiorso far as there is no unified approach to
treaing and prevenng internet and video game addart drawng definitive conclusions

about the efficacy of strilst pharmacological treatmeniguld beinexact

Although strictly clinical publications are scarce, several systematic reviews of studies on
treatments for internet (King, Delfabbro & Griffgh2012; 2012; King, Delfabbro, Griffiths

& Gradisar, 2011) and game addicti@riffiths & Meredith, 2009)providea criticalanalysis

of the strengths and weaknesses of those studies. Given the novelty of this clinical
phenomenon, we igh to highlight a few qualitative studies addressing mental health
professional sé perceptions of and attitudes
studies are interesting in that they give us a glimpse of how psychologists, psychiatrists, and
counselors percegv thes e Ainew aahdl ofthhowi thay sadapt their therapeutic
approaches accordingly.

In a qualitative study aied at assessing the experiences of Dutch professionals as part of a
treatment combining cognitivieehavioral therapy and motivational interviewing (i.e.,
Lifestyle Training Program) for Internet addiction, Van Rooij and colleagues (2012) found
that this trement is effective provided therapists can set reference pointsrkemmaogether

with their patients Among these markers are: (1) monitoring internet use with a diary (to be
kept by the patient, including a functional risk/benefit analysisntérnetrelated activities),
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(2) establishing specific goals to be achieved during therapy (gaining controintaeret

use, reducing the time spent devotethe problematic applications, learning how to fill their

free time with other motivating activiti®@scomplete abstinence is not the goal, and (3)
developing prevention strategies in case of relapse. In general, and depending on certain
adjustments to the type of problematic application, professionals reported that edmbin
cognitive behavioral therapy andotivational interviewing can beisefully adapted to
treatments for internet addiction.

Two other qualitative studies have examined the perceptions and attitudes of psychiatrists and
health professionals dealing with cases of internet and/or video gano#éicaddn the first

study (Thorens et al. 200994 Swiss psychiatriste the three dnguageregions (German,
French and lItalian) were interviewed via a questionnaire aimed at knowing their views about
the concept ointernet addiction, their diagnostitethodsand the types of treatment these

with their patients The results showed three distinct groups. In the first group, 20
psychiatrists rejected the concept and its importance, did not coindieleret addiction as a
clinical problem and thereferdid not see the neddr a specific treatment. In the second
group, 66 psychiatrists considered thaternet addiction is a real clinical problem that is
likely to increase in the coming years, but 40.9% of them did not know the exact proportion of
peope with internet addiction among theatients Nevertheless, 41% of psychiatrists in this
group offered a combined psychological and pharmacological treatment to their patients. The
third group was composed of 8 psychiatrists who consideredntfeahetaddiction is a real

health problem, but is often overestimabgdhe media. These eight professionals considered
that treatments tailored to casesmernet addiction exist (the mdsequentlycited being a
psychotherapeutic treatment) and 50% of theways look for signs ofnternet addiction
among their clients.

In the second studgAcier & Kern, 201), four focus groupdooking atthe management
(diagnosis and treatment) of problemainternet use were conducted with 21 consultants
working in pubic centers for addiction rehabilitation in Quebec. According to these
professionals, two types of problems are most mentioned in consultation: (1) MMORPG (e.g.,
World of Warcraft) and virtual worlds (Second Life), and (2) compotediated
relationships wch as instant messaging and dating websites. For these professionals, the
prototype of the patient who comes in contact with them is a teenager or young adult who
spends most of the day (and often late thenight), playing on the Internet (124 hoursper

day) or visiting online dating sites. In addition, these patients are often introverted, feel alone
and have difficulties in expressing or talking about their feelings. For these players, their
avatars become their exclusive focus, not only withinviteal world, but also in their real

lives. Professionals in this study use several criteria to distinguish problematic frem non
problematic uses such :a¢) the imbalance between different life spheres: the -over
investment of playing time at the expensf social (family, friends), academic, and
professional life, (ii) feelings of loneliness, emptiness, family and marital conflict, neglecting
basic neesl such as washing, eating, and sleeping, th@ loss of control (iv) personal
suffering or distress. These problems are often accompanied by anxiety and attention
disorders as well as the use of substances such as cannabis and cocaine.
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Overall, the treatment faonternet and video game addictioraismall but apparently growing

part of the clinical research on addictions. However, although there are many centers and
clinics that provide care for ¢ke issues, the details of their treatment programs are rarely
published in the scientific literaturén addition, further research is needed to determine
whether individuals having problems with a particular computer application require different
types of treat ment (for exampl e, i f peopl e
treatment from thene needed for people "addicted" to social networks).
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Conceptual Reference EISrOeBE N Age Sampling Frame Recruitment Scale Criteria for Sf:l?ousl Type of test Prevalence Countr
Model _ 9 pling + Sample type addiction/compulsive use pre y yp Rate y
(Max=42) validated
Scherer (1997) 29 531 M= 24.64 University ] of | E-mail random | Internet Addiction | A Y esd answers No Paper-pencil 13% USA
Texas-Austin sample Scale (Scherer) 10 items
Andersonds
Anderson (2001) 7 American rse:ggj?t:.}g by Internet | Addiction AiYesO0 answers . .
25 1078 - colleges and 1 Scale (based on | . Partially Paper-pencil 7% USA
4 teachers of each items
Irish college college substance abuse
9 DSM-1V)
(SDqu’at)ance Abuse Lavin et al Small private | o o cent to | 'Mermet addicton | o o 4 4 oi
(2004) 22 218 O 18 university from scale created by . P No Online 15-20% USA
the campus of 7 items
West New York authors
Internet  Addiction ZC':;S’ on two 5 and 3 point
Scale created by ; ' i aria - g
R=18-56 Introductory authors on the Liberal cntgna : Cutoffs . Liberal : 26.3 %
Forston et al _ South-Western . from the middle of each Paper-pencil & S
30 411 M= 20.4 ] - course to | basis of DSM-IV- No . Conservative : USA
(2007) SD=132 large University svcholo TR (pathological scale online 12
- psychology P 9 Conservative criteria : only e
gambling + 8
higher scores have been
substance abuse) .
considered
Johansson & Recruitment by a . Young Diagnostic
Gotestam (2004) | 39 3237 R=12-18 specialized Community Questionnaire O 5 out of 8 s| Yes Telephone_ 1.98 % Norway
S sample Paper-pencil
organization (YDQ)
R=12-18 Sample from
Kaltiala-Heino et M=126 Data from national spec?fic dates Youngds 1.7% boys
al (2004) 34 7292 14.6 ’ Addiction Test | O 7 out of 9 s| Yes Paper-pencil O i Finland
Pathological 16.6 health survey gﬁgr}fjﬂgf Uy 1 (modified) 1.4% girls
Gambling (DSM) 18.6 9
Telephone survey
R=16-24 with  individuals | Probabilistic A
Leung (2004) 29 699 =-- from the Net | sample from Y oungos O 5 out of 8 s| Yes Telephone 37.9% China
_ . Addiction Scale
SD= -- Generation (born | phone databases

1977-1997)
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STROBE ; ) Criteria for | Scale
Conceptual Sampling Recruitment - . ) Prevalence
Reference Score N Age Scale addiction/compulsive previously Type of test Country
Model Frame + Sample type } Rate
(Max= 42) use validated
Pallanti et al. R= Youngés
(2006) 27 275 M= 16.67 College students | -- L 9 O 5 out of 8 Yes Paper-pencil 5.4% Italy
Addiction Scale
SD=1.85
Ghassemzadeh R=14-16 Secondary Random Youndaés
et al (2008) 25 1968 M= -- schools in | sampling L 9 O 80 out of 1 Yes - 3.8% Iran
. Addiction Test
SD= -- Tehran (clustering)
Jang et al R=-- Youngos -I
Students fi 4 | Self-selected . .
(2008) 26 851 M=13.9 uden S. rom ell-selecte related Addicton | O 70 out of 1f Yes Paper-pencil 4.3% South Korea
colleges in Seoul | sample
SD=-- Scale
Park et al Secondary Random Youngos
(2008) 23 903 -- school and | representative . 9 O 70 out of 1] Yes Paper-pencil 10.7% South Korea
Addiction Test
college students sample
Pathological Siomos et al. R=12-18 é;o s(z:lzzzllass :: Random Youn Internet
) g (2008) 20 2200 M= 15.34 stratified h g' O 5 out of 8 Yes - 8.2% Greece
Gambling (DSM) Thessaly, Addiction Test
SD= -- sample
Greece.
Representative . .
Bakken et al Part of a national | sample on the Young Diagnostic Paper-pencil
"] 39 3399 R=16-74 .p Questionnaire O5 out of 8 symptoms Yes P ) P 1.0% Norway
(2009) survey basis of a & online
. (YDQ)
national
database
lacovelli & R=16-30 Hofstra Recruitment Internet Addiction
Valenti (2009) 22 74 students M= -- Universit organized on | Test Widyanto & | Scor e @dtof ®0 4 0| Yes Paper-pencil 25% USA
SD=-- y the university | McMurran (2004)
campus
Diagnostic criteria
. Representative from DSM-IV
. Cross-sectional ;
Desai et al national  surve sample of | (impulse-control
(2010) 24 4028 R=14-18 Y adolescents disorders) and | 3/3items of MIDI No Paper-pencil 4.9% USA

of adolescents in
public schools

from the State
of Connecticut

the Minnesota
Impulse Disorder
Inventory (MIDI)
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STROBE ; ) Criteria for | Scale
Conceptual Sampling Recruitment - . ) Prevalence
Reference Score N Age Scale addiction/compulsive previously Type of test Country
Model Frame + Sample type } Rate
(Max= 42) use validated
Two-wave
Data from survey ga?el : June-
on suicidality = Young Diagnostic
Fuetal (2010) 34 208 R=15-21 among ?u_gust Zo?line Questionnaire O 5 out of 8 Yes Paper-pencil 6.7 % Hong Kong
)= -
adolescents August 2005 (YDQ)
Representative
random sample
of adolescents
R,=12-17
15-19
M;=
13.83m
17.01m Video-arcade
14.41f El: random | game addiction
17.02f | Fisher, 1994);
Ei= 1326 SDO— E;: Secondary sEarT1p € self- g( |§ f:’] 996 )s 5
Thomas & (990 school 1 Zi_m school and sélécted Dia nosti?: Fisher= 9 out of 10 criteria (vidoeo ames)
Martin (2010) 32 + 335 ' college students ! N ) . Young= Yes Paper-pencil 9 Australia
0.75m . ) sample  (First | Questionnaire p 4.6 %
college) E,:  University ) O 5 out of 8 .
E.= 705 1.22f students year students in | (1998) for (internet)
= 0.74f psychology and | Computer game
Pathological Ry=17-54 engineering) and internet
Gambling (DSM) M= addiction
21.01m
21.69f
SD,=
5.32m
7.0f
R=13-16 Longitudinal Stratified Compulsive
Van Rooijj et al. T.= 4559 My= 14.35 research on | sample (region, | Internet Use T.=1.6%
(2010) 36 Tl— 3740 SDuy=1.18 secondary urban settings | Scale+ amount of | Cut-offs not defined Yes Paper-pencil Tl— 1'5 % Netherlands
= M= 14.34 schools (2008 | and education | playing hours per ==
SDp=1.04 and 2009) level), day and per week
Christakis et al. R=18-20 Students of two | Representative Youngos
(2011) 31 224 M= 18.78 American sample of o 9 O 80 out of 12| Yes Online 4% USA
B -, Addiction Test
SD=-- universities undergraduate
population
Addiction=
. . 0%
Liberatore et al Adolescents in a | Non Youngés Moderate
(2011) 26 71 R=13-17 daycare clinic representative ung O 80 out of 12| Yes - . Puerto Rico
o Addiction Test internet
clinical sample
problems =
7%
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Conceptual

STROBE

Criteria for

Scale

Samplin Recruitment S . . Prevalence
Model Reference Score N Age pling ut Scale addiction/compulsive previously Type of test v Country
Frame + Sample type ; Rate
(Max= 42) use validated
Recruitment Problematic
Haagsma et al organized by a | National panel Gaming Behavior | Score of O 4 on a 5-point
(2012) 32 902 R=14-81 forg- rofit 4 P Scale created by | scale + 5-point Likert scale | --- Online 1.3% Netherlands
con? an authors + Game | cut-off >3
pany Addiction  Scale
(Leemens)
Pathological Hawi, N. (2012) R=10-22 Secondar Random Youngos
o9 s 28 817 M= 15 Y _ ung 6 80 out of 1| Yes Online 42% Lebanon
Gambling (DSM) SD= 212 school students sampling Addiction Test
Problem
Turner et al. Regional survey Stratified Videogame
(2012) 34 2832 R=12-19 on secondary samplin Playing Scale | O 5 out of 8 Partially Paper-pencil 9.4% Canada
schools (schgol gclass) Tejeiro  Salguero
’ & Bersabé
Moréan, 2002)
. N Self-selected Pathological
Davi so .
cognitive- Niemz et al M=21.5 Nottingham sample Internet Use Score of 6 4
gni (2005) 32 an SD=5 gham Students  in | Scale (Morahan- Yes Online 18.3% UK
behavioral Trent University . symptoms
R=-- natural and | Martin &
model - .
social sciences Schumacher,
2000)
Extrapolation  of
diagnostic criteria
Aboujade et al R=-- National randomi digit- for  problematic AYesod answer s
(2006) 18 2513 M=48.5 epidemiologic h g internet use, . Non Telephone 0.7% USA
dial telephone of 8 questions
SD= -- survey calls substance abuse,
OCD and other
i Ise- |
Other lmpu se-control
R ) disorders
diagnostic
models )
Surve New Video Game
y Random Dependency
. _ conducted by .
Rehbein et al ~ the Institute for representative Scale set up by (14 items, 4 points scale) First validation 1.7 % general
(2010) 38 15168 M=15.3 Criminolo sample of | authors on the 6 42 ’ opf 56 ol stud Paper-pencil (3% boys Germany
SD=0.69 Researchgy of German basis of the P Y 0.3% girls)

Lower Saxony

adolescents

Internet Addiction
Scale (Hahn &
Jerusalem, 2001)

Table 1: Synthesis of prevalence studies on internet and video game addiction selected for quality analysis
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CHAPTER 2:

Institutional responses to CCU/CIU
IN somecountries
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2 Institutional responses to CCU/CIU in someountries

Over the last decadenost European countries have considettesl excessiveuse of the
internet and video games as an important health @sdleeir political and social agendas.
Nati onal and international medi a of t en c he
psychological and social consequences for people who spent huge amounts d&yinte p
video games and surfing theternet, and scientific research has provided findings showing
that some of those situations can be chronic. However, despite the increasing attention being
paid to tlese topicsit should be noted thab far there is munified institutional framework

for political directives concerned with th@wvareness, preventipand management of ébe
problematicusesin the European RegiorTo bridge this institutional gapthe European
Commission launched ti@afer Internet Progmme 2002013 which is intendednot only

to strengtherthe measures to protect European children and adolescents from dangerous
contents and contacts online, but also to promote ipskn healthy computer anthternet

use within the UnionAs part ofthis program, the Commission also launchedBheNET

ADB Project: Research on the prevalence and intensity of Internet Addictive Behavior Risk
among Minors in Europe the aimsof which are, first, to draw up an inventory of the
prevalence ointernet adiction in different Europearcountries, and second, to formulate and
implement the appropriate mental health policies extncernecountries as well as in the
European Region at larg€his projectwascarried outy research centers in seven coustrie
namely Germany, Spain, Greece, Iceland Nhtherlands, Poland, and Romania, and some of
the initial findings have been disseminated through a series of reports and preseimations
2012and2013.

The political and sociatelevance of thee programs ad research projects lies in thability

to promote, on the basis otliable statistical datdhe development of public health policies
adapted tcsituations concerned witbompulsive uses of computers, video games, and the
internet among European e#ns.It is worth noting here thaa few European countriedo
havecentersexclusivelydevoted to informatioon, andprevention and treatment of problems
associated with problematic uses of theernet.However, most of those countries are far
from having the complex network of specialized centers that one may find in other nations
such asthe United StatesThis may be explained by the fact that prevalence raies
problematic internet user internet adiction are often significantly higher in the US than in
Europe, and reflecied in the Americang o v e r n mrgentd &reateand/or supporimore
specialized centers. Among thesme can find for instance,the Center for Internet
Addictior? created by Kimbgy Young, thereSTART Internet Addiction Recovery Progfam
the Center for Internet and Technology Addictiamd theC.A.R.E. Florid4 which aim at

3 http://ec.europa.eu/information_society/activities/sip/index_en.htm
4 http://lwww.eunetadb.eu/en/

5 www.netaddiction.com

6 www.netaddictionrecovery.com

7 www.virtual-addiction.com/

8 www.careflorida.com
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providing appropriatecounseling andreatment options for adolescents and adults suffering
from problemat use of thenternet.

Although most European governments have so far made attempts to identify the extent of
compulsive use of Information and Communication Technologies (ICTs) in order to provide
appropriate institutional responses, much of the ptewerand treatment of these issues is
managed by private national organizations (e.g. NGOs). Within the framework of our project,
we wanted to examinleow problematic useof computers, video games and th&ernetare

dealt within some countries that share cultural and linguistic similarities with Belgium,
namely France, Luxembourghe Netherlands, Switzerland, and Canada.

2.1 France

For compulsive internet and video game useFrance prevention andcare are provided
underofficial and private initiatives, the latter being more numerbas the formerOne of
the most representative institutions in thésd is the Centre de reference sur le jeu excéssif
which originated irthe addictionandpsychiatryunit of the Centre lospitalier universitaire de
Nantes Although the initial aim of thisenterwasto provide counseling andupportfor
gamblersit also meetsncreasing demand concernitige abuse of video games anternet
addiction. The center isnow part of the new infrastructure of thestitut fédératif des
addictions comportemental¢b-AC)'° the missionof which is to develop research, training,
prevention, and information abodifferent kinds of behaviorahddictiors, including those
associatedavith internet and video game ugnother institution that has implemented similar
prevention and care programaated tosuchissues ighe Hopital Marmottan This hospital,
well-known for the treatment of drug addicts, has also developed in recentwedes,the
supervisionof Marc Valleur,severaltherapeutictireatmentsfor cases of compulsive use of
video games and the internet.

Most of theprevention and awareness is essentially the work of private initiatives (NGOs and
news sites)Such initiativesoften come fromassociation®f parents, teachers, professionals
and former players concernedith the negative consequences of compulsive use of
computes andtheinternet.Oneexamples the Association pour la prévention et les soins aux
addictions?, whichthrough an infrastructure of four centémsthe department of HadRrhin,
provides educational and therapeutic solutiomssituations ofinternet addiction Other
examples are thBIGO SOS Joueuré whose primary purpose is to provide psychological,
legal and sociasupport forcompulsive gamblers, but alf§or people suffering fronvideo

game addiction and he NGO Action Innocenc€ (an organization with networks in
Switzerland, Belgium and Monacagiming to protect children and teenageusing the

9 http://www.crje.fr/

10 http://www.ifacaddictions.fr/

11 http://www.le-cap.org/

12 http://www.sosjoueurs.eu/

13 http://www.actioninnocence.org/
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internet, but alsproviding awarenessaisingprogramsaboutexcessive use of video games
Finally, the website PédaGoJeuX providesonline information and educational resources
concering the healthy use of video games. This website is a result of & peidagogical
programinvolving several actors, including public authoritiesg(, Ministére des Affaires
sociales et de la Sant&@nd someideogamecompaniege.g.,Microsoft).

2.2 Luxembourg

With partial funding from the European Commission, the Giandhy of Luxembourg has

started the BEE SECUREprogramasa joint initiative of the Ministry othe Economy and

Foreign Trade, the Ministry ahe Family and Integratiorandthe Ministry of Education and

Vocational Training. This pgramaimsatraisngc hi | dr en 6 s aawaeness ol e s C
aboutsafer use of Informationand Communication 8chnologies. In addition, it provides

legal assistance in cases of infringement. This institutional framework provides protection
policies for children and adolescemégyarding sociahpplications anavebsites (chat rooms,

forums, social networks). However, this program does not inadag@olicy on compulsive

uses of thenternetand video games

Data oninstitutional responses to compulsive internet and video geseie Luxembourg are
scarce but two centerslealng with theseissues can bilentified First, he Centre de santé
mentale'® commissioned by the Ministry of Health, provides a general social psychiatry
service Although the center is not specializedcases of technolygdependeny, it hasthe
infrastructure (day clinic, therapeutic apartments) and clinical progresosssary to deal
with situations ofcompulsiveinternetuse Second, te NGO Anonym Glécksspilléf helps
people with problems related toropulsive use of thenternet. Althoughits first aimis to
provide help and support fandividuals with gambling problems, the@rganizationalso
provides help tgpeoplewith problems related to internet uard offers them individualized
treatmenté.g.,outpatient therapy) or guides themvardsinpatient options when needed

2.3 The Netherlands

In 2006, the first European private clinic forternet addiction (Smith & John&ddiction
Consultants) was opened in Amsterdam. Following theté@ model usechithe treatment of
alcoholism and drug abuse, this clinic had a very dherspan partly because of complaints
by some patientabout"unorthodox™" methods used by theector €.g.,use of pornographic
materia) attempted rape).

14 http://mwww.pedagojeux.fr/

15 https://www.beesecure.lu/

16 http://www.lIhm.lu/main.html

17 http://www.anonyrglecksspiller.net/
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Despite thigather dscureepisode in the history of the management of Internet addiction, the
Netherlands haveeveralinformation, preventionand careorganisationslevoted to dealing
with situationsof compulsive use of internet anddeo games. Besidethe IVO Centet®
which functions as a reference center for research and expertise on ypaoblgsnatic uses

of ICT, there are many privatmstitutions suchas the NovadicKentron Centrg® which
provides preventionand treatmentprogramsand expertisenitially aimed at gamblers and
internet addicts but also helps people with video gameproblems, the private clinic
CrisisCaré® and theBrijder** Center both of which have specific therapeutic programs for
situationsof compulsive use of video games, dimhlly the organizatiorGGZ (Geestelijke
gezondheidszorff)which alsodeals with situations of compulsiiternetuse

2.4 Switzerland

In Switzerland, the prevention obmpulsiveinternetand video gameseis organized byhe
federal governmenand falls within the jurisdiction of thd-ederal Social Insurand@ffice
(protectng youngsterdrom the media fosteringmedia literacy) and th&ederalOffice of
Public Health (preventiof and assistancor addictior). Some gecializedprogramsfor
behavioraladdictions have been developed in some cantemsexample, theZentrum fir
Spielsucht und andere Verhaltenssiithte Zurich providesboth outpatient treatment for
people suffering from gambling amdunselingfor their families The Klinik fir Psychiatrie
und Psychotherapie Universit&sitals of Zurichf®, offers specialcare programsfor
behavioral addictions in adults, including thaseolving video games, interneind cybersex.
TheZentrum fir Verhaltenssticha theUniversitare Psychiasche Kliniken Baséf has also
developed a range afunseling and treatment servides people with problemsuch as
pathological gambling, excessive use of the computeirgathet,compulsiveshopping and
cybesex). Finally, the organizatiorBantébernoisé® has se't up the HACyber
aimed at providing counseling and treatment for peegie have problemselated to the
excessivaise of new media.

Switzerland also has a reference center for the treatment of pathological gamblers, ramely th
Centre du jeu excessifattached to thelepartment of Psychiatrgf the Centre Hospitalier
Universitaire Vaudois This centermainly deals with people suffering fromfAaof f I i ne o
gambling, but alswith individualswho haveonline gambling problems

18 http://www.ivo.nl/

19 http://www.novadiekentron.nl/

20 http://www.crisiscare.nl

21 http://www.brijder.nl/

22 http://www.ggznederland.nl

23 http://www.radix.ch/index.cfm/75B312EE3E45B24-F5860C5FC7941131/

24 http://www.psychiatrie.usz.ch/Seiten/default.aspx

25 http://www.upkbs.ch/patienten/ambulantamelot/erwachsene/spiéhternetsexsucht/Seiten/default.aspx
26http://www.santebernoise.ch/frithemes/nouvemedias.42/cosultationettherapie.120/cybersmart
consultation.1322.html

27 www.jeu-excessif.ch
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On the privateinitiative side, the organizatioAddiction Suiss€ pursues a publiaim: to
prevent alcohol and drugddiction but also problematimternet use. This organization has
implemented prevention and supp@rogramsfor parentsof teenagers and yog adults
experiencingproblems with online games, chats, and online pornography

For its part, theNGO Rien ne va plis, funded by theCantonof Geneva,focuses on
prevention andcounseling for excessive players of video games and online games
(MMORPGS).

Finally, there is m association fovideo game enthusiasts call&tviss Gamers Netwofk
which provides, among other thingsypportfor researchon and prevention oexcessive
video gameplaying This association represents a relevant amdresting mterface between
the world of the players and the mental heajtstem

2.5 Canada

The prevention and treatment of problems relatethternet addiction in Canagames from

a number of initiatives sponsored by the government. For exanipk,Centre de
readaptati on en d®Y, suppored byethedvinistry 6f EHealthr ande Social
Services of Quebedtreatspeople with gambling problems, but also people with compulsive
use of video games. For its part, @Bentre for Addiction and Mental Heafthin Toronto
provides, via their"Child, Youth & Family Program" therapeutic help for people
experiencinggompulsive use of thimternet.

In the private actor, the provision of care is mostly managed by clintbsaamples includéhe
Fondation DollardCormier®, specialized for many years in the treatment of addictive
behaviors in children and adolescerke TechAddictiort* clinic specialized in the treatment
of compulsive use of video games and the intertiet Clinique de psychologie Villeray
PetitePatrie® in Montreal, which has specialized treatment programséges of internet
addiction; and theClinique psychologique Lav&lwhich also offers a special program for
addiction to games and internet.

28 http://www.addictionsuisse.ch/

29 www.riennevaplus.org

30 http://www.swissgamers.net/index.php?MenulD=39
31 www.crdsm.santeestrie.qc.ca

32 http://www.camh.ca

33 www.fondationdc.com

34 http://www.techaddiction.ca

35 http://www.cliniguepsychologuesnontreal.ca

36 http://www.cliniquelaval.com
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CHAPTER 3:

Inventory of initiatives aimed at the
prevention and treatment of
problems related to compulsive
computer and internet use in Belgium
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3 Inventory of initiatives aimed at the prevention and treatment of
problems related to compulsive computer and internet use in Belgium

3.1 Introd uction

Traditionally, care provision in mental health breaks down into three lines of intervéntion

The first linei s made up of the services and profes
careo. These are accessi bproeded ctose ttonwhereepaople r e p
live. Although they are sometimes given little recognition in their mental health mission, that
mission is nonetheless essential. This categoay mclude GPs,medical homes, PMS
(PsycheMedico-Socia) centresetc. Thesecond lines made up of the services which handle
6compl exd but common ment al heal th probl ems.
first-line servicesLike the firstline services, the secoilihe services need to be close to

where people liveThey are therefore spread acrossghrecountry Many services span the

first and second lines, with the border between them often being more theoretical than
empirical. I n this second |ine, we include
outpatient consultation services and certain specialist drug addiction services, as well as
psychiatrists and psychologistsprivate practiceThe third linecomprises specialist services

in a limited number of locations and accessible only after refeyra professional. We are

thinking here, for instance, about psychiatric hospitals and the psychiatric services of general
hospitals.

Given the large number of players concerned, we sent the questionnaire only to institutions
which are easy to identifgnd whose principal mission is to provide psychotherapy services:
mental health services, services specialising in addictions, helspgatipsychiatry services

and psychiatric hospitals. An online questionnaire was sent-fmgileto these types of
organsations in Flanders (N=126) and Wallonia (N=192) and was therefore drafiedhin
Dutch andFrench (cfr. Appendix 3 and ¥ The response ragewere 41% and 24%
respectively. Compulsive computer and internet use was divided into six main categories:
gaming chatting and social networking sites, online gambling, online shopping, online
pornography and online stock market use. Three main questions guided our approach: the
organizations were asked to indicate for each category (1) if they often encountemsitof

this type of CIU/CCU, (2) if they develop initiatives aimed at the prevention of this specific
form of CAU/CCU and (3) if they consider themselves to be capable of dealing with the issues.

Beforelooking at theanswes tothese questions, we must not lose sight of the fact that the
expression Oproblem usebo or ocompul si ve u
Technologies (ICT) forms a heterogeneous whole from the clinical point of view. While the
point theseuseshave in ommonis that they all involve an ICT (computer, internet, gaming
console), they are nonetheless problems for which different types of care may be provided.

37 There is sometimes some discussion regarding the distribution of the services within the different lines of intervention.
For example, somesecohdi ne services are also present in the first |ine
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For example, 6compul sive gamblingo6, 6¥ex add
to use tle French abbreviation) are often treated by different services. A second difficulty lies

in our ignorance of the phenomena in question and the lack of consensus about them, either
on what to call t he ni. Whemansweringthe guEnnaireeve sent 6 e x i s
them, some services pointed out thatT he way t he question is fr.
might be a specific pathology. Current experience is that it is more of a comorbidity problem

(+ personality disorder, anxiety, addictions, etf)

In this chapter, the results of the online questionnaire will be discussed.iSiBedgium
mental health is a regional responsibility, the results will be presented separately for Wallonia
and Flanders.

3.2 Results for Wallonia

3.2.1 The first line

The parties intervening in the first line are concerned with these problems (CIU/CCU) and
play an important role in terms of preventidreatment and orientatiohe players in
guestion are so numerous that it would not have been possible to contact all of them. But we
did succeed in carrying out some surveys AMS centres, for example. The services we
contacted reported that they were essenteflgounteringifficulties with excessive use of

video games and social networks. According to these services, the other problems (gambling,
compulsive spending, etoyereless of a concern for them. We also contacted the Réseau
Alto (Alternative Drug Addiction) of the &iété Scientifique de Médecine Générale
(SSMGY*, who confirmed to us that they were seeing the problems described in the
guestionnaire and that they felt that they could handle them as part ofldinistervention.
OWith our act i aigengral mediciei aativity, ywe bare serimgg all these
problems, without having a specific or structural answdfe refer depending on the
applicantdés region, although few?specific se

3.2.2 The second line

We contacted thed6approved mental health services (MHS) in Wallonia and the 24 approved
MHS in the Brussel€apital Region (CocofR3 % of the services replied

38AI CS: Auteurs doélnfractions ° Caract re Sexuel.
39 Or rather the relevance of identifying them as a separate problem ...

40 Comment associated with the questionnaire by a psychiatrist responsible for service.

41 http://lwww.ssmg.be/

42 Comment added by ASSMG to its questionnaire.
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Figure 2: Do the MHS feel able to handle the different problems associated with
compulsive use of the internet, computers and video game@® = 20).

According to Figure 2, the MHS feel broadly able to cope with situations linked with
problematic use of video gam¢80%) and social networks (8). The situation is less
clearcut with regard to the other problems. There are probably two reasons for this. The
problems relating to gambling (6compul sive
benefited for seval years from clearly identified specialist services dedicated to them. To put

it another way, whether or not they are expressed via the internet, these situations are
regularly directed towards specialist services. Finally, with regard to compulsivdirgpen

6dabbling in the st ock rt meetingtleesedproblems (Figu®f ew s

this probaly explains theesults of Figure ®n this subject.

What situations do the MHS encounter?
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Figure 3: Situations encountered by the Frenckspeaking MHS (N = 20).

In addition, 6% o the MHS reported being interested in documentation and/or training on
the question of compulsive ICT use. With regard to the general provision of psychotherapy

35

(



services, we can likewise citbe family planning centredWhile their missions ara theory
focused on prevention, reception and accompaniment of questions linked to sexual and
affective life, practice on the ground shows us that some of these centres are equally active in
terms of the provision of general psychotherapeutic care. Our surveynef services backs

up this interpretation. Some family planning centres are handling situations in which the use
of ICT is posing a problem.

Some mental health servichave a remito develop specifiservicegaddicts, sex offenders,

the elderly). Amonghese, we find the treatment of sex offenders. We contacted them to see
whether they were seeing among their service users people grappling with compulsive use of
ontline pornography. Of the 10 services we asked, 5 replied. They all reported that they
regularly saw situations of compulsive use of child pornography. However, somedthegs

it was not always straightforward to decide whether or not such behaviour should be classed
as compulsive, and above all, their remit is not to address situatibhahi® to be subject to

legal proceedings. To put it another way, in the framework of their sex offenders mission,

they do not deal with situations involving t
on line. As to the latter, aside from thengeal services, sexolggconsultations are another
way of tackling such casean example being those providedahe 6 Cl i ni que de |

et du Coupled at the ¥wPontGogh <clinic in Marc

It is worth adding thatone of the therapists weomtacted reports that there are few
consultatons i f any, with regar dcanentian@mpuwlr nio\ge a@ d
materialwhere casedo not go to court. His view was that people in these situations (who are

not obliged by any legal constrd) are too ashamed to consult anyone. So this is a public
which engages in very little consultation. It is the legal injunction, linked to the illegal nature

of the material consulted, that will push these people to see a therapist.

3.2.3 Specialist addictiorservices

The services which have developesgpacializationin CIU/CCU often have their roots in the
6drug addictiond sector. Compul sive use of
behavioral addiction. Specialist addiction services have therefore been quite naturally taking
an interest in the questiolVe sent out a questionnaire to the 59 services affiliated to the
Walloon or Brussels FEDITO (federations of institutions for drug additt®.response rate
was27 %. With regard to these servicesgualification is in ordersome of them specialise in
dealing with serious situations ¢salled hard drugsmultiple substance dependsncand

have developed a lodemand threshold approach. These services have a specific practice and
they are not necessarily in the businessaoteptingless serious situans, such as
compulsive use of video games, for example. Nevertheless, some services do offer wider
provision in terms of dependencies. Foiormation, Figure 4shows us the extent twwhich

the specialist addiction services feel able to handle demaratsgeto compulsive use of

ICT. The shading in the responses is probably explained byub&fication introduced
above.
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Do the ‘addiction’ services feel capable of dealing with these
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Figure 4: Do the specialist addiction services feel able to handle the different problems
associated with compulsive use of the iatnet, compuers and video games? (N = 16).

3.2.4 Psychiatric hospitals

Although problems of this type are usually treated on an outpatient basis, the hospitals are
also faced with them, specifically in the case of hospitalisations linked to associated
comorbidity or via their outpatient consultations. This is why we sent the questionnaire, on
the basis of the listing of the Belgian association of hospitats 24 psychiatric hospitals and

21 psychiatry services in general hospitals in Wallonia andsBlai§ he response rate was
24%. It seems that they do occasionally come across the problems we are interested in.
Figure 5showsus the situations already encountered by the services which resiorttie
guestionnaire. Some respondesttessedhe fad¢ that such situations were rare.

What situations do the hospitals encounter?
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Figure 5: Situations encountered by the FrencHanguage hospitals (N = 10).

43 http://lwww.hospitals.be/francais/hopitaux.html
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Finally, Figure 6showsus that unlike the MHS, the hospitals do not necessadidyesshese
situations. This is probably not a question of competence, but more one of frameworks for
intervention and priorities.

Do the hospitals feel capable of dealing with these problems?
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Figure 6: Do the hospitals feel able to handle the different problems associated with
compulsive use of the internet, compters and video games? (N = 10).

3.2.5 Certain services are developing a specific project

As a rule compulsive use of ITG relatedto specific content (video games, gambling, etc.).

The services dealing with compulsive use of such content before the arrivalintettmet and

ICT naturally treated requests with regard to such compulsive use expressedasthime

began to emerge. This is the case, for inst:
gambl i ng6. -speaking pareof therceunte,bervices are clearly identified for the
treatmentthey providefor problem use of the internet, computers and video games. More
specifically, they treat situations of abusive use of video games and gambling. They have also
created the Jdmgcadhetpt oongambigamddéd working gr ou
the Clinique du Jeu Pathologique Dostoie¥s(CHU Brugmanri Brusselsi which is also

open to requests in Dutch), the ASBL Le PélfégBrussels), the day hospital La ¢1é
(Liége)and the Cener ALFA*" (MHS i Liége). In addition to these services, we can also cite

the ASBL Nadj& which, in collaboration with CRéSdR) offers training for professionals

in the use and problem use of IG@&sed omesearch commissioned by Wallonia in 2009. This

systemn, based on a twday module, has already been used to train over 300 professionals

from the mental health, education and yowtirk sectors on questiomslating toproblematic

44 http://lwww.cliniquedujeu.be/

45 http://lwww.lepelicarasbl.be/

46 http://lwww.hjulacle.be/

47 http://lwww.centrealfa.be/

48 http://www.nadjaasbl.be/

49 Approved Walloon Mental Health Services Reference Cehtte://www.cresam.be/
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use of the internet and video games. The various services referred to above are the French
| anguage Obeacons of expertisebd currently
services mainly offeoutpatient care. Day-time or nighttime hospitakation is generally
envisaged where the problem is associated with a major psychopathology, such as a
depressive episode or a product addiction, for example. These services boast various
therapeutic approaches: cognitivehavioral, systemic, psychoanadgal, NLP. In addition,
although this is not necessarily family therapy in the strict sense, the parents are often
involved in the treatment where the patient lives under their roof. By way of an example, the
therapists may work on the sigg of a contrat between the gambler and his/her parewoit’'s
perhaps use a time shéetraise thdormeb s awar eness and wor k on
stop, etc. Thasaid as with all other problems, the approaches vary and form part of the rich
tapestry of options aiable in the territory. These services also offgiormation via
brochures50 and on their internet sites. This informationtargets both the users and those
around them, as well as theofessionals. Sometimes, they offer visitors the chance to take a
ted to see whether or not they are suffering from abusive use. The Clinique du Jeu
Pathologique Dostoievski also offers a freephone number and ahdétpeprogramme
accessible on the internéttip://stopjeu.niquedujeu.bé/available to players seeking to stop

or reduce their gambling. Finally, we must mention support groups and parental
support set up by these institutions. Parental support can be individualised or in groups. Its

aim is to help parentdeal witht hei r childrends risky behavi

groups, some of them led by professionals, others not-h8kif groups modelled on

C

1

Alcoholics Anonymous exist, fomstance t o hel p O6compul si ve gam]

Gamblers Anonymas in Liege, Brussels and Marebe-Famenne.

3.3 Results for Flanders

3.3.1 The first line

Amongthe most important parties in the first line service for mental health in Flanders are the

Centres for General Wel fare (CAW). I n Fl and

were all asked to fill in our questionnaire. The response rate was 52%. Tingaabof the

CAWs is to identify a problem and to offer assistance where possible. If necessary these
organizations will refer to second line support. The thresfarldeekng help at a CAW is

very low: there are no waiting lists and the first contadlgays freeof charge Figure 7

shows that more than half of the centasountethe compulsive use of games (54,5%), chat
and social networking sites (54,5%), gambling (58,3%), online shopping (50%) and online
pornography (75%). Problems linked to #t@mpulsive use of dabbling in the stock market
online are encountered by 25% of the CAWsnajority of the CAWSs feels that they are able

to deal with problems of CIU and CCU, despite the fact that they usualhyotbave a
specific initiative aimed at #se types of compulsive behavior.

50 For example, the brochuiees jeux sont faits, rien ne va plugssociated with a support booklet designed for-fiingt
professionals.
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What situations do the CAW's encounter?

10056
90%
B80%
0%
0%
0% B Don't know
W Does NOT encouter this type of problem
056 B Encouters this type of problem
30%
20%
10%:
1]

Games Gambling Dnllne shnpplng Stock market Sexuality
netwnrkmg sites

Figure 7: Situations encountered by the CAVW &N = 13)

The Centres for General Welfare have subdivsicateringspecifially for youngsters and
young adults agkl2 to 25 (JAC)There are 29 JACs in Flanders and Brusséddp may be
sought anonymouslgt a JAC ands free of charge and there are no waiting list8roblems
related to the compulsive use of games (60%), chatting and social networking sites (54,5%),
online gambling(70%) and online pornography (60%) are encountered ttogjority of the

JACs. The compulsive use of online shopping (16,7%) and dabinlitige stock market
online (9,1%) are encounteredbaless Figure §.

What situations do the JAC's encounter?

100%
90% -
80% -
70% -
60% -
50% 1 = Don't know
40% 1 M Does NOT encouter this type of problem
20% 1 M Encouters this type of problem
20% -
10% -
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Games Social Gambling  Online Stock Sexuality
networking shopping market
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Figure 8: Situations encountered by the JA® &N = 13)
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A majority of the JAG@s which filled in our questionnaire indicate that they are capable of

dealing with each of the types of compulsive behawemareaddressg. However, ompared

to the CAWSs, the number gfouth subsections answering this questianthe affirmative
appeared to be | ower. Al most none of the JA!
any of these issues.

3.3.2 The second line

In Flanders there are 20 Centres for Mental Health (CGG), whérke all contacted. The

response rate was 55%. Usually someone is referred to a CGG by another service (e.g. GP,
CAW, JAC,). Problems related to addiction ar
offer both medicapsychiatric and psychotherapeutissistance. This assistance is not
completely freeof charge but the contributiorexpectedfrom the patientsis limitec®™. In

2011, the waiting time foan appointment concerning an addiction problem was on average

36 days. The second appointment (usually also the first treatment session) will on beerage

32 days later.

Figure 9showsthat the CGGs, compared to the CAWs and JACs, encounter to a greater
extent situationsvherethere iscompulsive use of games (72.7%), social networking sites and
chatting (90.9%), and online gambling (63.6%). Problems related to online shopping (27.3%),
dabbling in the online stock market (27.3%) and online pornograpbhyp%) are also
encountered, but to a lesser extent.

What situations do the CGG's encounter?

100%

90% - T

B0% -

70% -

60% -

0% 1 Don't know

40% - B Does NOT encouter this type of problem
30% - M Encouters this type of problem

20% -

10% -

0% - T T T T T

Games Social Gambling Online Stock market  Sexuality
networking shopping
sites

Figure 9: Situations encountered by the CG® &N = 11)

51http:/lwww.zorgen-gezondheid.be/Cijfers/Zorgaanbed-verlening/Geestelijkgezondheidszorg/Helang moeteen
cli%C3%ABntwachterop-eenbehandelingij-eenCGG/
52http://lwww.zorgengezondheid.be/Zorgahod/Geestelijkeggezondheidszorg/Centraor-geestelijkegezondheidszorg/
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Figure 10shows thata | | OnBiGhdfiked in our questionnaire feel able to deal with
problems related to the compulsive use of games, social networking sites and chatting, and
gambling. In addition, compulsive behaviorelating toonline shopping, online use of the

stock market and onlinpornography can be treated by ar ge maj or ity of C
CGGo6s also offer a specific initiative ai me
forms of CCU or CIU. These initiatives are discussed more extensively at the end of this
chapter.

Do the CGG's feel capable of dealing with these problems?

100% -
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T0%
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40% u Feels capable of dealing with this
30% - problem
208
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Games Social  Gambling  Online Stock Sexuality
netwaorking shopping  market
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Figure 10 Do the CGGobés feel able to handle the
Clu/CCU? (N =11)

3.3.3 Third line

Just as in Wallonia, problems related to CCU/CIU are in most cases treated on an outpatient
basis. In caseof comorbidity, psychiatric hospitatso mayface these types of compulsive
behavior. Therefore our questionnaire was sent to 36 psychiatric hospitals in Flanders based
on the list of the Flemish Agency for Care and He&altlihe response rate was 28%.eTh
results show that psychiatric hospitaiscountetCCU and CIU less often compared to first
andsecond line serviceigure 1). A couple of psychiatric hospitaighich did noffill in the
guestionnaire indicated bgmail that they almost never encountgroblems related to
CCU/CIU. All the psychiatric hospitalsvhich completed the questionnaire, indichtinat
theyare capable of dealing with these types of compulsive behavior.

53 http://www.zorgen-gezondheid.be/Zorgaanbod/Ziekenhuizen/Psychiatrizeienhuizen/
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What situations do the psychiatric hospitals encounter?
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Figure 11: Situations encountered by the psychiatridciospitals (N = 10)

3.3.4 Certain services are developing a specific project

In the Dutchspeaking part of Belgium, several services have a spguifigramaimed at
CCU and CIU. The noprofit association for alcohol and other drug problems (VAD) is the
coordnator of most orgamations in Flanders whesore business is dead with problems
related to for example alcohol, drugs and gamblifd The VAD also offers a wide range of
activities on the topic of CCU/CIU, mostly in cooperation with other organizstio the
field. Training sessions abotite internet and gaming are organized a regular basifr
prevention workersThe goal of those sessions ispi@vide information about the problem
and to explain what can and caot be done to prevent if.he different formsof therapy are
alsodi scussed. I n addition, the VAD has devel
parentteacher meetings about gaming, alcohol and other dr&gparding gaming
specifically the goal is to help parents to educate their children so that gaenimagns
something that is fun and doest evolve into problematic behaviotit.On the website
www.druglijn.be, the VAD offers a series of selds for gaming, internet and gambling
behavior where people of 18 years and older canwiiesthertheir use of those activities is
problematic or not. After completing the test, feedback is given on the extent to which the
behavior is problematic. The aralureport of 2012 shows that the internet test has been
completed B92 times, the test for gambling 679 times and the gaming,@%t fimes. The
Druglijn can also be contacted by phonenail, Skype or chat. In 2012, the Druglijn
answered 6561 different typesof questions related to drugs. 1% of those questions was about
internet or gaming and 2% about gambffdrurthermore, the VAD also coordinated the
testing of a treatment protocol for compulsive gaming developed byN#tberlands
organisation Noadic Kentron. Other orgazations involved in the project are CGG Vagga,

54 http://www.vad.be

55 http://www.vad.be/materiaal/draaiboekenrichtlijnenfmgknaareen-kick-draaiboekvoor-eerrouderavonebver
alochol-enanderdruggebruikbij-jongeren.aspx

56 http://www.vad.be/media/17359/jaarverslag_dl_2012.pdf
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CAD Limburg, CGG Eclips, CGG Waas and Dender, CGG VlaBnabant Oost and CGG
NoordWest Vlaanderen.

CAD Limburg is a pioneer in the development ofpebgramaimed specifially at the
compulsive use aheinternet and gaming. The orgaation offers outpatient consultations to
help people who suffer from CCU or CCU. In 2011, CAD Limburg treated 20 people for this
type of problem. The orgargation alsoworks on prevention by orgaring information
sessions for parents, teachers and many other interested target groups.

CGG Waas and Dender orgaes training sessions about gaming and gambling for teachers
and parents. The orgaation also has a specifprogramto help both youngsters and adults
suffeiing from a ganng or gambling addictionfFor youngsters and young aduisecifically,

early interventions offered, which forms a bridge between prevention and treatment. In five
to seven sessions the clientg anotivated towards setéflection and a change of behavior.
Thee CGG also offers treatment by means of individual sessions.

CGG Eclipsalsooffers training sessions for parents, teachers and counseltrs topic of
gaming. In addition, the organizati has a specifiprogramfor young people suffering from
compulsive game use. In five individual sessions, youngsters are motivated to deal with
games in a responsible way. If necessary the CGG offers faltosessions.

The Alexian Brothers' PsychiatrHospitalin Tienen started in October 2012 with a specific
outpatientapproachaimed at young people who suffer from compulsive gaming behavior.
Together with the client, the compulsive use is arslyand alternatives amought and
identifiedto replaceghe time spent on gaming.

3.4 General conclusions

First of all we would like to point out that imoth Walloniaand Flanders, above and beyond

the curative aspects, major preventive work is beimgeby many services. This preventive

work generally appli® not only to compulsive use, but more broadly to all problem uses of

ICT. For example, it will include the issues of cyber bullying and privacy. In recent years,

some players in the health, education and youttk sectors have been particularly active on

this subject. These include the open suppor
mediators (education sector), media education services and Child Focus.

Most secondine services in Flanders and Wallonia amcounteringproblems associated

with compulsive use of ICT. Compulsive use of video games and social networks are the
points flagged upmost oftenby the CGG and MHS. Moreover, the latter feel capable of
coping with these situations. These services encounter feveess aaf compulsive use
associated with gambling and sexuality, and far fewer cases associateshiigshopping

and dabbling in the stock market. With regard to these problems, there seems to be a

57 http://www.cadlimburg.be/website%20cad/Ambuktitp2011.pdf
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difference between Flanders and Wallonia: services isahéh of the country feel less able

to handle thesessues perhaps because they encounter them very rarely and there are
specialist services to which some of them can be retdd@spitalsencountethese problems

to a lesser extent. When it does happeis generally as part of their outpatient consultations

or hospitalisation linked to a psychiatric comorbidity. In addition, some services have
developed a specific initiative with regard to compulsive use of video games and gambling. In
Wallonia, thes form beacons of expertise to which certain general services direct their cases.
Flanders has some specific initiativeieveloped as part of the CGG. The latter collaborate
with the CAD and the VAD which are also very achivenvorking onthe compulsivause of

ICT. Finally, let us note that the vast majority of the services contacted indicated their interest
in documentation and/or training on these issues.
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CHAPTER 4:

Compulsive computer and internet
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4 Compulsive computer and internet use in Belgium among adolescents

4.1 Methodology

In order to assess the extent of CIU among adolescents in Belgium and in search of their
characteristics, a standardized written questionnaire was developed basedtasispaad
therefore tailormade and comprehensible for the age group of 12 to 17 gkhrd paper
andpencil survey was distributed to childrenthe first, third and fifth yearof secondary
school. Based on lists of all secondary schools on the sites of the Flemish and Walloon
Ministries of Education50 schoolsn each region were ssited at randonihe princigals of

the schools were contacted by letter ona@il and received a telephone call a few weeks later.
Eighteensecondary schools agreed to participateun study(May and SeptembeDctober

2012), which led to a representats@mple of 1002 respondents. The surveys were drafted in
French and Dutch by native speakers (see appéndixd §: 591 respondents filled in the
Dutch version of the survey and 411 completed the French version. All questionnaires were
completedin the chssroom duringa class (= 50 minutes) in the presence of one of the
researchers and a teacher or supervisor of the school. The children were allowed to ask
guestions if a certain item or question was unclear.

The sample contains 59% Flemish and 41% Walloon secondary school children. The average
age is 15.21 years. The sample consists of 50.6% girls. Schools of the four different types of
schooling in Belgium (generatducation technical training,vocational training and art
education) are included in the sample. 39.6% of the secondary school children in the sample is
in general education and 8.9% in art education. 26.8% of the children is in technical and
24.7% in vocational educatiomhe exact wording and ced of the questionsan be found at

the end of this repart

4.2 Results

4.2.1 General internet use

Almost all adolescents have internet access at home (99.1%) and the majority has their own
computer (80.9%). Furthermore, 60% reports pogsgss smartphone. For264% of the
youngsters, internet is available both in a common room (e.qg.. kitchen, living sowh)

their bedroom. 26.2% can only go online in a common room and 11.4% only has internet
access in their own room. The average time spent online per we2khaurs and 9 minutes,
which correspondi® 1 hour and 44 minutes per day.

 Online activities

Table2 gives an overview of the extent to which specific online activities are being used by
the youngsters in our sample. The results indicate that adolescents use the internet for three
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main purposes: communication, information and entertainment. Streamingsnaoa music
appears to be a popular activity among secondary school children. 29.6% does this multiple
times a day and 21.9% (almost) every day. Chatting iseslgaged in tca great extent by the
respondents: 19.7% chats online multiples times a damly 22.8% (almost) every day.
Furthermore, the internet appears to be used on a regular basis tenseit&land to look for
information. The majority uses the internet to download (75.18%)arying degrees. Visiting

erotic websites and online shopping #&ss popular compared to other online activities, but
are neverthelessngaged irby a substantial part of the young internet users: 28.7% and 20%
respectively.

MO\:]iqisSiaCnd Chatting E-mail  Information Downloading wEerl());ii(t:sls S:‘Z ;t,?ﬁg
Never 1,7% 9,9% 17,7% 3,6% 24.9% 71,3% 80,0%
1 day per week orless 8,9% 14,1% 27,6% 22,0% 31,0% 11,5% 17,2%
2 -3 days perweek 18,3% 20,2% 23,9% 35,0% 20,1% 8,8% 1,9%
4 -5 days perweek 19,6% 13,3% 12,3% 16,1% 8,8% 2,9% 0,3%
(Almost) every day 29,6% 22,8% 13,4% 18,1% 8,3% 3,0% 0,4%
Multiples times per day 21,9% 19,7% 5,1% 5,1% 6,8% 2,6% 0,2%

Table 2: Online activities
 Games

66% of respondents indicates playgames. Within this group of gamers, 57.6% plays both
offline and online games, 13.9% only plays online and 28.5% only offline. The amount of
time spent on offline gaming is 1 hour and 7 minutes on a school day and 2 hours and 16
minutes on a noschool dg (e.g. holiday, weekend). Online gaming takes up 1 hour and 8
minutes on a school day and 2 hours and 41 minutes on-achool day. 39.9% of all
gaming adolescents tries one new game every month. 20.4% tries out two and 7.1% three new
games on a monthlgasis. 10.3% of the gamers in our sample even plays 4 or more new
games every mont h. The remaining 22.3% indi
month. When looking at the types of games that are played the results show that adventure
games (59%), aion/FPS games (50%), fighting games (48%) and-rand sport (55%)

games are very popular among the group of gamers. Digital versions of traditional games and
puzzle games appearheplayed to a lesser extent

Types of games

100%
80%
. 59%
60% - 50%  48% 55%
40% - 31% 27% 28%
16% 18%
0% i T T T T T T T . T ._\
Adventure Fighting Strategy Social games Puzzle

Figure 12 Types of games playedby adolescents
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1 Social networking sites (SNS)

88.2% of the secondary school children has a profile on at least one SNS. Facddyofak is

the most populawith 95.4% of the SNS users having a profile. Twitter and Netlog are less
popular. Respectively 28% and 20.2% of the adolescents with a profile uses these sites.
MySpaceattractslittle interest among young people in Belgium and is used by only 1.8% of
respondents. Furthermore, 33.1% indicatsimgother SNS thathose includedn the study.
Examplesmentioned are Google+ (1.2%) and Tumblr (3.7%). Skype (7.1%) and MSN
(14.7%) arealsoseen as SNS by the youngsters in our sample, alththiagis an arguable

point On an average school day, secondary school children spent 1 hour and 15 minutes on
SNS.On aweekenddayor a holidaythe time spent on SNS increasgsanhour: 2 hours and

16 minutes.

4.2.2 Compulsive internet use
1 Prevalence

Compulsive internet use was measured using the Compulsive Internet Use Scale (CIUS)
which consists of 14 items rated on a scale ranging from never (= 0) to very often (= 4)
(Meerkerk, 2006). When applying a enff point of on averag® and more correspoimg) to

the response category O0someti mesb6é, a prevale
in the adolescent sample. The average score is significantly higher in the compulsive group

(M = 2.4) compared to the necompulsive grougM = 0.86)(t(130.986) =-32.407, p < .01).

To gain more insight to the seriousnessof the compulsive use, three groupgere
distinguished based on the average CIUS score. Bajilees an overvievof the prevalences

for each group. The highest prevalence (6.4%) isdan group 1 with average CIUS scores
ranging from 2 to 2.49. 1.9% of the respondents in the sample can be found in group 2 with an
average CIUS score between 2.5 and 2.99. In the highest group with scores ranging from 3 to
4, a prevalence of 1.2% wasasdished.

Group 1 (27 2.49) 6.4%
Group 2: (2.57 2.99) | 1.9%
Group 3: (37 4) 1.2%

Table 3 Different groups of compulsive internet users
1 Time spent online

When examining the amount of time spent online by both groups the results indicate that the
compulsive users spent significantly more time online on a weekly basis compared to-the non
compulsive users: 22 hours and 31 minutes versus 11 hours and 3 n(if@ae&61) =-

7.952, p < .05). This correspontts an average of 3 hours and 13 minutes per day in the
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compulsiveusersgroup and 1 hour and 34 minutes per day in the-amnpulsiveusers
group.

1 Socicdemographic profile

The compulsiveusersgroup consists of 54.3% boys and 45.7% girls. Compulsive internet

users are on average 15 years blabking at education leveihe results show that 40.4% of

the compulsive users is in technical education compared to 26% mdtempulsive users.
Compulsive internet userarefound less in general education (27.7%) compared to their non
compulsive counterparts (41.3%). Furthermore the results indicate that 28.7% of the
compulsive group is in vocational education compared to 22.9% abthe€ompulsiveusers.

To conclude, 3.2% of the compulsive wsigrin art education. For the naompulsive group

this is 9.9%. A Pearson chguare test indicates the association between education level and
whether or not an adolescent suffers from compulsive intersee i s si gni fi cant
p < .01, df = 3. Respondents were also asked about their family situation. The results show
that parents of compulsive users are less often married (44.7%) compared to parents of non
compulsive internet users (60.6%) and renooften divorced: 31.9% versus 24.9%.
Furthermore compulsive users are more often living with a single parent (6.4%) compared to
nortcompulsive users (2.5%). 11.7% of the compulsive internet users indicated that their
parents are living together but aret married versus 9.3% of the roampulsive users. This
association between marital status of the parents and compulsive internet use appears to be
significant: G | = 12,15, p < .05, df = 4. N
brothers and sters and the ordef birth within the family. Nor was anydifference found

between the compulsive and roompulsive users grous regarding the indication
adolescents gave about their paréftsncial situation

i Parental control

Adolescents weresied to answer several questions dealing with the extent to which their
parents impose rules about their internet behavior. The scale contains items measuring rules
about the content of the internet use on the one hand and rules about the time speon online
the other hand. The results indicalte existence o& negative correlation.(52) between

rules about the content and the average CIUS score. This means that the more strict parents
are about what their children do online, the lower the score onst¢hke measuring
compulsive internet use. This negative correlation also implies the oppositiewiethe

rules about content, the higher the score on the CIUS scale. When looking at rules about the
time spent onlingthe correlation appears to be po&t(.165) indicatinghatthe more rules
parents set about the time spent online, the higher the average score on the CIUS scale. A
possible explanation for this result is that parents who notice that their childrehas|otof

time on the internet stiato impose more rules concerning time.
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1 Attitude towards school, personality and psychosocial wellbeing

Respondents were asked to indicate on a scale from 1 (= not at all) to 10 (suatyyhow

much they liked going to school. The average score afidheompulsive users is higher (M

= 6.06) than that of the compulsive users (M = 5.17). Independent sataptsg) shows that

this difference is significant: t(919) = 3.517, p < .05. Furtiee, the secondary school
youngsters indicated on the same scale how they are doing at schtd®@ basis otheir
grades. Again, the average score is significantly lower in the compulsive group: M = 6.47
versus M = 7.06 (1(106.383) = 2.828, p < .05).

The groupsare compared regarding the five personality dimensions measured by the Quick
Big Five (see methodology section): extraversion, conscientiousness, emotional stability,
resourcefulness and agreeableness. No difference is found be¢heegaups wien looking

at the personality dimension extraversion (t(102,907) =1.865, p >.05). The results do indicate
that compulsive internet users have lower scores on the trait conscientiousness: M = 17.17
versus M = 19.36 (1(884) = 4,290, p < .0bhe compulsivaisers (M = 19.38) score lower on

the personality dimension resourcefulness compared to theamopulsive users (M = 20.91)
(t(104,594) = 2.994 p < .05). Furthermore, emotional stability appears to be lower in the
compulsiveusersgroup: 16.42 versus 18.48(877) = 4.770, p < .05Dn the final dimension,
compulsive users (M = 22.72) score lower on agreeableness compared-domurisive

users (M = 23.70) (t (895) = 3.087 p < .05).

In the present study, psychosocial weding is established by lookingt four indicators:
depressive feelings, sadsteem, perceived control over your life and loneliness. Differences
are found for all these indicators when comparing compulsive tecompulsive users of the
internet. Compulsive users experience more rigsliof loneliness compared to their non
compulsive counterparts: M = 28.66 versus M = 24.66 (t(879.413, p < .05). A lower
score is also found in the compulsive group (M = 31.77) when looking atstelm (t(868)

= 6.759, p < .05) compared to the nAmompulsive group (M = 36.27). Furthermore,
compulsive users have less perceived control tharcaompulsive users: M = 21.62 versus M

= 24.47 (t(880) = 6.431, p < .05). Finally, the results show more depressive feelings among
respondents in the compulsiusersgroup (M = 13.7) compared to respondents in the non
compulsiveusersgroup (M = 8.78) (1(892)40.278, p < .05)(for correlation overviewsee
Table 12,p. 63)

1 Predictors of compulsive internet use

Hierarchical regression was used to established predictors of compulsive internet use. The
average score on the CIUS scale was used as the dependent variable. Gender and age were
entered in the first block, betas and significance levels are reportedoak iGt&abled. This

first block of age and gender explains 0.7% of the variance, F(2, 683) = 3.26, p < .05.
Personality traits of the Quick Big Five were entered in Step 2 and explain an extra 11.5% of
the variance in average CIUS score, F(7, 678) = 74.p% .05. Another 11.4% is explained

when entering psychosocial wdleéing variables in the third step (Step 3), F(11, 674) = 20.19,
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p < .05.Entering attitude towards school in step 4 adds an extra 0.6% to the predictive model.
In sum, the block of agand gender together with personality traits, variables related to
psychosocial welbeing and attitude towards school explain 24.2% of the variance in average
CIUS score (F(12, 673) = 19.241, p < .05).

Beta p nw
STEP 1
Gender -.170 .001 0.7%
Age -.008 .505
Adjusted R 0.7%
STEP2
Extraversion -.003 .586 11.5%
Agreeableness -.008 .452
Conscientiousness .-008 .168
Emotional stability -.005 .526
Resourcefulness -.007 .294
Adjusted R 12.2%
STEP 3
Loneliness -.002 .622 11.4%
Perceived control -.002 .149
Selfesteem -.006 312
Depressive feelings .056 .000
Adjusted R 23.6%
STEP 4
Attitude towards school -.030 .009 0.6%
Adjusted R 24.2%

Table 4: Predictive regression model 1 for average CIUS score

Furthermore, a second more compagression model (Tabl) wastested and explains in

total 30.1% of the variance in average CIUS score. Gender was entered in step 1 and explains
0.4%, F(1, 796) = 4.362, p < .05. Attitude towards school was entetlieedsacond block and
explains an extra 3.2%, F(1, 795) = 15.905, p < .01. Another 3% is eeghlairen entering

rules that parents impose abbothtime and content in the third step, F(3, 794) = 19.724, p <

.01. Another important variable is the tingpent lazing around. This can be seen as
unstructured time, time in which adolescents raseconducting aspecificactivity. Entering

this variable into step 5, 5.9% addedo the model, F(5, 792) = 23.693, p < .01. Depressive
feelings and resourcefulse are entered ithe last step and explain the largest amount of
variance in average CIUS score by adding 17.6%, F(7, 790) = 49.976, p < .01.
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Beta p n

STEP 1

Gender -.045 .145 0.4%
Adjusted R 0.4%

STEP2

Attitude towards school -.086 .006 3.2%
Adjusted R 3.6%

STEP 3

Rules about content -.130 .000 3%
Rules about time .213 .000

Adjusted R 6.6%

STEP 4

Time spent lazing around .235 .000 5.9%
Adjusted R 12.5%

STEP 5

Depressive feelings 409 .000 17.6%
Resourcefulness -.100 .001

Adjusted R 30.1%

Table 5 Predictive regression model 2 for average CIUS score

4.2.3 Compulsive gaming
1 Prevalence

The Videogame Addiction Test (VAT) (see Methodology section) was used to ascertain the
prevalence of compulsive game use among the sample of secondary school children in
Belgium. By analogy with the Compulsive Internet Use Scale (CJlaSutoff point of on
average2 and more (= sometimes) is used as an indicator of compulsive use. The results
indicate a prevalence of 11% compulsive gamers in the total sample after applying-this cut
off. There is a significant difference between the average VAT score when comparing the
group of compulsive gamer§M = 2.5) to the groupof noncompulsive gameréM = 0.8)
(t(208.697) =33.798, p < .01).

Looking at thenumbersof compulsive gamers fagachof the three categories (Tably €he

results show that the highest prevalence (6.3%) can be found in group 1 with VAT scores
from 2 to 2.49. A prevalence of 3.3% was established in group 2 with VAT scores between
2.5 and 2.99Finally, 1.4% of the dolescents in the sample can be found in the highest
category of compulsive gamers with average VAT scores ranging from 3 to 4.
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Group 1 (21 2.49) | 6.3%
Group 2: (2.57 2.99) | 3.3%
Group 3: (371 4) 1.4%

Table 6. Different groups of compulsive gamers
1 Types of games

The compulsive and necompulsive gamers diffen the types of games they prefer. 68% of

the compulsive gamers plays adventure games which is significantly more than thef 58%
noncompul si ve gamers (G 2. AstionF-PH5dhrRes argisomore. 0 5
popul ar among compul sive gamer s: 74% versus
games are played by 63% of the compulsive gamdrh is again more than the 4486
noncompul si ve gamer s ( 62 Fimlly,ltlfere a5 diffggencein . 05,
the use of MMORP® in both groups. These games are played by 42% of the compulsive
gamers, but only 24% of the gamers in the-nompulsive group appears to have an interest

in MMORPG6s (62 = 12. D.7No,signficank differénées wedeffound
regading the other gamigypes (Figure 13)

Types of games

100%

80% +  68% 74%
50% 1L 5735 56%
42%

age + 32% 31% 29%

24% 25 17% 19%
s l ie-l 1i I
0% 'r'f T T T T T T T T r'”

Adventure Action/FPS  Fighting Race and Strategy  MMORPG Social Digital Puzzle
sport games version
traditional
games
M Compulsive gamers MNon-com pulsive gamers

Figure 13 Types of games played by compulsive and nesompulsive gamers

1 Time spent on online and offline gaming

On a school day compulsive gamers spent 1 hour &ndibutes on offline gaming. This is
significantly more than the nesompulsivegamerswho spent 56 minutes on gaming offline
(t(108.277) =-3.175, p < .05)On a nonschool daytoo the amount of time speig higher

%8 Massively Multiplayer Onlie RolePlaying Games
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among the compulsive group: 3 hours and 23 minutes versus 2 hours and 2 minutes
(t(123.271) =-4.092, p < .05). The same differences are found when looking at online
gaming. On a school day, compulsive gamers play 2 hours and 26 minutes online compared to
50 minutes in the nenompulsive group (t(96.975) £6.922, p < .05). The time spent on
online gaming is higher in both groups, bl differential isnuchhigher among compulsive
gamers: 5 hours and 45 minutes versus 2 hours and 4 minutes (t(94-62d)65 p < .05).

1 Socicdemographic profile

The compulsive group consists mainly of boys (85.7%). Girls are clearly-teptesented in

this group and appear to suffer less from compulsive game use. The average age of the
compulsive gamers is 15. Diffarees are found regarding education level as well. The results
indicate that 38.5% is in technical education, whereas only 24.4% of theongulsive

users can be found in this education level. Furthermore, 33% of the compulsive gamers is in
vocational edaation which is again less compared to the 20.7% of thecaopulsive
gamers. Compulsive gamers are found less in general education (24.8%) compared to their
non-compulsive counterparts who are clearly more represented at this education level
(47.5%). Toconclude, 3.7% of the compulsive gamers is in art education compared to 7.4%
of the norcompulsive gamers. A Pearson-shuare test shows that the association between
education level and whether or not an adolescent suffers from compulsive gaming is
signf i cant : G| = 25,033, p < .01, df = 3. Con
nonrcompulsive internet users, no difference could be found betweznwo groups of

gamers regarding family situation when examining marital status of the paremtisemof
brothers and sisters and thieth order of the respondent. A negative correlation with VAT
score was found for the indication the respondents gave @id@uparentdfinancial situation

(-.110).

i Parental control

As with the results for comgsive internet use, significant correlations are found between the
average VAT score on the one hand and rules about the time spent on the internet and rules
about the content of that internet use on the other hand. Again, a negative correlation was
found with rules about the content147). For rules about the time spent on the internet, a
positive correlation with the average score on the VAT (.9&%) found

1 Attitude towards school, personality and psychosocial wellbeing

The average score on thelsba measuring the adolescentso
significantly lower in the compulsive group: M = 5.05 compared to M = 5.95, t(147.97) =
3.59, p < .01). Also the indication respondents gave about their gradeser among
compulsive gamers (M =55) compared to necompulsive gamers (M = 7.04), t(146.104 =

2.484, p < .01).
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The groupf compulsive and neoompulsive gamers were compared by looking at the five
personality dimensions integrated in our survey. Similar to the results of the ceonpari
between compulsive and n@ompulsive internet users, no difference was found betteen
groups of gamers regarding the personality trait extraversion. Differences were found when
looking at the four other dimensions. Lower scores were found fgrettsmnality dimension
agreeableness: M = 22.59 versus M = 23.75 (1(582) = 3.778, p < .05). Compulsive gamers (M
= 19.82) also score lower on resourcefulness compared to theaonguulsive counterparts

(M =20.97), 1(582) = 2.774, p < .05. Moreoytreyare less emotionally stable (M = 17.55)
compared to nogompulsive gamers (M = 18.75), , t(571) = 2.7, p < .05. Finally, differences
occur when looking at the personality dimension conscientiousness. Again, lower scores are
found in the compulsive groug gamers: M = 17.59 versus M = 19.04 (t(570) = 2.936, p <
.05).

Compulsive and neoompulsive gamers show differences when examining the indicators of
psychesocial wellbeing. First of gllcompulsive gamers experience more feelings of
loneliness (M = 27.85) compared to the faompulsive gamers (M = 24.96) (1(573)}39.70,

p < .05). Also, a higher level of depressive feelings is found in the compulsive group: M =
12.05 versus M = 9.08 &85) =-6.350, p < .05). Lower scores on the other hand are found
among compulsive gamers (M = 22.62) when looking at perceived control over their own life
compared to nogompulsive gamers (M = 24.44), , t(574) = 4.279, p < Bbally,
compulsive gamerscore lower on seksteem: M = 34.08 versus M = 35.89, t(566) = 2.609,

p < .05.(for correlation overview see Table 12, p. 63)

1 Predictors of compulsive gaming

Regression analysis was used to distinguish predictors of the average score on the Videogame
Addiction Test (\AT). In the first model (Table)7 gender and age were entered in the first

block and already explain 13% of the variance in average VAT score (F(2, 437) = 33.73, p <
01).Gender is a very strong predi3% prk .0 f t he
indicating that boys are more likely szorehigher on the scale. Attitude towards school is

entered in the second step and explains an extra @&(306436) = 27.08, p < .01). The five
personality dimensions of the Quick Big Five are inaded in the third block and explain

8.4% above the first two steps (F(8, 431) = 10.21, p < .01). Agreeableness is the only
significant predictor( b -.E7, p < .01) in this block. Variables indicating psychosocial
wellbeing are entered in the fourth dadt block explaining an extra 4.9%(12, 427) = 8.31,

p < .01). Perceived contrélb -. 4 2 0, p < .01) and depressive |
significant predictors in this steplhe block of gender and age, followed by attitude towards

school, personality and psychsocial wellbeing in the next steps explain 28.4% of the
variance in average VAT score.
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Beta p n

STEP 1

Gender -,389 .000 13%
Age .031 474

Adjusted R 13%

STEP2

Attitude towards school -.034 .452 2.1%
Adjusted R 15.1%

STEP 3

Extraversion .050 274 8.4%
Agreeableness -.157 .001
Conscientiousness -.073 117

Emotional stability -.040 439
Resourcefulness -.076 .098

Adjusted R 23.5%

STEP 4

Loneliness .001 .982 4.9%
Perceived control -.120 .031

Selfesteem .002 .968
Depressivdeelings 216 .000

Adjusted R 28.4%

Table 7: Predictive regression model 1 for average VAT score

A second regression model was composed with only the strongest predictors of the average
VAT score in order tarrive ata more compound predictive model. Gender was entered in
step 1 and explains 10.9% of the variance in average VAT #e(re518) = 643, p < .01).
Beyondthat the model shows that gender is the strongest predictor of the average score on
the VAT ( b -.388, p < .01). The time spent on sports was entered in the second block and
explains an extra 4.99(2, 517) = 46.65, p < .01Rulesabout time and rules about content
regarding internet use are entered in block 3 and exalairther4.6%to add tostes 1 and 2

(F(4, 515) = 323.546, p 91). Agreeableness, resourcefulness and depressive feelings were
entered in the final step explaining an extra 14.9% of the variance (F(7, 512) = 19.257, p <
.01). Depressive feelings b = . 2 1 @re thgsecond sti@riggst predictor of average
VAT score together with gendérb -.390, p < .01). In sum, the block of age and gender
together with personality traits, variables related to psychosociatbeily and attitude
towards school explain 34.5% of the variance in average CIUS score.
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STEP 1

Gender -.358 .000 10.9%
Adjusted R 10.9%

STEP2

Time spent on sports -.159 .000 4.9%
Adjusted R 15%

STEP 3

Rules about time .205 .000 4.6%
Rules about content -.149 .000

Adjusted R 19.6%

STEP 4

Agreeableness -172 .000 14.9%
Resourcefulness -.096 .013

Depressive feelings .300 .000

Adjusted R 34.5%

Table 8: Predictive regression model 2 for average VAT score

4.2.4 Compulsive SNS use
1 Prevalence

The Compulsive Social Networking Site Scale (CSS) was integrated in the survey to establish
the numberof compulsive SNS users in our adolescent sample. Again;@fcstore ofon
average?2 and more (= sometimes) was used to divide the sample into covepahd non
compulsive users. A prevalence @f1% compulsive SNS users was found among the
secondary school children. The compulsive users have an average CSS sc@.8)(Which

is significantly higher than that of the neompulsive SNS users (M &.66), (1(92.067 =
-30,908 p <.01

In addition a closer look was taken at tberiousnessf the compulsive SNS use by applying
alternative cubff points in order taarrive atthree groups of compulsive SNS users (T&ble

A prevalence of 8% is found in group 1 with CSS scores ranging from 2 to 2A449.
prevalence of 8% is foundin group 2 with average scores between 2.5 and 2.99. Finally, a
prevalence of 0.6% can be foundtire highest category with average CSS scores ranging
from 3 to 4.

Group 1 (27 2.49) | 5%
Group 2: (2.51 2.99) | 0.6%
Group 3: (37 4) 0.6%

Table 9: Different groups of compulsive SNS users
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1 Time spent on SNS

Youngsters in the compulsive category spent on average 2 houB8 amdutes per day on
SNS on a school day. In the roampulsive group this is significantly less: 1 hour and
minutes (t(®.824) = -3.714, p < .A). The time spent on SNS rises for both groups on a
weekendday or during the holidays, but is still higher amg compulsive SNS users: 4 hours
and35 minutes vs. 2 hours addninute (tf0.751) =-4.447, p < .Q).

1 Socicdemographic profile

No difference is found regarding gender in the gradijcompulsive users of SNS. The
compulsive group consists 0.8% gils and 8.6% boys. The average age in the group is
1484. Thegroups dohoweverdiffer by education level. B4% of the compulsive users is in
vocational education compared to only @4. of the norcompulsive usexr Furthermore,
38.6% of the compulsivésNS users follow technical education which is less than 5t88@2

of the noncompulsive users. No difference was found regarding art educ8ti@s: in the
compulsive group versu).1% in the norcompulsive groupFinally, compulsive SNS users

are found éss in general educatio81(4% compared to their necompulsive counterparts
(42.2%). A Pearson cfsquare test shows that the association between education level and
whet her or not an adol escent suff erl326pr om
< .01, df = 3). The results didot show differences regarding marital status of the parents,
number of brothers and sisters and tigh orderof the respondent. A small negative
correlation was found between average CSS score and the indicitiescents gave about
their familyd Bnancial situation{104).

M Parental control

Although significant correlations were found between average CIUS and VAT scores and
rules about internet use (content and time) imposed by parents, the results show igrabt
the case for the average score on the CSS measuring compulsive SNS use.

1 Attitude towards school, personality and psychosocial wellbeing

Adolescents in the groupf compulsive SNS users havensre negativaattitude towards
school (M = 5.31)n comparison to the grougf non-compulsive users (M = &4, 1(80.219

= 2218 p < .05. No difference was found regarding the indication youngsters gave about
their grades.

No differences are found between the compulsive anecoopulsive groupregarding the
personality dimensions conscientiousness (t(746) G36L.p > .05) and resourcefulness
(t(77.709 = 0817, p > .05). The compulsive SNS users did show lower scores (M08)20
on the personality trait extraversion compared to-cmmpulsive uses (M = 21.26),
t(739)=2.132, p < .05. Alspthe average score on the dimension emotional staisilibyver in
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the compulsive group: M = 1Z3 versus M = 18.31 ((746)=2.26, p < .05).To conclude,
lower scores were found among compulsive SNS users lebkimg at agreeableness: M =
22.67 versus M = 23.65({16.965 = 2.222 p <.05).

The groups appear to differ when comparing the average scores on the four variables
measuring psycheocial wellbeing. Compulsive SNS users experience more feetihg
loneliness (M = 29.8 compared to their necompulsive counterparts (M = 28)6t(746)= -

5741, p < ... This is also the case for depressive feelings whichsamgerin the
compulsive group: M = 12F%versus M =8.99 1(90.299 =-7.569, p < .(l). Perceived control

on the other hand is lower among compulsive SNS users (M $)2hpared to the nen
compulsiveusers(M = 2446), t(741) = 4454, p < ... Self-esteem isalso lower in the
compulsive group: M = 385 versus M = 3@1, t(734) = 4.885 p < .QL. (for correlation
overview see Table 12, p. 63)

1 Predictors of compulsive SNS use

Predictors of compulsive SNS use were established by using hierarchical regression
modeling. Gender and age are entered in the first step and ex@#noRthe vaiance in
average CSS sco(E(2, 592) =8.608 p < .01).The five personality traits in the second block
explain an extr&% (F(7, 587) =8.902 p < .01).Variables indicating psychosocial wellbeing

are entered in the last block and explaiB%.in addition to stes 1 and 2(F(11, 583) =
11.046, p < .01)The total block with age and gender, personality and psychosocial wellbeing
explain 158% of the variance in CSS score.

Beta p nw
STEP 1
Gender -121 .003 2.5%
Age -.084 .031
Adjusted R 25%
STEP2
Extraversion .056 174 6%
Agreeableness -.124 .005
Conscientiousness .016 .706
Emotionalstability -.067 .149
Resourcefulness .029 487
Adjusted R 8.5%
STEP 3
Loneliness 113 .024 7.3%
Perceived control -.155 .003
Selfesteem -113 .046
Depressive feelings 219 .000
Adjusted R 158%

Table 10: Predictive regression model 1 for average CSS score
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4.3 Link between compulsive use and other online activities

Correlation analysis was conducted to look for links betwgpas of internet applications

and scores on the CIUS, VAT and CSS. The results indicate a positive correlation between the
extent to which email is used and average scores on the CIUS (.133), VAT (.115) and CSS
(.149). Chatting is positively correlated the average score on the CIUS (.402) and the CSS
(.274), but no correlation was found with VAT score. This last result is not surprising since
chatting is not one of the main functions of games. The extent to which youngsters use the
internet forwatching videos and listening to music appears to be positively correlated to
average CIUS (.307), VAT (.140) and CSS 4)18cores. A positive correlation islsofound
between visiting erotic websites and average CIUS (.144) and VAT ss¢d85).
Furthemore our results indicate a positive correlation between downloading and average
scores on the three scales measuring compulsive use: CIUS (.306), VAT (.217) and CSS
(-194). Online shopping is correlated in a positive way to CIUS (.ABEVAT (.139).

1 2 3 4 5 6 7 8 9 10
1. CIUS -

2. VAT 533"

3.CSS 4907|3517

4. E-mail 1337 1157 149"

5. Looking for information ,001 -,039| -o095" 299"

6. Chatting 4027 030 274" 1877 081 -

7. Erotic websites 1447 2657 -,001 ,016 ,042 ,061

8. Downloading 3067 2177 1947 1187 042 3117 270"

9. Video's and music 3077 1407 1247 57" 2147 4277 1737 430"

10. Online shopping 1567 1397 070 123" 057 100" ,1627| ,2237| 120"

N 925 604 775 989 992 989 977 986 995 993
Mean 1,02 1,10 o081 191 239 284 062 165 025 332
o) 0,70/ o086 069 145 125 163 1,21 149 o057 1,33

**_Correlation is significant at the 0.01 level (2-tailed).

*. Correlation is significant at the 0.05 level (2-tailed).

Table 11: Correlation analysis online activities

The present study focuses on the compulsive use of the internet in genemabhaodpecific
activities, e.g. games and social networking sites. The main reason for that choice is that the
concept of copulsive internet use is rather heterogeneous and that a person rarely shows
problems withthe internet in general, but rather with a specific activity. It is nevertheless
possible that other online activitiesay also become compulsive. As was described the

resuls section orthe adolescenigyeneral internet usether online activities arengaged in

to a great extent as weBelectingonly the categorieGlmost) every dagr multiples time a

dayfor each online activity, results show that 42.5% of the youngsters can be found in those
categoriesvhere the activity i€hatting. For erotic websites this is 5.6%. Among our sample

of secondary school children 0.6% can be found in the categories {jpknesy day and
multiple times a dayor online shopping. For watching videasdlistening to music online

the result 5 51.5% of the total sample.-fBail is used to a great extent by 18.5% of the
adolescents. 23.2% of the youngsters looks up informatitine at least (almost) every day.
Finally, 15.1% downloads very regularly. Future research should look more extensively at the
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role of these other online activities in order to come to a better understanding of the concept
of compulsive internet use.
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1 2 3 4 5 6 7 8 9 10 11 12 13 14
1 CIUS score -
2 VAT score 533" |-
3 CSS score 407 |[,3517 |-
4 Attitude school |-,184" |-216" |-,057 |-
5 Grades -175" |-,187" |-,107" |,317" |-
6 Loneliness 242" |,193" |,2477 |-188" |-161 |-
7 Perceived control|-,272" |-196" |-25% |[,113" |,132" |-559" |-
8 Selfesteem -299" |-,154" |-230" |,173" |,204" |-492" |591 |-
9 Depressivd ,429° |,280° |,326" |-,133" |-166 |,380° |-500 |-561 |-
feelings
10 Extraversion -120" |-,059 |-060 |,067 |,063 |-336 |,311 |,294" |-203" |-
11 -173" |-211" |-,05%5 |,293" |,368" |-134" |,145 |,240° |-169 |[-029 |-
Conscientiousness
12 Agreeableness |[-,139" [-,236  |-,120" [,306 |,225 |[-320" |,211" |,290° |-078 |,187 |,379 |-
13 Emotional|-,227" |-,089 |-186 |[-052 |,131" |-236 [,381" |,381 |-475 [,234" |,028 |-032 |-
Stability
14 Resourcefulnesy -,139" |-,171" |-061 |,184" |,167" |-150" |,157" |,310" |-115 |,149" |[,222" |,379" |-071 |-
N 925 |604 |775 |996 |982 |941 |945 |933 |957 |942 |943 |964 |946 |959
Mean 1,02 |11 080 |598 |7,01 |252 |24,19 |357 [934 [20,95 (19,2 (23,59 (18,3 (20,72
SD 0,70 |0,86 |0,60 [2,38 |1,62 |6,81 |4,04 |6,19 |455 |435 |458 [294 [3,99 [3,90

**_Correlation is significant at the 0.01 leveH@iled).
*. Correlation is significant at the 0.05 leveti@led).

Table 12: Correlation analysis attitude towards school, personality and psychosocial wellbeing
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CHAPTER 5:

Compulsive computer and internet
use in Belgium among adults
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5 Compulsive computer and internet use in Belgium among adults

5.1 Methodology

In order to determine the prevalence of CIU in Belgiumcluding both the Flemishand
Frenchspeaking communities and to specify the socidemographic characteristics of the
group affected by CIU, an online survey wassignedfor a reprsentative sample of the
Belgian population of 18 years and oldier July 2012 our online survey was administered to

a panel of 1000 respondents of 18 years and older in cooperation with a Belgian research
agency. The sample was stratified on gender, @ggon and level of education in order to
obtain a sample that is representative of the Belgian adult population based on the data of the
Directorategeneral Statistics and Economic information and the Centre for Information about
Media (CIM). Two remindes were sent in the two weeks following the firsinail. An
incentiveraffle was organiseth order to encourage people to participate in the online survey.
577 respondents filled out the Dutch version of the survey and 423 completed the French
version. Inorder to reach a large enough subsample of people dealing with online problems,
we selected respondents who spent more than 16 hours online per week. This allows us to
answer our research question regarding the profile of compulsive internet users. When
reporting the prevalence of compulsimeernetuse in the general population, we recalculated

the proportion of this subgroup by extrapolating our results to the general public, knowing the
exact portion of Belgian people who spend more than 16 hourequdinweek (= 45,2 %).
Gendes are equally representedn our sample and the average age is 43. 56,6% of the
respondents is Flemish, 33,7% is Walloon and 9,7% of our sample are inhabitants of the
Brussels region.

The questionnaire (see appendiand 8)for the French and Flemish version) consisted of

seven different parts. In the first part, we asked respondents about their web access at home,
the possession of a computer of their own and a smartphone, we focused on the amount of
time spent surfing thénternet on an average weekday (measured on an average Monday,
Tuesday etc.) and we refined the question by askihgt time was spent on the internet

solely for work or school. We also asked respondents to indicate what kind of internet
activitiestheyegage i n (mailing, chatting, onl i ne sh
point scale, going from édneverd to 6édmultiple

In a second part of the questionnaire, we combined questions on other leisure activities such
as being a member of &b or association and we asked respondents to fill out how much

time approximatelythey spent per week on domestic work, using a computer offline,
watching television or other video material, sport, meeting with friends and doing nothing at
all/being lazy A third part of our survey was dedicated to specific scales measuring
compulsive media behaviour such as the CHd&8le developed by Meerkerk in order to
measure compulsive internet use in general, the -gédle (for measuring compulsive
gaming) and oumdapted version of the BFASale (for measuring SNS compulsive use:
Compulsive Social Networking. All these scales consisted of different ivensh were
measured on a 6neverd to 6very oftendé scal e.
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The fourth part c¢onc e nudetamardsdvork ar schobledepeneisgp o n d e
on their current situati on. Respondents <cou
|l i ked going to worko or Ahow much they I i ked
and 10 for v erdpsychologita scalet forn adifth impartane part of the
guestionnaire (Loneliness Scale, Rosenberg Self Esteem Scale, Mastery Scale, Depressive
Mood List, and Quick Big Five). In the sixth part of the survey, we asked respondents to
indicate whether thefiad a SNS profile, on which SNS they had a profile, how much time

they spent on SNS on an average working or school day and how much time they spent on
SNS on norschool or norworking days.

In the final socied e mogr aphi c part waeaendes kge ,datidnality, theie s p o n
birth order professional status, their highest obtained level of education and an indicator of
their financial situation.

Several correlation analyses and hierarchical stepwise multiple regressions were conducted
with scaes on CIUS/VAT and CSS ake dependent variable. Following Meerkerk and van
Rooij, Schoenmakers, van den Eijnden, Vermulst & van de Mheen who used an average score
of 2 or above (on a scale ranging from 0 to 4) as theftydoint for compulsive use dhe

internet and games respectively, we also used this point in order to discriminate between
compulsive and nenompulsive users of the internet or internet/computer applications.

In the regression models, age and gender of the respondents were entieeefirsh block,
psychological scales in the second block, and additional ppssilelvantvariables such as
private use of the internet during working hours and attitude towards work or school were
entered in following steps. In order to compare comyellsisers to noiwompulsive users,
several {tests were calculated.

5.2 Results

5.2.1 General internet use

99.6% of alladultsin the sample have internet access at home and 99.5% indicateg awn
computer. Furthermore, 42.7% uses a smartphone. Respesgent on average 29 hours

and 41 minutes on the internet on a weekly basis. This corresponds with an average of 4 hours
and 14 minutes per dalf.is worth pointing outhat onlyadultrespondents who spent more

than 16 hours online per week were seletbedhis part of thestudy.

1 Online activities

Table B shows the extent to which different online activities are used by Belgian adults.
Information seeking is a very popular activity among respondents in the sample. 39.5% looks
for information onlinemultiple times a day and 33.9% does this (almost) every day. Only
0.2% never uses the internet for looking up informatioraddition,e-mail is used to a great

extent by Belgian adults. 57.6% usemail multiple times per day and 25% (almost) every
day.None of the respondents was found in the
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internet for entertainment purposéx example by streaming videos or music. 84% indicates
usingthe internet to watch videp#® varying degreesand listening to mus is an activity
engaged iby 51.7% of the respondents in the sample. Besides streaming, 47.9% of the adults
also uses the internet to download content from the web. 60% of the adults in the sample use
the internet to chat. 11.5% does this (almost) edagyand 9.8% even multiple times a day.
27.8% of the Belgian adults who spent more than 16 hours online per week visit erotic
websites to varying exters Some adults visit erotic websites on a very regular basis. 2.7%
indicates vising suchsites (almog) every day and 1% even more than once per day. Online
gambling and online stock market use are less popular activities among the respondents in the
sample. Respectively 90.2% and 95.1% never engages in these online activities.

The internet is used bgdults not only for communication, entertainment or information
purposes. On average 3 out of 4 adults in the sample also use the internet for shopping.
Furthermore, 11.9% uses the internet to find a partner by using online dating sites. To
conclude, the results show thée internetmay notalways be used with a certain goal in
mind. 16.2% of the adults indicates smgfwithout a specific goal multiple times a day and
17.2% does this (almost) every day.

Infor- Down- Surfing
Videos  Music Chatting E-mail . . without
mation loading goal

Erotic Online  Online stock  Online
websites gambling market  shopping

Online dating

Never

16,0% 48,3%  40,0%  0,0% 0,2% 52,1% 18,1% 72,2% 90,2% 95,1% 27,8% 88,1%

1 day per week or less 36,2% 24,9% 2,3% 4,7% 4,5% 30,9% 22,4% 15,0% 5,8% 3,1% 63,5% 3,9%

2 - 3 days per week 23,7% 11,6% 11,6%  7,8% 12,2% 7,6% 18,7% 6,9% 2,0% 0,7% 6,2% 2,5%

4 - 5 days per week 9,8% 5,7% 5,8% 4,8% 9,7% 3,3% 7,4% 2,2% 0,8% 0,2% 1,2% 1,1%

(Almost) every day 8,7% 5,7% 11,5%  25,0%  33,9% 3,2% 17,2% 2,7% 0,6% 0,6% 0,8% 1,3%

Multiples times per day 5,6% 3,8% 9,8% 57,6%  39,5% 2,9% 16,2% 1,0% 0,6% 0,3% 0,5% 1,1%

Table 13: Online activities among Belgian adults

I Games

Theresults indicate that 46.1% of the adults plays games. Within that group of gamers most
play both offline and online games (53.6%). 24.6% only plays online and the remaining
22.8% only games offline. On a weekday offline gaming takes up on average Ini®6 a
minutes. On a day during the weekendhe holidays this rises to 2 hours and 23 minutes.

The average time spent on online gaming on a weekday is 1 hour and 48 minutes. Again, on a
weekend day mholiday this rises to an average of 2 hours and 28utes. 38.5% of the
gamers tries a new game every month. 14.3% tries two new games and 2.9% three new games
on a monthly basis. 6% even tries out four or more games each month. The remaining 38.5%
indicates not triyng a new game every month.

Strategy gams are played by 42% of the adult gamessich makes them the most popular
game typeAdventure games am@so played to a great extent by the gamers in the sample
(38%). Social games (32%) and puzzle games (32%) are also very popular. 1 out of 4 adult
gamers plays action/FPS games and 22% playsgamnd sport games. Digital versions of
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traditional games (19%), MMORPGOGs (16 %) and
popular.

Types of games

100%
90%
80%
70%
60%

0
28 02 38% 43%

24% 3296 32%
o 22% 16% 9%
= B —
0% n T T

AdventureActlon/FPS Flghtlng Race and Strategy MMORPG Social Dlgltal Puzzle
sport games  version
traditional
games

Figure 14: Types of games played by adults

1 Social networking sites (SNS)

79.2% of the adults has a profile on at least one social networking site. Among this group of
SNS usersFacebook is the most popular (98.1%). Twitter followssecond place with

21.6% of all SNS users having a profile. LinkedIn, a professional netwaskings used by

18.4% of the SNS users in the sampled 14.3% has a profile on Netlog. MySpace is a lot
lesspopular among adult SNS users with only 4% having a profile on this networkintnsite.
addition 4.2% indicatesisingother SNS than the exates ircludedin the survey. The most
frequently recurring other SNS is Google+ with 1.1% of all SNS users having a profile.
Looking at the time spent on SNS, the results show that adult SNS users spent on average 1
hour and 37 minutesn SNSduring a weetay. On a day during the weekend or the holidays

this rises to 1 hour and 58 minutes.

5.2.2 Compulsive internet use
1 Prevalence

Based on the average score on the Compulsive Internet Use Scale (CIUS) (Meerkerk, 2006) a
prevalence of 12.2% can be establishetthénsample of adults who sgbemore than 16 hours

online per week. Knowing the exact portion of Belgian adults who spend more than 16 hours
online per week (= 45,2%}his prevalence can be extrapolated to the entire population
resulting in a prevalencd 6.52%. The average score on the CIUS is significantly higher in

the compulsivaisersgroup (M = 2.3) compared to the roampulsiveusersgroup (M = 0.8)
(t(184.868) =37.527, p < .01).
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Three groups of compulsive users have been distinguished batiesl arerage CIUS score.
Table ¥4 shows both the prevalence in the sample (left colummg the prevalence

extrapolated to the entire Belgian online population (right column). The highest prevalence

(sample= 9%, population: 4.07%) is found in the first patsive group with CIUS scores

between 2 and 2.49. A prevalence of 2.2% (population: 1%) can be established in group 2
with average CIUS scores ranging from 2.5 to 2.99. In group 3, the highest gitbugcores

ranging from 3 to 4, a prevalence of 1%ptation: 0.45%) was established.

Table 14 Different groups of compulsive internet users

Sample Population
Group 1 (27 2.49) 9.0% 4.07%
Group 2: (2.57 2.99) | 2.2% 1%
Group 3: (37 4) 1% 0.45%

1 Time spent online

When comparing the groupsf compulsive and nenompulsive users by lookingt the
average amounof time spent on the web, the results show that compulsive users spent
significantly more time online both on weekdayslian da during the weekend or holiday

Compulsive users spent on average Hdirs and 26 minutes online on a weekly basis
compared to 29 hours and 2 minutes in the g@fupon-compulsive users. On a daily basis
this correspondso 4 hours and 55 minutes in the compulsive group and 4 houarsl@n
minutes in the nomompulsive group. An independent sampleest shows that these
differences are significant (t(997) -3.630, p < .05). The average time spent online in the
non-compulsive group seems rather high, but that can be explained byliman criteron
of spending more than 16 hours online per week.

1 Socicdemographic profile

The compulsive group consists of 59% women and 41% men. Compulsive internet users are

on average 37 years oltlooking at adults in the sample who are longerstucents, no

difference is found regarding education levatweencompulsive and noncompulsive

i nternet

results show that 18.5% of the compulsive users is in technical education compared to 5.2%

users (6]

= 160,

68,

P

> .05,

df
indicates that they are still studying. When comparing the edunckgvel of the compulsive
to the noacompulsive group in that subsample, significant differences were found. The

of the norcompulsive users. FurthermorBe4.8% ofthe compulsive users are in vocational

education compared to 1.7% of the rammpulsive oned-ewer ompulsive internet useese
found in higher professional education (25.9%) compared to their-coorpulsive

counterparts (50.9%). This is also the casestodying at a university: 25.9% versus 31%. A

Pearson chsquare test indicates that the association between education level and whether or

not adultswho still studysufferf r o m

.01, df = 6.

compul si ve

nternet
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Resmndents were also asked about their marital status. The results indicate that compulsive
internet users are more often single (33.6%) compared tecarapulsive users (23.1%).
When they are in a relationship, they are more often not living together: 1813us 10.7%.

Being in a relationship and living together is less prevalent among the compussie

group: 13.9% versus 41%. Also, compulsive users are less often married (28.7%) compared to
the noncompulsive (41%). Again, Pearson-dguare testing shvs that these differences are
significant: ¢)] = 17,979, p < .01, df = 6.

1 Problematic internet use at work

Working respondents were asked to indicate onpmibt Likert scale (totally disagree

totally agree) to which extent the following statememésapplicable to them: 1)spent too

much time on the internet during work hours for private purposaad 2)1 have been
reprimanded by my boss because | was using the internet for personal reagtewmilts

show significant positive correlations betwedr taverage CIUS score and both spending
time on the internet for private reasons during work (.244) and being reprimanded by your
boss for that use (.263).

i Attitude towards work and school

Respondents who indicateaely were in workvere asked to answen a scale from 1 (= not
good at all) to 10 (= very good) how much they liked going to wBdspondents stilin
educationwere asked how much they liked going to school. The results indicate that
respondents scored significantly lower attitude towards work in the compulsive group (M

= 6.26) compared to the nawompulsive group (M = 7.39), t(70.311) = 3.644, p < .01. A
comparable result was found within the group of adulte go to school, where a lowscore

on attitude towards schoaas found in the compulsive group: 5.78 versus 7.41 (1(32.124) =
3.211, p < .01).

1 Personality and psychosocial wellbeing

When comparing the groupf compulsive to the groumf norncompulsive users, no
differences are found regarding the personality trait resourcefulness (t(998) =1.151, p >.05).
The groups differhoweverwhen looking at emotional stability. Compulsive users have a
significanty lower score on this dimension (M 5.75) compared to necompulsive users

(M = 18.42) (t(998) = 6.314, p < .0I)he compulsive users (M = 17.1&s0score lower on

the personality dimension extraversion compared to thecaompulsive users (M = 19.08)
(t(998) = 3.978 p < .01)In addition, conscientiousness appears to be lower in the compulsive
usersgroup: 19.96 versus 21.29 (t (998) = 3.319, p < .FDally, respondents in the
compulsive group have lower scores on the personality dimension agreeableness (M = 22.78)
compared to respaents in the nogompulsive group (M = 23.91) (t(142,085) = 3.291, p
<.01).
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The results indicate that compulsive and4eompulsive internet users differ when looking at
all four indicators of psychosocial wellbeing integrated in this study. Compulseve bhave a
higher average score (M = 34) on tbeelinesscale compared to necompulsive usrs (M

= 28.6), 1(165.636) =6.897, p < .01Compulsive users appear to have less perceived control
than norcompulsive users: M 21.4versus M =24.66(1(169.027) = 7.868, p < .01). A lower
score is also found in the compulsive group (M = 32.08) when lookingeliesteem
(t(892)=10.278, p <.01) compared to the naompulsive group (M = 37.6). Finally,
respondents in the compulsive group experience moreesipe feelings (M = 13.75)
compared to respondents in the sommpulsive group (M = 9.58), t(998)-9.449, p < .01.

(for correlation overview see Table 21, p. 80)

M Predictors of CIUS score

Regression analysis shows that a first block of gender andxgdgrs 2.7% of the variance

in average CIUS score, F(2, 997) = 15.07, p < .01. A second block with the five personality
dimensions measured by the Quick Big Five exglaifurther11.4%, F(7, 992) 24.517 p <

.01. A third block containing indicatord psychosocial wellbeing was also indicated in the
model and explains 7.1% addition tothe first two steps F(11088) =25.592 p < .01. In

total, the model explains 21.3% of the variance in average CIUS score. Within thistheodel
depressive feelingmdicator( b =, p.<30Q)is the strongest predictor of average CIUS
score.

Beta p n
STEP 1
Gender -,027 375 2.7%
Age -,114 ,000
Adjusted R 2.7%
STEP2
Extraversion -,014 ,673 11.4%
Agreeableness -,041 ,202
Conscientiousness -,062 ,042
Emotional stability -,08 ,021
Resourcefulness ,019 ,533
Adjusted R 14.1%
STEP 3
Loneliness ,070 ,058 7.1%
Perceived control -,041 ,348
Selfesteem ,007 ,881
Depressive feelings ,301 ,000
Adjusted R 21.3%

Table 15: Predictive regression model 1 for average CIUS score among adults
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5.2.3 Compulsive gaming
1 Prevalence

The Videogame Addiction Test was integrated in the survey to establish the prevalence of
compulsive gamingn our adult sample. Again, a eaoff point of 2 was used as an indication

of compulsve use.Applying this cutoff score results in a prevalence of 5.8% in the sample

of adults who spent more than 16 hours online on a weekly basis. After extrapolating this
number to the entire Belgian adplbpulation a prevalence of 2%2can be established. The
average VAT score is significantly higher in the graafpcompulsiveusers (M =2.35)
compared to the average score in the-oompulsive grougM = 0.68)(t(76.789 = -23.499,

p<.Q).

Table b shows the prevalensefor compulsive gaming for each of the three categories of
compulsive use that are distinguished based on the average VAT score. The highest
prevalence (sample = 4.2%, population: 1.9%) is found in the first compulsive group with
VAT scares between 2 and 2.49. A prevalence of 2.5% (population: 1.1%) can be established
in the second group and a prevalence of 0.5% (0.22%) was found in the group 3 with the
highest VAT scores.

Sample Population
Group 1 (27 2.49) 4.2% 1.9%
Group 2: (2.57 2.99) | 2.5% 1.1%
Group 3: (37 4) 0.5% 0.22%

Table 16: Different groups of compulsive gamers
1 Time spent online

Compulsive gamers spend on average 2 haod85 minutes on offline gaming on a work or
school day. This is significantly higher than the average of 1 hour and 27 minutes that was
found in the norcompulsive group (t(54.722) =3.844, p < .05). On a day during the
weekend or the holidays more timesigent on offline gaming by both groups, but compulsive
users still spent significantly more time on offline gaming (3 hours and 56 minutes) compared
to the norcompulsiveusers(2 hours and 8 minutes),t(54.715) = 4.038, p < .05. Compulsive
gamers spent oaverage 2 hours and 47inuteson online gaming on a schoal work day.

The average for neoompulsive gaming is 1 hour aB8 minutes which is significantly lower
compared to the compulsive group (t(50.346RA74, p < .05)As was the case for offin
gaming, for both groupsthe time spent on online gaming is higher on a day during the
weekend othe holidays. Compulsive gamers spent on average 3 hours and 30 minutes on
online gaming on a nework or nonschool day. For nesompulsive gamers éhfigure is 2

hours and 19 minutes ((58.298) 3.062, p < .05).
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1 Types of games

Differences can be found between the compulsive anecampulsive gamers regarding the

types of games they prefer playingigure B). 40% of the compulsive gamers plays
action/FPS games which is significantly more than the 2#8%onc o mpul si ve gamer
8.223, p < .05, df = 1). Fighting games are played by 22% of the compulsive gairiehsis

again more than the 11% nonc ompul si ve gamer s ( 6 Finally,& . 55 3,
di fference i s al so f o utmedwograups.tThese ganses areopfayedM MOR F
by 35% of the compulsive gamers, but only 15% of the gamers in theomopulsive group

appears to have an interestMMORP G6s (62 = 14&.1)08o8signifipant< . 05
differences were found regarding the other game types.

Types of games

50% +  41% 39% 40% a19, 43%

24%

19% 19%

T T T T T T T T
Adventure Action/FPS Fighting Race and Strategy MMORPG Social games Digital version Puzzle
sport traditional
games

B Compulsive gamers Non-compulsive gamers

Figure 15: Types of game played by compulsive and necompulsive gamers

1 Socicdemographic profile

Compulsive gamers have an average age of 8d.compulsive group consists of 60.3% men

and 39.7% women. The resuksowed no difference between the compulsive and hon
compulsive gamereo longerin education n t er ms of the dipl oma th
4,374, p > .05, df = 6)Vithin the subsampl of studying adults, no differences were found
betweenthegr oups regarding educati on Nadeethe ( 6]
compulsive gamers differ from the neompulsivegamerswhen taking marital status into
account ( 6] = =13), @ofrelation analysis didd\seyer,stidw a significant

negative correlation between average VAT score and financial situafiég,(p < .01)
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1 Problematic internet use at work

Results of the present study show that there is a signifjpasitive correlation between
average VAT score and using the internet too much for personal reasons during work hours
(.164 p < .0). Furthermore, a positive correlation was also found between average VAT
score and being reprimanded by your blmsspersmal use of the internet during work time

(.309 p < .0).
i Attitude towards work and school

No difference was found regarding attitude towards work (t(2752%9, p > .05) and school
(t(73) = 1.506, p > .05) when comparing compulsive to-campulsivegamers.Nor did
correlation analysis show a negative correlation between attitude towards work and school on
the one hand and VAT score on the other hand.

1 Personality and psychosocial wellbeing

No differences are found betwe#me two groups of gamers ken looking at the average
scores on the personality dimensions extraversion (t(479) = 1.024, p < .05), emotional
stability (t(479) = 1.894, p < .05), and resourcefulness (t(479)331, p < .05). The
compulsive group doeshowever, differ from the norcompulsive group regarding
agreeableness. A lower average score is found for this trait among compulsive gamers: M =
22.55 versus M = 24.11, 1(68.930) = 3.296, p < e resultsaalsoshow that compulsive
gamers (M = 19.26) are less conscientious tharcoompulsive gamers (M = 21.08), t(479) =
3.006, p < .05.

When comparing compulsive to neompulsive gamers, the results indicate that there is no
difference betweerhe groups regardg the extent to which they experience feelings of
loneliness (t(82.369) =1.598, p < .05). Compulsive gamers do have lower perceived control
over their lives (M 21.995 compared to neeompulsive gamers (M =4217), t(479) =3.171,

p < .QL. The compulse usersalso have lower selesteem: M = 32.87 versus M = 36.81,
t(74.112) = 4.266, p < .05inally, the compulsive gamers experience more depressive
feelings (M = 12.41)thantheir norcompulsive counterparts (M = 10.44), (t(479)3-005, p

< .05).(for correlation overview see Table 21, p. 80)

i Predictors of VAT score

A regression model was established to distinguish predictors of the score on the Videogame
Addiction Test (VAT). Gender and age were entered in the first step and explain 1.8% of the
variance in average VAT score, F (2, 478)5825 p < .01. The second block with
personality dimensions add an extra 8% (F(7, 478.423 p < .01). Finally, variables
indicating psychosocial wellbeing integrated in the third block expld# &f the varance in

average VAT score above block 1 and 2, F (11,4680.449 p < . 01. Depressi
=294, p<.0l),sekst eem 21l ,= p < . 01)l18md.0Olya@mertdeer ( b
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strongest predictors within this modés a whole, he model eglains I7.%% of the total
variance in the average VAT score.

Beta p n
STEP 1
Gender -,117 ,008 1.8%
Age -,08 ,051
Adjusted R 1.8%
STEP2
Extraversion ,076 ,126 8%
Agreeableness -,071 127
Conscientiousness -,065 ,148
Emotionalstability -,016 , 766
Resourcefulness ,045 ,331
Adjusted R 9.8%
STEP 3
Loneliness ,004 ,937 8.1%
Perceived control ,035 ,582
Selfesteem -,198 ,003
Depressive feelings ,286 ,000
Adjusted R 17.9%

Table 17 Predictive regression model 1 for average VAT score among adults

5.2.4 Compulsive SNS use
1 Prevalence

Compulsive SNS use was measured using the Compulsive Social Networking Site Scale. A
cutoff score of 2 and more was established to determine compulsivé 88S. This results

in a prevalence of 6,5% among th€d0 respondents in our sampé@o spent more than 16
hours online per week. Assuming that compulsive use is not prevalent amehgawynusers

of the internet we can extrapolate this to the geretdian populatioraged18 years and

older. This results in a prvalence of 2% compulsive SNS users among Belgian adults. The
average score on the CSS score is significantly higher in the compussxsgroup (M =

2.4) compared to the narompulsiveuses group (M = 0.46) t(790) =31,039, p < .01.

As with the compulsive internet users and compulsive gamers, three groups of compulsive
SNS users have been distinguished based on their average score on the scale measuring
compulsive use. Table81lshows the prevalence in the sample (coluomleff) and the
prevalence extrapolated to the entire Belgian online population (cadanighy. Again, the

highest prevalence can be found in group 1 (sample= 4.49%, population: 2%). In group 2 a
prevalence ©1.2% is established in the sample, which correspdndan extrapolated
prevalence of 0.54% in the entire Belgian populatiémally, a prevalence of 0.9%
(population: 0.41%) was established in the highest group of compulsive users.

75



Sample Population
Group 1 (27 2.49) | 4.4% 2.0%
Group 2: (2.57 2.99) | 1.2% 0.54%
Group 3: (37 4) 0.9% 0.41%

Table 18: Different groups of compulsive internet users
1 Time spent online

Compulsive users spent on average 2 hours and 40 minutes on SNS on a school or working
day. In line with expectations, this is significantly higher than the amount of time spent on
SNS by the nortompulsiveusersgroup: 1 hour and 32 minutes (t(70.204)3:645, p < .05).

On a day during the weekend or holidays, this rises to 3 hours and 7 minutes on average for
compulsive SNS users and 1 hour and 51 minutes focaompulsive respondents (1(70.224)
=-3.514, p < .05).

1 Socicdemographic profile

Compulsive users of SNS are on average 35 years old. The compulsive group consists of
61.5% women and 38.5% men. No difference was found between compulsive and non
compulsive users regarding teducational achievemeat adults who ar@o longerstudying

()] = 12,140, p = .059, df = 6),adfldfericewasn t he
found when looking at educationles¢lc | = 17, 4 9 7 Thepesults indifafe thatd f =
23.1% of the compulsive users is in technical education cadp@ 6.6% of the nen
compulsive users. Above that 23.1% of the compulsive useirs vocational education
compared to 2.5% of the naompulsive users Fewer ompulsive SNS usersvere at
university (23.1%) compared to their nroampulsive counterpart81.4%). A difference is

also found for professional higher education. 21.1% of the compulsive SNSiugethis

type of education, compared to 48.8% of the-nompulsiveusers

Respondents were also asked about their marital status, but no diffeetweenthe groups

of SNS wusers (6] = wads, fausd4Correlgtion aanalys8 Slid shavfa = 5)
significant negative correlation between the indication respondents gave about their financial
situation and their average CSS scerg3Q).

M1 Probkematic internet use at work

Respondents in the sampMho are in employmentvere asked about their internet use at
work for personal purposes. The results indicate that teersignificant positive correlation
between average CSS score and spendingitezh time on the internet for nevork related
purposes (.201).A positive correlation waslso found in theemployedgroup between
average CSS score and being reprimanded by your boss for using the internet for personal
purposes (.293).
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9 Attitude towards work and school

No difference was found between the compulsive andcoompulsiveusersgroups regarding
attitude towards work. Nevertheless, correlation analysis showed a significant negative
correlation between attitude towards work and CSSes@yhen comparinthe groups within

the subsamplef schoolgoing respondentslifferences were found whesxaminingattitude
towards school. The average score on a scale from 1 to 10 within the compsésisgroup

is 5.08 compared to 7.29 in the roompulsiveusersgroup (t(13.165), 2.866, p < .05).

1 Personality and psychosocial wellbeing

When we look at personality dimensiorike groups do not differ regarding extraversion
(t(81.124) = 1.008, p > .05) and resourcefulness (t(790) = .504,0p6)>Compulsive SNS
users dohowever,score significantly lower on emotional stability (M= 15.32) compared to
norrcompulsive users (M= 18.23) (t(790) = 5.080, p < .@milarly, alower score recurs
when considering agreeableness (M= 22.45 versusqB412(t(71.002) = 3.379, p < .05) and
conscientiousness (M = 19.05 versus M= 21.05, t(790) = 3.695, p < .05).

As was the case for compulsive internsérs the compulsive SNS usegroupdiffers from

the noncompulsive usersgroup on all variables indicating psychosocial wellbei@mn
feelings of loneliness (M= 33.74 versus M=29.03, (1(79.032) = 4.370, p < .05) and depressive
feelings (M= 14.17 versus M= 9.90, (t(790)-%#.031, p < .05) the results show that
compulsive SNS use score higher than SNS users in the-oompulsive group. Lower
scores were found in the compulsiveergroup for perceived control (M20.82versus M=

24.57 1(83.05) = 7198 p < .A) and seHesteem (M= 31.26 versus M= 36, (t(790) = 6.805, p

< .05).(for correlation overview see Table 21, p. 80)

M Predictors of CSS score

A hierarchical regression model revealed that age and gender expd#irof the variance,

F(2, 789) = 23.995, p < .01. Personality traits explaifurther 7.7 of the variance in
average CSS score, F(7, 784)18.163, p < .01. Anotheb.7% is explained when indicators of
psychosocial wellbeingre addedn the third step, F(11, 780) /.79, p < .01. In sum, the
block of age and gender togethéth personality and psychosocial waging explaind 8.9%6

of the variance in average CSS scamnethis modeldepressive feelingg b = . 2 3i% , p
thestrongest predictor of average CSS score
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Beta o] n

STEP 1

Gender .051 .139 5.5%
Age -168 .000

Adjusted R 5.5%

STEP2

Extraversion AR .001 7.7%
Agreeableness -.062 .091
Conscientiousness -.036 297

Emotional stability -.090 .033
Resourcefulness .0%4 126

Adjusted R 13.2%

STEP 3

Loneliness .060 .159 6.7%
Perceived control -.076 .130

Selfesteem -.061 .251

Depressive feelings .205 .000

Adjusted R 18.9%

Table 19: Predictive regression model 1 for average CSS score among adults

5.3 Other types of compulsive use

In the present study the main focus is on the compulsive use of the internet in general and
two specific activities: gamingnd social networking sites. It is nevertheless possible that
compulsiveuseof the internet is manifested by other internet atitisias well. Therefore five
adapted scales of the Compulsive Internet Use Scale (CIUS) were integrated in the survey to
measure the compulsive use of ¢hline gambling, (2) online shopping (3) online stock

market use(4) online dating and (5)online pornography. These scakwere presented only

to those respondents who indicateigaging inthese online activities at least 4 days per
week.

The results show that compulsive onlgeenbling is prevalent among 0.4% of the adults who
spent more than 16 hauonline per week. Extrapolated to the entire Belgian adult population
this comes down to 0.18%. Both the compulsive use of online pornography and online
shopping are prevalent among 0.7% of the adults in the sampidh@nextrapolatedamong

0.3% of Bdgian adults.The resultsalsoshow that 0.3% of the respondents uses online dating
sites in a compulsive manner (= 0.14%tud entire Belgian adult population). To conclude,
compulsive internet use is also manifested to a limited extent by online stock market use.
0.2% of the respondengngage irthis activity in a compulsive way, which corresponds with

an extrapolated prevaleno€0.09% in the entire Belgian population.

5.4 Link between compulsive use and other online activities

Correlation analysis was used to search for possible links between specific types of online
activities and the average scores on the CIUS, VAT and G&SteBults show for example a
positive correlation between the extent people chat online and average scores on the CIUS
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(.265), VAT (.137) and CSS (.320). Watching online vidémsexample on YouTubés also
positively correlated to the average scoradle CIUS (.169), VAT (.138) and CSS (.165).

The extent to which adults go online withousedfic goal again appears to be positively
correlated to average CIUS (.248), VAT (.109) and CSS (.177) sequasitive correlation is

also found between visiig erotic websites and VAT score (.12Qur results indicate a
further positive correlation between downloading and average scores on the three scales
measuring compulsive use: CIUS (.165), VAT (.181) and CSS (.136). Rabtgves a
complete overview athe correlations between each of the online activities with the scores on
the three compulsive scales.

1CIUS | 2VAT | 3CSS
1. CIUS score
2. VAT score 667"
3.CSS score 611" 553"
4. E-mail -,058 1317 |-,017
5. Searching fg,025 -051  |,015
information
6. Chatting 265 137" |,320°
7. Online gambling 085 060  |,097°
8. Online pornography |08 120" |,009
9. Downloading 165 181" |,136”
10. Watching video's 169 138" |165°
11. Listeneing to music  |.128° 065  |,167
12.0Online shopping 079 099 1,069
13.0Online gaming 188 289" |,056
14.0nline stock market |116” 088 177
15.Online dating sites [ 112° 018  |137
16. Social networking site},212" 083 | 288
17.  Surfing  withou|,248" 109|177
specificgoal
N 1000 481 [792
Mean 0,99 0,89 0,62
SD 0,71 0,76 0,72

**_Correlation is significant at the 0.01 leveH@&iled).
*. Correlation is significant at the 0.05 leveltled).

Table 20: Correlation analysis online activities
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1 2 3 4 5 6 7 8 9 10 11 12
1. CIUS score -
2. VAT score 667 |-
3.CSS score 611" 5537 |-
4. Extraversion -177 |,1217 |,029
5.Agreeableness |-,096" |-,143" |,085 225 = |
6. Conscientiousneg-,153°  |-,190° |-,126° |,063 287 |
7. Emotional -315° |-,222° |-280° 268"  |032 [059 -
Stability
8. Resourcefulness|-,034  |-,040 |,009 |224" |321 |152° -,004
9. Loneliness 287 215" |222° |386 |,163 |, 104 346" |-1447 |
10.Seltesteem  |-,316 |,342" |-287" |431  [320° |237 416" 296" |-550° |
11.Perceived contr(-,313" |-266°  |-.271" [386  |196 | 181" 456" | 2017 5627 684 |-
12. Depressiv,438° |,362°  |376  |,294" |,087 |,152" -610° |,041 |518 596 |,607 |
feelings
N 1000 481 792 1000 1000 1000 1000 1000 1000 1000 1000 1000
Mean 0,99 0,89 0,62 1884 2378 21,13 18,10 20,28 29,27 36,72 24,26 10,09
SD 0,71 0,76 0,72 5,06 2,98 4,17 446 374 895 653 489 477

**_Correlation is significant at the 0.01 level&iled).
*. Correlation is significant at the 0.05 leveltdled).

Table 21: Correlation analysis personality and psychosocialellbeing
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CHAPTER ©:

Qualitative research



6 Qualitative research

6.1 Methodology

6.1.1 Research Aims, Research Questiand Approach

The qualitative part of the CLICK research was aimed at exploringexiperiences of
adolescents and adults who are esegaged with computdrased applications such as the

internet and video gameand whoseoverengagemenlteads toproblematic issues in their

lives. Our aim was toreveal the conditions under which compie uses of tese
technological applications unfold and evolve, and the individual and social consequences
experienced. In order to map the associated psychological and social processes, we articulated
our researclvia the following questions: How does a@nhet and video game use evolve and

when does it start becoming compul sive? Wha
An@emmpul sivedo internet and v eedmmpulgve osesfars e ?
i ndi vi du a hosvdheyfunctioe?$iowada adolescents and adults narratively account

for their own problematic experiences with the internet and video games? And finally, how do

they appraise their current situation, the benefits from therapeutic experiences, and future
perspectivei their own lives?

Nevertheless, consistent with the eeeplving nature of qualitative research, the initial
terminology of f@compul stinedelndeed,afterocollectng the fiestv i s e d
series of data, we reabkibzedrtrlai oadoweseemivsd
on the issue of Acompul sivenesso of computer
suchcompulsive uses were more of an epiphenomenon suggesting deeper affective and social
situations. Consequently,ima ef f ort t o capture a broader pi
we adjusted our interpretations of compulsive uses in order to make room for different
degrees of problematic use of the internet and video games.

In order torevealthe psychological andocial processes associateith problematic use of

the internet and video games, the life story interview was deemed a good fit for this
gualitative, exploratory study. According to Atkinson (1998, pii85 | i f e story 1is
person chooses toltebout the life he or she has lived, told as completely and honestly as
possible, what is remembered of it, and what the teller wants others to know of it, usually as a
result of a gui dedThe liet storyvinteeview i § methadolaogitee r 0
approach to understanding not onl yspegifcop!| e b s
experiences in their lives (Lawthom, Clough & Moore, 2004). Accotdingur aim was to

explore, via life narratives, the extent to which technological applicatiatsagithe internet

and video games i mpinge upon peopleds | ives,
who are oveengaged wittsucha ppl i cati ons. Since the adopti
technol ogies wusual l y i mgiVaiiorat andi leleavigad pattemsd i f | C

(Berker, Hartman, Punie & Ward, 2006; Silverstone & Hirsch, 2005), we wanted to
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investigate the consequences of eergaging motivational and behavioral patterns related to
internet and vi deo daioakandisecal lifen(Morrs,2@p)l eds psy

6.1.2 Recruitment of Participants

Inclusion criteria for this study required adolescents and adithsproblematic uses of the
internet and/or video games. In order to get accessdboindividuals, we establisheal close
partnership with help and care institutions in Wallonia (Hopital de jour La Clé, Centre
ALFA), Brussels (Clinigue du jeu pathologique Dostoievski), and Flandés®,( CAD
Limburg and Medisch en Psychotherapeutisch Centrum, Studentenvoorzieningen (K
Leuven). Therapists in tkse institutionsent out an explanatory letter and a short fdrawn

up by the research teatn the patientddeemedlikely to join our research. This allowed
potential participants to indicate their agreement (and thidueaf parents, if they were under
18) to an initial meeting with one of the researchiasting a few minuteshe purpose being

to outline the research orally and to answer any questions, so as to give them an accurate
picture of the research aims

The short form also allowed us to ask patients whether they preferred to tell their story in a
group setting or in individual interviewg\s we wantedto make surehat everyone was
comfortableduring the interviewing timewe left this aspect to the narratdcsdecide for
themselves. All the subjects interviewleald opted for an individual interview or replied that
they were happy with either approach. We therefore conducted all the interviews on an
individual basis.

This initial meeting was likewise the ompunity to set out our ethical markers:

% The research team plans to set up the mechanism for collecting the life stories in close
collaboration with the partner care institutiof®esearchers guarantee a framework
that is both independent,dfut also linled to,therapy.In other wordswe leave it to
the service therapists to pass on our request to participate in the research to those
patients that they consider to be in a fit state to participate, and to go through with
them the relevance of committing tlois process. On the other hand, what is bgid
participants intheir life stofes is not intended to be shared with therapists. Every
participantwill decide individually what elements of his experience of telling his life
story he wants to be passedtorhis therapist.

% In accordance with the directives of the Belgian Commission on Privacy (CPVP), we
guarantee that the data collected is kept anonymous. This will be achieved by
changing the persondés name and all identi

% Participants can pudiut of the research at any point if they so wish.

% During the collection of life storigsresearchershall pay particular attention to
listening to the narrators in a supportive and-imterpreatve way.
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Finally, we askdthe participants who agréd¢o continuewhether they héany objection to

our recording the subsequesgssionsusing an audio recorder to help us transcribe the
interviews All participants agreed with the recording procedure.

We quickly realized that the problematic uses we were interested in are rarely the subject of
consultation in the therapeutic services, and when they are, they almost always involve
excessive video game use. We have thus focused our attention on sitabfooklematic

video game use. Thanks to the partnership with help and care institutions, we were able to
contact 10 participants who agreed to collaborate in the research. We also collected 3
additional interviews from nenlinical settings, including anparticipant who attended a talk

given by a member of the research team, another who got in touch with the research team via
a psychologist, ana third who responded to a public announcement via flyers about the
project. We alsset upa Facebook site dna Twitter profile with the aim of recruiting more
participants, buthese produced no respon¥ée have thus collected a total of 13 life stories
involving problematic use of video games as a leitmotiv. Nevertheless, on closer inspection,
five of them wee not directly concerned with problematic situations at that level. In some
cases, participants have intensive periods of video game playing, but this does not appear to
thwart other important dimensions of their lives such as family relationships, timoekspent

with friends, and other entertainment activities. In other cases, a different set of psychological
situations was the common factor in the interviews, with video game playing being a minimal
concern in participanttendewd were exludedArom theofunag h t h
sample, we have kept them as (i) reference points to compare players who develop a
problematic use of video games with players for whom excessive video game playing does
not imply putting at risk key dimensions of theiocial lives, and (ii) a basis to identify
comorbidities usually associated with excessive video game playing. The final sample is thus
composed of 8 interviews with individuals who do have a problematic use of video games, for
the most part Massively Miiplayer Online RolePlaying Games (henceforth MMORPGS).

The mrticipants are all single males, aged4®years. Some of them are in secondary or
higher educationwhile others dropped owff school at the age of 18 and currently are either
unemployed plooking for alternative educational programs. Basic demographic daite of
participants are presentedTiable22.

Name* | Age | Gender | Marital Status | Education Work

Alex 23 Male Single CESS

Bruno 23 Male Single CESDD

Gaél 23 Male Single CESS

Juan 26 Male Single CESDD

Luc 40 Male Single CESS (Technical) Civil official
Niels 31 Male Single Higher professional educatig Unemployed
Peter 21 Male Single Student at university

Pierre 19 Male Single Student at university

Table 22: Socicdemographic profile participants

CESS: Ce r geignemeatadcondaibessupérieur
CESDD: Certificat d'enseignement secondaire du deuxiéme degré
*Real names have been changed for anonymity and confidentiality reasons.
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6.1.3 Life StoryData Collection

|l nsofar as we wanted to know the extent to
were intertwined with their life experiences at the personal, family and social levels, we
conducted two separateneweek apart) 99ninute interviews wh each participant.

The first interview focused on their video game playing experiences, their pathway or
Aj ourneyo into video games. OQur aim at this
of and to orally reconstruct their gaming experiendesring the initial meeting, we
suggestd the participantsto bring some imagespfint screen downloadedimages, etc.)

stored on a USB memory stié¢@r the first interview The purpose of th norcompulsory
procedure waso allow patients to illustrateéneir player pathways. We observed that images
helped participantsboth to look forward to thenterviewin a constructive wagnd toenrich

thar narratiors. Over half of the people interviewdatrought somerelevantimages.One

benefit of proceedingthis way is that we a&n establish atrusting relationship between
participantand researcherbefore weget towhat may be somwhat painful questions during

the second interviewl his first interview was a suitable method to gauge the significance of
video game playing for participantsd | ives
video game use turned out to be problematic.

The second interview focused on participant s
love life, and therapeutic experiences among others. The aim at this point was to allow
participants to tell their own life stories. This second intervaavabledus to obtain an
understanishg of the family and social contexts in which they grew up, what reasons and
motivations led participants to start playing video games, how they build links between their

life and gaming experiences, and how the latter impinges the former.

Interviews were audio recorded and fully transcribed. Intervieitls the same participant

were merged into a single file and prepared for uploading to NVivo software in order to start
coding and narrative analysis.

6.1.4 Rationale for Analyzingife Stories

The analysis of the life stories was based on a threefold model of initial (i.e., open), axial, and
focused (i.e., selective) coding (Charmaz, 2006; Saldafia 2009)). Initial or open coding is the
analytical processvhich breaks up the data tm big categories whicln turn allows the
identification and articulaton of sets of meaning from data. Axial coding represents the
integration of fragmented data into subcategories or dimensions, elaborating links between
them. Focused or selective cogliis the procesBy whichlarge amounts of data can be sifted
using the most significant and/or frequent dehis process requires decisions about the
codeswhich make the most analytic senf& interpreingthe categories and dimensions
established tlmugh initial and axial coding. In order to assess the threefold structure and to
decide which codes made most sense, regular meetings were organized by researchers to
discuss, via examples of coded fragments, the relevance cbdireg procedure. Appendi
represents the model of initial, axial and focused coding used in this research.
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6.2 Analysis of Life Stories

Based on the threefold model of coding explained in the methodology section, we have
selected six themes in order to articulate the analysis of life stories. These themes comprise
essenti al di mensi ons and pr opefanily, apbringinf, par t i
and social relationships; education and work experiences; personalities and perceptions of
their own psychosocial webleing; their motivatiorior playing games; the moments in which

their playing activities turned out to be problema#iod what they think about their current

situation and the eventual outcomes of their therapeutic experiences.

6.2.1 Family, Upbringing, and Social Relationships

One of the common factors among the life stories collected here is the recurring presence of
difficult relationships with the father figure. Such relationships appear to infuse many key
moments in participantsdéd childhood and adol ¢
deep conflict, lack of affection, difficult communication, or feelingé @motional
abandonment. Theeasons fothese complicated relationships are related to the bupadf

the family nucleus and emerge from experien
blencedf ami | i es, et c. S o me t itmsesexperipnaes alsoenvova nt s 0
the motherbeing absent fromtheir upbringing due to workelatedreasons or because she

tried to reconstruct hdove life with many and temporary boyfriends after divorce. However,

the relationships with the mother areter less strordg conflictual than thoseinvolving the

father. In some cases, those difficult relationships are dtieetieal absence of the father,

marking a physical distance between father and son, and the resulting lack of attachment:

iln fiadbhdét | maet my father. He wasné6ét someone you
that's all. But he was a dunce or a rogue. Because he was in jail and he set fire to my great
grandmot herdéds house. So, anyway, Il 6d never have p

that way. o0 (Juan)

In other cases, such an absence results from participants bre#kihgir relationship with
their father during adolescence. Téesituations often reflect turning points that are
experienced by participants as painful and/or f@fiducingpsychological events, depending
on the concerns being at stake:

fiMy r el ati ons hiagalways tety temsg during adblesgenca |t home. . . Aha
perhaps worth mentioning ...when I was 15éand th
school é1 went b a cdgrandmothér.il lefemywarentl' homg wherr | evas t15 because

life with my fathewas too diffici t . . . 6 (Luc)

While paternalabsence in the above cases implies different degrees of physical distance, other
cases represent a sort of symbolic absence being at play in the relationship. This kind of
absence can take many f acroms,t ahor iinastamce or
concerns, the lack of communication between father and son, or even the discomfort that the
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fat her 6s pr eWhcheves form & takesyambolceabsence also appears to leave
significant t rmndseamsdlvMesn participantsao

AiMy dad and | have more of a distant relationshi
conversation [with the interviewer] has lasted longer than the ones | can have with my dad in an entire
weeko (Niels)

i Re s e ar d¢what about your father and family relationships, how did it evolve?

Bruno: He no longer lives with my mother. Anyway, they were never married, so that is the advantage.
There are no problems with the | aw. So, he is no
anymore. By the way, my father always annoyed me.

Researcher; What annoyed you?

Bruno: How to tell? Most of the time, he was just sleeping. When he was home, he was either sleeping

or drunk. We candt say he was an exemplary father

In yet other cases, the difficult situations arise from complicated relationships with the
stepfathemho takes on the role of the father figure. Although the physical presence of the
stepfather appears to provide a more stable upbringing framework, it is experienced as a
source of psychological conflict:

fiResearcher: Somet hi mmphipiwits your pagentg>e d i n the rel ati
Alex: It's not really that something has changed, it is just that, well, so to speak, I've never...I've never
been able to assert myself against my mother and

The breakingup of the family nucleus, together tivithe different kinds of problematic
relationships with the father figure and the influence of other family members, characterize
particular upbringing contexts that are experienced in contrasting ways. Most of the time,
those contexts appear to be eithestructured, which means that participants could do
whatever they wanted to withoanhy realparental control over their actions, or extremely
strict and authoritarian, vexpression andmfarhily e s t
communication turned ot be highly restricted:

fiLet' s say that because of the divorce ... I me a
control over my life ... | was very free to do what | wanted to ... | could actually do whatever | wanted
to.o0(Gazxl)

il once |l ooked it up on Wikipedia and itdéds called
has a very short fuse, and is mainly very aggressive. To most people he seems sympathetic, but when
you get to know him better and you step on tes toe can really become angry. My mother just stands
there taking his side and then | really feel hel p

AiMy grandfather always told my mot her¥confident.be very

otherwise, | would miss my life. Bohat ' s what happened. That's what |
who was there to watch over me. So, suddenl vy, I ¢
Having grown wup in those family contexts ap

behavioral and motivational patterns associateith everyday activities, including video
game playing. It seems then that the less parental control a participant has over his everyday
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activities, the mordne will tend to develop excessive behaviors, sinegettare no extrinsic
compelling norms participants should abime

In addition to tle difficult situations with parents, almost all participants appeared to have
weak ties with siblings. Brothers and sisters are certainly referred to as membersofithe f
with whom particular moments of their lives were shared, mostly during childhood and early
adolescence, but fraternal relationships are not usually invested with affective attachment:

iResearcher: what about your sister?

Alex: Since we were teegexs, each one has made his/her own life alone. | mean, | got along well with

my sister, but | didnét share anything with her.

her, but it is not easy. o

il dondt see why | should be friends with my sist
She I eft home very youngéaft eshewab®yedrspldar.ent s 6]

She left more or less six months aftettha. . wi t h her boyfriend. She eman

(Gaél)

Another striking factor common to the life stories reviewed here ishiegtarticipants have

had few friends andteady girlfriends/boyfriendsAlthough we may speculate about some
links between the particularities of their upbringing/educational contexts and the difficulties
experienced in making friends and buildstgady relationship&.g., lack of stable affective
models, communication problems, difficultiesarticulatinginner feelings and thoughts), it

may be that those difficulties are also mediated by particular traitheop ar t i ci pant
personalities. Nevertheless, the fact remainsttieparticipants usuallynentionfriendships

that faded away over time and alluaegirlfriends/boyfriendsin conflicting terms. In some
cases, participants point to a link between their gaming activities and the fact that this might
prevent them from having stable relationships. However, for the most part, their gaming
activities do nb seem to becentral totheir difficulty in establishingsteadyrelationships.
Although they feel able and are willing to build enduring relationships with girlfriends, their
love lives are usually accounted for in terms of heartbreaking, abrupt endindsloag

lasting feelings of dissatisfaction and loss:

iResearcher: Was that your first heartbreak?
Gazxl : Let's say the first true one, yes. So | st s
all. Then | met the player Xena, aka Andraste, ak

a very good relationship. | could see us together in the future... | devoted a lot of time to this thing. And
then she's gone and she left a big void. Almeyear has passed since and it is still a problem. So,

in the end, I havenot had many girlfriends. But
relationships. 0

AEvery time | |l ook for a relationship, | have | es
I tell mysel f: "Wel |, Luc, youbre not going to me
meet someone. So, move away fromthersando p pl aying! 6 (Luc)

AThere was a time when | met a gir/l ... my ex, wh
before | l eft school . I't is because of this that
marriage, butve | | . . . i Duttddi d nJéuta nWo r k
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Overall, the family, upbringing, and lovde theme provides us with relevant elements to
understand key momentsthepar ti ci pantsoé | ives, moments i
and experiences marked turning poimtstheir development and sgderception. Although

these difficult situations may have played a role in the developrogptoblematic video

game use, we should be careful not to reduce the emergence of such problematic use to solely
those factors. As wavill see in the following subsections, other complex elements and
processes need to be taken into account

6.2.2 Education and Work

In generalthe participants have had conflicting relationships with school, the common factor

being that educational settings have not been experienced as a place of personal fulfillment
and/ or | earning. For the most part, tvgarti ci
experiences related to relationships either with peers or with some teachers and specific
courses, oevenwith the educational system at large. In the majority of life stories, education

is mostlyseenas a complicated isswehich participants had ohave to cope with, and little

personal and affective gratification was or is obtained from spending years at school. This has
resulted in heightened levels of dissatisfaction with the educational system, tendencies to
social isolation, and, in some cast® decision to drop outf school. Some of these issues

are illustrated by Niels and Luc as follows:

fil havenodt been able to use any of the things I
orientation. On the ot hserl hdindd (I1é)d.onEBducreetgiroen nahye
theoreti@lpart . 06 ( Ni el s)

iSchool wasndt really great. You can easily i magi
of cutting remarks, etc. This taught me to rather enjoy leisure aloneh&balgood time alone or with
girls because they were less boring. But then, as a child | was already very alone. And this is still the

case now. I donodt necessarily l ook for peersé6é co
[interviewer], | play a lot alone.® msedtobmmgal one and i ndependent at thi
on others for my fulfill ment. During primary scho

a grade or something like that. But | had very few friendsdl inaybe one or two of them. It's been so
throughout my life. So that was in primary. Once in secondary school, things got wickedly
complicated. o (Luc)

These difficult situations are present very early in their school pathway, from primary or early
secondary school, that is, before their video game practices become problematic.
Consequentlygiventhe situations we have found in life stories, it would bengrto claim

that video game playing is the reason expl ai
we should nevertheless consider that once the excessive practice of gaming is developed, it
may be a aggravatingactor in failure atschool.Regading this point, Gaél explains it as

follows:

iwhat 6s more, at school, it wasnbét great either.
even in boarding school, where study time was monitored, | did nothing but loaf abthetatie. By
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the way, | learnt to sleep while sitting up. Because we were being watched over. And yet, | would sleep.
So, find the mistake. o (Gazxl)

As noted above, in some cases, negative experiences in school have to do with difficult
relationships with some teasfs (who are often blamed bye participants for not being able

to understand the studentsd needs) . I n seve
with specific courses, particularly languages (e.g., French, Dutch, or English), either because
they have learning and motivational difficulties in that domain, or because they feel the
teachingapproach is nan line with their expectations. Participants also reported problematic
relationships with peers within the school context, relationships tiraed out to be

situations of constant mockery and sometimes bullying:

iResearcher: What about school ?

Juan: Oh ... school, | will never go back there. | mean never! | will try an alternative system. But the
regular school system, it was horrible foenit was hell.

Researcher: In what sense?

Juan: There were always quarrels among students ... teasing in class, all the same ... but | was so shy

and when teachers called me to the front, el didnbd
front of the class, because | was afraid that stu
il dm not good at |l anguages . .. and concerning my
score | got. And especially the observation she [the teacher] made about me. | got a successful 50% at

theendot he yearé and awvlee ytowl 60fe betlauge | dondt wan
second year." Thank yoobj¥ctivanoséB8rshe)wasnodt v

"During language courses, when the teacher asked a question, | never answered unless | was 200%
sure of my answer. So, to speak in a foreign | ang
know what y o u 6 r eingsiesyreallygsomethirig |ttt | Ihates.r The fear of being
ridiculous...So, | stayed at the back of the class, checking nej wating the language coursgglex)

Another common factor in life stories is the fact that participants have a record of low school
performance; most of them have been held back a year more than once, especially during
secondary school, and they dropped out at the age of 18. Others hasneneegefailures

during high school or university. The topic of faillaeschool(i.e., repeating one or more
years) is a recurring issue in most interviews aneéntergesas something that made
participants slip farther behind their peers and graduaibgodnected them from the
educational system:

iAh, but 1dve excell ed mys eonflrepehtedrthed paasedete3al | gr a
repeated the % passed the" repeated the ' passed the™, andthe 81 obvi ously repeat
even failed the final examét hat made me mad and
school 0. So, ippmadildndan @teteawryn da | i ving. The schoo
will neve(Brubok for me. 0

As many participants dropped aftschool before graduaiy, their current projects include
following some professional/technical training in order to get a job and find their place in
society.In these projectdhey areeithersel-motivated, o motivatedby family members who
care about their professional future, or puesuingone of the objectivesetin therapy:
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ildve to take two additional years of training t
Hoping to get out of this sigut i o n, I 611 get a job ... which would
avoid falling back in thé&orem because, the waiting period is nice, but nothing more. To be sure, they

ask you to search for a job, but what do you want to search for when, once they have found something
for you, they tell you ANo, wedie¢.n&tagoiumg mpd oty &
never forget that answer. o (Bruno)

For thosewho work or have worked, the common factor is that little satisfaction is taken in
working. Many reasons are given for this lack of satisfaction: the impact of working on social
and entertainment life, the fact that participants have switched jobs meaesydiyear because

they did not like them, and the unbearable stress and pressure they feel in their working
settings:

ATo my mind, work can really have a serious i mpa
until late, you can start quittingll your hobbies. You have to start doing individual sports like running,
fitness, and swimmingo. (Niels)

AiSometi mes | threw up in the morning before goin
somewhat like it. Not ey stressed, but the woriitself, the subject, the fact thatgaini | can give
information to people. Well, sometimes | 6ve to pu

people. Yet the work pressure, no, it was too much. Especially at the time in Ixgdieaplat 4 am or
so and Igotback home at 7: 30pm. Those were hellish days. (Luc)

Al | in all, education and work represent t
conflicts at several levels were constant. The common factor at the heart of those dimensions

is a deep feeling of dissatisfaction with school and work settings. Aasféite educational

context is concerned, all participants indicate pathways marked by diffiouitglaping to

school, either because of confliet relationships with peers and teachers or because of
frustrating experiences with the system at largetoAsorking life, it is not entirely perceived

as fulfilling participantsd expectations, b
certainly the only way to find their place in society.

6.2.3 Personality and WeiBeing

This theme encompasses participantsper cepti on of their own pe
that impinge on their psychosocial wbking. Most of the time, those perceptions and issues

are evoked at the interface between their gaming and life experiences, and highlight particular
ways of daling with different rewarding or stressful events belonging to their past and
current situation.

Some participants manifest different levels of social anxgathas fear of public speaking,
stress wbnasked a question, or even fear of being unabtelkdheir own life stories in the
context of the interview. Those levels of anxiety are either explicitly expressed before the
interview session (e.g., the participant asks the interviewer not to let him speak alone for a
long time) or implicitly felt andcoupled with some level of introversion during the
interviewing time (e.g., long, uncomfortable silence between question and answer):
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fiResearcher: And now how is it going for you?

Alex: | still play a little, but ... now I'm going into therapy. Welt aual | vy, to begin wi
understand that at théme, but I didnét play particularly beca
of problems to build relationships with people in
family problens . I withdrew into myself .o

Aln general, I &dm very shy with people | donét kno
very social.o (Peter)

fi | ended up . .. |l et ds say t hatamyls ehlafd: tahneg ebra,d hhaatbri

took me a lot of time to calm down, to regulate my emotions. Even now, sometimes when | get angry ... |
speak aloud, but to sagsane thingsanyway... | say "what the fuck", you know what | mean. (Juan)

It should be noted that not dle participants necessarilgive the impression o$hyness.

Some of them are more talkative and extroverted, and the lexicon used to tell their stories
testifiesto their rich imagination andbility to self-evaluae and oganiz a coherent and fluid

story about their lives. However, besides these individual differences, many of them report
thatthey are more open when communicating through a screen than in real life, and that video
games allow them to develop andémhanceheir selfconfidence. This can be seen as a step
towards overcoming social inhibition and sharing time and activities with others:

I nitially, I was very reserved. So, I pl ayed al on
only did thh g s | could do. Then, | ater on, I began to
happened gradually over the years. Then, | really started to be in a group. | noticed that it was even

more fun (Juan)

In addition to social anxiety and introversiextraversion factors, mostf the participants
express feelings of loneliness that are consisteefigrred tothroughout their interviews.

This point is consistent with the results we obtained via the UCLA Loneliness Scale among
compulsive video game g@fers. Within the context of life storiesesie feelings appear before
problematic video game use, but they may trigger motivational and behavioral responses
aimed at coping with loneliness via video games:

alrf take a week wpehd|canrsgbndimy weeknoff playihga hjust gaoutdoido | f
some shopping. I get somet hing to eatéthen | t ak
anyone on the game except when | feel | need it, when loneliness weighs on me and then | try to meet
someone. lI't'"s not easy, anyway. o (Luc)

Participants also express depressive feelings throughout their life stories. Those feelings often
take the form b gloomy views of their own future or negative appraisals of their missed
achievements in life, oof something painful that needs to be overcamerderto keep

going. Interestingly, within this context video games are depicted as means through which
players can find the kind of satisfaction they cannot have in real life. Despite the time and
effort necessary to get different gaming rewards, video games are often seen as less frustrating
than everyday life. More often than not, those appraisals infuseipari pant s6 per c e
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their past and current experiences, but also color several facets of what they would like to
accomplish in the years to come:

fiResearcher: And where do you see yourself in the
Gael : Hmm, I d o n 6t that Vilesee when ¥ gettthere. Buit,iinnaky casd, bnurtot an
optimist. o

Al think | can |l ose myself in negative feelings s
fact that | play a lot and | can be really frustrated with myselfmrmore6 f i ght 6 t han o6f 1l i g
try to tackle my problems, rather than get carrie
iYyes, I really struggle to | et things go. And di

somewhat mi s sed mywhat lifdelel.tell myssif whaty'm 40t yaasstold.sl hope the
second half of my life will be ... it will better suit my desires and expectations than the first one. "(Luc)

iYou need will power to make sur e tIlHfe. Wdlowephas er doe
been very important for me personally because there was a period in high school when | was feeling

down and | was also depressed in a certain sense. | also had suicidal thoughts. Luckily, | had the
will power to think: O6No | shouldn't do this, [ i f e
why | don't lave that same willpower to spetabs time on the computer since it just seems to happen
every time again.o (Peter)

fil woul dhhadt Isani stsed my | if e, because many coul d
achieved what I wi shed to. I feel some dissatisf
game you can, via constant effort and devoting time, manage to regcfjoal. Even clumsy players

can do it ... we could say that this too holds for life, but ... yousttaexams several times until you

get it right, but ités no guarantee that youol |l g
dreamedd . .. I ife is full of frustrations, video gam

In some cases, depressive feelings are often accompanied by a negative view of the future, by
a sort of pessimism about society or the world at large. This condition makes ititdyn h
sensitive to what they take to be salient malfunctions at different levels:

fiLet s say that I donodt |l i ke how society works.
happened to me is ... I'm in a waiting period, | want to find some W\nkn there is something | could

do, they tel]l me : 6ah, but you're not unemployed,
onbo. |l 6m asked to find a job in order not to be u
they tell me:6 But why arené6t wgypnét uneke!l yywad?nld . This i
Government i s nonsense. Just because i f youbdre un
plan and all other stuff.o (Bruno)

iTo me, thereds no more respect, not only on the

any respect: courtesy, politeness ... you can see it on the road, at work, everywhere. Peopéelthink
for himself and God for all. Oeachfor himséf and God for me. ... And I've always appreciated the
idealized Middle Ages, with chivalry, values, honor ... We no Iofimge that now. (Lug

Confronted with those negative feelings and pessimism (which may have their roots in early
experiences of uplmging and educational settings), participants tend to see video games as a
kind of refuge, as a way of coping with negative experiences and evaluations of their personal
and social world. Although in some cases playing games is not enough to overcome the
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strength of those feelings, participants tendanttkevideo gamedheir affective proxies that
provide them with idealized contexts in which social relatedness, communication and
personal fulfilment arenoreeasly experienced thatiney aren real life.

Another issue addressed the participants is the difficultyn seting limits on their gaming,

and more generallyn seting limits on the activities they engage whatever the content. At

different points in their interviews, participants indicate they feel unable to control the time
spent gaming, but also, and this implies a wider conception of cotitabithey feel they
could not do anything about stressful event
school failures, unsuccessful relationships with girlfriends). This issue is also consistent with

our quantitative results about compulsive video gamp | a y -enasteiy ansl pdrckived

control over their lives:

fi | really have trouble | imiting tmgxsessl Butnatromy bei ng
with video games. We spent 8 or 9 hours on the phone last night with the girl | heter@do sleep at
4am. She seems to be as excessive as | am. o (Luc)

iwel I, when | start doing something, I do more t|
begi n, I dondt see the ti me pamehing busually doititottheés al |
very end. o0 (Juan)

Sometimes, the difficultyn seting limits can be related to obsessive tendentissferred

from everydayife and behaviarOf coursenot all participants develoguchtendencies, but

for those who d, it is a salient personality trait that provides a relevant understanding of the
excessive nature of video game playing. This point will be explained in more detail in the
playing motivation section.

During periods of excessive gaming, participants datdi disruptions of their circadian
rhythm. Such disruptions are often related to playing commitments implicitly or explicitly
established with the team or guild so that players are expected to be avarl&ig periods
especially at night. Even tholghese disruptions argenerallyconsidered as a necessary
price to be paid for advancing the game, they contribute to seridisshptingsleeping and
wakingtime:

fiResearcher: -@ayilg?you | i ke role

Juan: Yes, I did. lrolp | ayed al l the timeéand someti mes | got
check out if someone were connected to play with them. Once again, | cut down my sleeping time. | used

to set my alarm clock to wake meupand makeswet t o over sl eep. 0o

iThere's no specific time when | wake wup. Becausce
easily get up at 6:00 pm because | went to sleep at 10 am. Or get up at 6 am, but because | went

through a compGael) e clock cycle. o

Al When playing] | had no Iimit, no control. Somet
I didnét want to |l eave my student bedroom to go s
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In other,albeitrare casescircadian rhythm disruption is naoiue tovideo game playing .

This can be the case witkeople who suffer from insomnia, which can be related to periods of
hyperactivity and excitement that appear to have deeper psychological reasons not necessarily
related to video game playing. In those cases, gaming is mostly used to champhes

energ that participants need to manage.

6.2.4 Motivations and Playing Style

During the interviews, participants spoke passionately about the ways in which they used
video games, interacted with them, and exploited their potential. Games such as MMORPG
offer rich ewironments with which each player will interact in his own way, depending
among other things on his motivations. For example, some people prefer to play on their own,
while others like playing as a team. Lots of MMORBI&w a certain amount of leeway here

Some may prefer to play against other players (PvP), while others will pit themselves only
against artificial intelligence (PVE), etc. Examples of tlagety abound, meaning that there

are as many ways of playing as there are players. When analyeingiottes, we asked
ourselves whether it was possible, nonetheless, to tease out some common features in the
Oplaying styled and motwhoumae énconnterechf t he exces

We can already posit two things. First, were soon confronted witthe fact that our
participantsd®d motivations to play anhdd pl ayi
similarities Seconty, some participantsmphasized thaheir way of exploiting the potential

of the games$ad evolvedThe player typologies mustclude the fact thabver timesome of

them move through different categories. Gaél, for example, had some phases in his gamer
pat hway of being in the O0Killersoé profile, &
the 6Socializers®s aCt®99@) ntgy p @l dBexgermeBadmi | ar |
lot with regard to the type of character (e.g., race, class, skills, craft) that he preferred to
develop. Juan, on the other hand, gradually overcame his shyness and got into team games
after a long time playing solo. Other participants, though, show great stability in their playing
styles.

Despite these differences, both diachronic and -ingividual, we shall nonetheless try to

report on the points the different participah#sl in commormwith regard to their motivations

for playing. Aside from a clear preference for mplityer games, we have been atie
conclude, like Nick Yee (2007htat @A The moti vati ons identifi e
problematic engagement in MMORPGs (as reflédiy adverse consequences oflioe

activities in daily living) are escapism (a subcomponent of the immersion facet that
corresponds to the tendency to play MMORPGs to avoid thinking abottfeeptoblems)

and advancement (a subcomponent of the acmenefacet related to the desire to become
power f ul and progress rapidly in the game). 0
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6.2.5 The multiplayer experience

When participants trace their pathway as video game players, we see that they have tried out
manytypes of games. That being so, all the players explained that they prefer playirg multi
player online games. Some like to concentrate on one game at a time, whereas others will be
running a batch of games and alternating between them, sometimes on ¢éhdasarnihe
problem for Pierre, for example, does not lie with one game in particular, but in fact has to do
with a general dynamic around a set of games (strategy, management, FPS, etc.) and players
with whom he regularly interacts:

iwhen | fyi onliget ganses @game, Battalia, Travian, Ikariam, Tanki Online and so on), it

takes an hour and a half. When you take your time to write messages to the others, to attack or
whatever, it takes an hour and aedthen, Ifgoonsng tarkkt i me s
game, which is on |ine. Oor | mi ght go to o6Call of
my gaming on the net, | go to Tank, | make the mo
and jointhem.Itryad finish off my game quicklyo (Pierre)

Among these players, managing the &6édgame port
in itself. I f playing more than one game mul
reduce the boredom and $teations that commitment to just a single game can generate:

iYes. With all the games | have ¢é

for exampl e, i f
in the other games, well then thatos

finedo (Pierr

Most often, though, we findan MM®P G at t he center of the gam
or shorter period of time, sometimes running to several years. The MMORPG cited by
participants are: World of Warcraft, Guild Wars, NosTale, Star Warke Old Republic,

Dofus, Aion, Tera, The 4th @ang, Dark Age of Camelot, Dungeons & Dragons Online,

Lord of the Rings Online, and Lineage.

Depending on each participant, the preference for the -plalfer mode is explained in

various ways. Very often, what is mentioned is the pleasure of playemragame, the idea

of getting together with people in your own guild, communicating and playing with them.
Even i f it i's not easy to evalwuate the O0dep
relationships described by participants do apparestdm more from the desire to maintain

contact, to collaborate, to help each other and to participate in collective actions than from the
wish to commit to significant lorgerm ties.

However, not all the participants appreciate clan games or guilde ®dhavoid signing up

to a team. But they still appreciate having
feeling of loneliness and partly because it means that the others can act as witnesses to their
exploits ando how their characters elvov e . OEpic featsd are alll t

validated by somebody else.
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In addition, confrontation with other players makes the games more interesting and more
stimulating. The point is that they are considered to be less predictable tHamalarti
intelligence (Al).And even if participants do not allude to this explicitly, it is possible that the
satisfaction associated with beating other players is not the same as that of a victory over Al:

AStrictly speaking, |l etds say that offline games
thatds the main thing. Now with online games, i
character, so you have your image compared toother players and also, the game has a mechanism

that makes it easy to show your character to other people, so that they can see that you have a powerful
character. For instance, with o6Dofusbé, | adee st aye
than the others, but because in that game, when a player moves their mouse over my character they can
see my grade. Wh e-an-ong, don éxangle, fall tigehothér ohgractens ean join in as

spectators and watch the fight. And that mentser e are two dynamics that vy
gameso (Al ex)

Aside from the desire to be recognized by others, some participants have spoken of the huge
satisfaction that they associate with the idea of feeling useful to others and/or cooperating
with them. For instance, they might occupy a fulfilling place in the guild and be asked to help
achieve its objectives. Or they might help take care of newcomers and help them find their
feet in the game and start making progress:

fiThe f actouorf phlaavcienganyd being usef ul to the guild i
é | me an, befor e, I was doing some damage, then |
that interested me a lot more, because from my point of vievaisw mor e rewar di ng. I
i mportant rol e. Especially because | was the main

The desire to be recognized and feel useful seems to us to be one of the key elements,
particularly in terms of the lives and the difficulties ah@ol and at home that most of the
participants report. Above and beyond the clinical aspects, this dimension also ties in with
societal and political issues:

filédve always | i ked jobs where youbre crofghang.i ng som
Apart from the fact that | was working in a game.
but |1 6ve goltevlieoadsskiofl shitghhat | 6ve far med. Bei ng Ve
to the guild. Whenyougoonirads and that é so yeah, thereds al wa)

[talking about the crafting involved in role play]

6.2.6 Gaming as escapism

Gaming is used to escape from certain dimensions of life that the gamer sees as problematic.
This is the common feature between most of the excessive users that we met. Gaming allows
them to get awagndis a major driving force in the problem:

fi We tggether at lunch hour to play knights and magicians. Even back then, | needed a way out of

my everyday |ife, perhaps some kind of family atm
who | didndét get on wit h éittwnedinto adovesof eavgrythiaglito doc ho ol i
with medieval fantasyo (Luc)
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Most participants explicitly mention this trend, and spontaneously associate the most intense
periods of gaming with times of suffering and/or crisis:

AFor me, i t phhénkiny albut saleool,talbout sny dasses and all the stuff that | was tired
of d (Bruno)

As the playing settings seem to be an integral part of the gaming experience, some
participants will actually organize the room where they playenerally their bedomi to

limit intrusions (and the need to come out) while increasing the feeling of immersion in the
games:

iwel |, |l 6ve actually got everything in one room:
|l 6ve got the |l ot!lc&lvleryt hmpgbanbkend( maughs) . It s
paradi se. ltds not much of a paradise, but there

In this context, parental intrusions are perceived as very painful and can give rise to fits of
anger, particulartydcause they under mine gamersodo effort
of suffering.

The tendency to turn to video games (and all that goes with them) as refuges or alternatives to
a O6hostiled world can al so b ekesthemsphereswideot he t o
games are associated with very positive metaphors and vocabulary:

ivideo games were the only thing that made me f ee
because | had too (Al ex)

Luc also explains that he chogeeo games as a refuge, partly because the environment and

the objectives they involved were easier to
iFinally 1 6édm realizing that what matters most in
|l ove | itfdorlcecamone to fall in | ove with me. | f
And even if they did, I candét force them to stay
have a lasting relationship. Nobody knows when they statto And it d6s that el ement
me up and | dondt get that with a game. I think t
true that itds a refuge. Thatodés one thing. And th
for playing, | think, is the commitment to the ob
the Ilittle wife, the nice detached house and so o

This desire for control is also sometimes temporarily underminedeogntidifications made

to the gameplay by game designers. It is interesting to note the extent to which some players
are particularly sensitive to these changes, whereas others do not mention them. It depends on
the nature of the motivations and the typaméractions with the game that the individual
player prefersSimilarly, it is possible that players for whom the notion of control is crucial

are less keen on team gamabere some of the orders are left to the group dynamic.
Generally speaking, playersill react negatively to changes made by the designers if they
challenge the complex, unique and specific interaction that they have with the game.

98



Some players have explained their disappointmera refuge game which, after adds,
ceases toneettheir expectations.

6.2.7 The desire to advance and accumulate

I n his online video gamer typology, N . Yee
i mportant motivations of MMORPG ©pl ayer s, T
progress rapidly, and accumulategra me sy mbol s of weal ting or s t
surprising about this motivation, becausesitentral tothe objectives put forward by video

games and in particular, MMORPG. The desire to advance and/or accumulate symbols of
wealth or status in the game has frequently been cited by the parscipeoh their reports,

we can distinguish two trends within the cat

The first may be easily linked to what we said earlier about the-plaiter experience. It is a

matter of progressing with your characterineord t o gai n prestige i n ot
whether they be teamates merepassersy or adversaries, are witnesses to the progress and

can thus validate it. However, it should be noted that while the desire for recognition is a
prime motivation inthe players we have met, it nevertheless cogeme very different

realities in terms of playing style. For e
systematically seek out direct confrontatio
OKi b)erswhile others will go out of their way

The1 more or less consciotismotivations will thus combine to produce a way of interacting
with the game which will be specific each time.

The second trend has thong to do with validation by others and is characterized by the
desire to accumulate. It may take a form which is indicative of an obsessive compulsive
disorder(OCD), in particular via the imperative need that the player may feel to perform
certain opeations in a defined sequence, or perhaps to collect certain virtual objects which
can be gathered during the game, etc.:

fi | transferred a | ot of OCD that I had in my dai
wanting to reach the maximutavel with all my characters. | remember at one time | was clearly
manic. On the mantelpiece there were two things, they had to be evenly spaced. | practically got out a

ruler. Well, | m exaggerating a bitandut dondt ka
that any more. I think the games helped me to get
before, | would have been doing a spriclgan every week. So somewhere, it does have some positive

effects afterknaolw .i fNoiw,d sl bdeadnéetr , obviously. | f I
character, i f I succeeded in making a choice by
really a very reasonable playing time. But the fact of multiplying like that. 8esse | 6 m a bi t
about wanting everything to line up, to have them all at the same level, to have them all do their feats, it

gets ¢é& well, ités clearly OCD. The OCD that I us
mantelpiece and all thatdlve transferred it into the game and
completely idiotic. I am aware myself of how stup
my bonnet about this ridicul ous wasanakingme frushated. t he f
Just Ilike in real i fe, the fact that I hadnoét gc
had the girlfriends | would have |liked at the tin
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expensive, sothekrge ar e. ltdéds a bit Iike a dog chasing its
to come up against this frustration of not being
from the whole business and try something else. So lithink m r el i vi ng all that fru

The motivation to collect comes out at all levels: some people will increase the number of
games and/or accounts in the same games, others will collect characters and/or digital objects
(perhaps intended for ctafg):

AShall I |l ist my games for you? In the game O6Agan
I had four account s. I had one game, O6Travianbod, b
6l kari amod, I have have oO60Ondaxum&,cotumeé scar game, 1
have one game, 6Desert Operationéd, itds the same
account s, but on each account | haveotf omy . 6Ealulr a
Dutyé6, 6Modern War f2a6r,e @MW Pl ack QOpwd, oB8MWt | efi el d
Thatodos it. And t hationse alaln.k sOhg aymees., IIt 66s amldred OTa

It should also be noted that creat and pushing forward a number of characters is
counterproductive in terms of the evolution of any individual character: it is easier to push
forward and optimize one single character than 5 or 6 (or even more). This is a dilemma that
the collector hasotface.

But the difficultieswith the choice of a character do not necessarily have to do with the desire
to collect,andmay be a bid to connect to an identéyd relationshipbased problem:

i joined one guild and sheamd. s.0o ei tlhefrorlgodh anog e
servers and characters é so that meant that obvio
same guild. So then at the end of the day, | Il eft
inthegui | d, but é I dm not in touch with all that |
guilds and | didnéoufFdnoéi nfi Whamegvpraceo (Gazxl)

[talking about the races and classes that can be played in World of Warcraft] Theyalvececool.

You have to idefiimevea témraicmdinmmad, | 6dodnbavéenowdwhi
really were all cool. In the end, | fell in love. You have to in fact, you really have to fall in love. Because
even if the class isright,sent i mes i tds not the right race. | d6ve ¢

knight living at the maximum level. So then like a week Tatercause you could only create that type
of character oncé | deleted it so | could create the same one again, wniother race. Because
real ly, EI'f was not cool . And | also rode him to

Ultimately, whether for the sake of advancing the status of a single character or of several
characters oof collecting digital objects, one activity is monon to both objectives: what is
known as oO0far mingbé. Most participants percei
that is necessary to achieve their goals: to optimize their characters, to accumulate material for
the craft, to collect rare obgts, etc. Some of them explain that they would like to be able to

do without it, and they believe that the designers are overdoing it on that front. Others are
more ambivalent and explain that they hawesteda huge number of hours for what were

basic#ly pretty meagreresults. Gaél, for instance, reports that with his wasted hours, he

hel ped a 6gold farmerdé in his worKk:
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AfiFor one order, a person doing O to top reputatio
one day. For 18 hours, Ilwemtnt o a dungeon that was é a dungeon
because it was full of pickpockets. So | had my i
to be as efficient as possible. So on the second streebv e g ot i 1 putmon afitmr: And then

we were off. So | put on a film, | put on a list of films that | put on. When one was finished, | put on
another. When | put on a series, the whole series played. And all day long, from morning till night, |

was just doing that. tdeen 6t worry me at all o (Gazxl)

That being so, players who were very intensely involved in farming activities can also, at
other times, get just as intensely wrapped up in complex raids or role plays requiring
coordinated teamwork. Farming can also form p&# daily ritual as offered by some games.
The place assigned to each player in the activities involving more or less narrative or-sensory
motor interaction with the game is a dimension that is still so little known ftingter
exploratorywork is neeckd.

A make all owances. When 1 édm playing, I donodt a
impossible. And so you make allowances. | either do full role play, in which case | play a session where

my character will walk rather than run and talk ihet game, without the character knowing about
mobile phones. And things where youbre 1|ike: 0Tha
not going to start saying, 6Watch out, a monster
stratggy, innit. Come offitt laghs) 6 ( Gazxl )

6.28 Mor e or |l ess O6chil dishd universes

We have tried to highlight certain commésatures ofhow the players we met play. The

desire to escape particular dimensions of life is certainly the most striking, but we have also
stressed the interest in online mydti ayer gaming and the di mens
defined by N. Yee. We have also seen thase different motivations could combine with
others and thereby determine individual sé v
were not cited by all the players, but only by one or two of them; however, they are
interesting to note, because yhare indispensable for an understanding of the excessive
nature of the use of the game by those reporting thém categoryincludesdimensions that

we have already flagged as behaviors that can be assimilated to an obsessive compulsive
disorder, but a&o the desire to control the objectives that have been set, the desire to confront
others and assert oneself against them, etc. It is impossible to be exhaustive on this subject
here but wewish to stress one final interesting point. While the majoritfhef MMORPG

are inspired by medieval fantasy or science fiction, others develop very childish universes
(childrends manga, for exampl e). Persistent
reveals difficulty in leaving childhood to join the wortd adolescence and then the adult

world.

6.2.9 The lifespan of a game

Most of the participants have commented that
for them. Many c¢lassic cases may occur, beca
the sory that they tell, that is not the case with MMORPG. In those cases, players may have
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the feeling of havinggxhaustedhe gamé s p o s gaifdelind that mightsbe fleeting), or

they might not like the modifications made by the designers, or the gaght be closed

down by the publisheetc. Often, this ending is accompanied by a painful fealhgh
blendssadness and boredom, or even anger in some cases. The solution is then often to dive
back quickly into another game:

il 6ve somet mmeb phayed mean | 6ve ended up just st
not hing, with my arms folded. Because |1 6d played
do anything. Total disgust! And a couple of days later, it came back. Andhftieerihat, | recovered

until it started againo (Juan)

6.2.10 Tipping points in the life pathway and problematic nature of video game use

We wondered from what stage in the subjectos
games becomes problematic. Aldrticipants identified one or more periods during which
their gaming intensified and took a problematic turn.

Like many people of their generation, they have been playing video games since they were
children. It is above all a pleasant activity thedves them with good memories. For them,
some video games act | i ke Proustodés madel ei ne

Some participants have enthused over the technical evolutionsnthainfluence their
playing time and the pleasure thggt from playing. However, these will not precipitate the
problematic nature of their usage. Among these trends, we can highlight the discovery of the
internet and more specifically, muftlayer game spaces. These often come as a revelation to
the playerghat we have interviewed:

AThe first time | got access to World of Warcraft
people in the game. | could talk to them and play with them. We were groups, we were going out on a

quest. Basicallyiwas just fantastic. I t wa dinetgdme. Inffacritst t i me
really was the first time. And it was amazingly i

In addition, having their own computer in their bedroom (or a laptop), away from parental
monitoring is also a milestone in the intensity of their gaming:

ASo when | got a computer in my room, I obviousl
then suddenly |1 ém up again é getting up and pl ay
mot her6s trust. | did that very quicklyo (Gazxl)

Having said that, it is not until further down the line that participants identify a tipping point
towards o6épathological 6 or Oproblemdb video ga
a lack of contaiing elements and the presence of psychological suffering.

Lack of contai nment refer s tputa drakeson thatode o f 0
consuming dimension of video gaming. Obviously, something that is containing for one
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