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Internet 
Gaming 
Disorder

Diagnostic 
Criteria 

(DSM-V)

• Preoccupation with gaming

• Withdrawal symptoms when gaming is taken away or not possible 
(sadness, anxiety, irritability)

• Tolerance, the need to spend more time gaming to satisfy the urge

• Inability to reduce playing, unsuccessful attempts to quit gaming

• Giving up other activities, loss of interest in previously enjoyed 
activities due to gaming

• Continuing to game despite problems

• Deceiving family members or others about the amount of time spent 
on gaming

• The use of gaming to relieve negative moods, such as guilt or 
hopelessness

• Risk, having jeopardized or lost a job or relationship due to gaming

• Under the proposed criteria, a diagnosis of internet gaming disorder 
would require experiencing five or more of these symptoms within a 
year. The condition can include gaming on the internet, or on any 
electronic device, although most people who develop clinically 
significant gaming problems play primarily on the internet.

American Psychiatric Association [APA]. (2013).



Gaming 
Disorder 

Diagnostic 
Criteria 
(WHO)

• Gaming disorder is defined in the 11th Revision 
of the International Classification of Diseases 
(ICD-11) as a pattern of gaming behavior 
(“digital-gaming” or “video-gaming”) 
characterized by impaired control over gaming, 
increasing priority given to gaming over other 
activities to the extent that gaming takes 
precedence over other interests and daily 
activities, and continuation or escalation of 
gaming despite the occurrence of negative 
consequences.

• For gaming disorder to be diagnosed, the 
behaviour pattern must be of sufficient severity 
to result in significant impairment in personal, 
family, social, educational, occupational or other 
important areas of functioning and would 
normally have been evident for at least 12 
months.

WHO. (2016). Gaming disorder. Retrieved from http://id.who.int/icd/entity/1448597234

http://id.who.int/icd/entity/1448597234


Technology use and the Brain



Why we go 
there

• Recognition

• Coping with daily stressors

• Escapism

• Online relationships

• Mastery

• Control

• Completion

• Excitement/Entertainment

• Challenge



Warning 
Signs

DYSREGULATED 
SLEEP

TRUNCATION OF 
INTERESTS AND 

HOBBIES

POOR 
NUTRITION/EATING 

PATTERNS

DECREASE IN 
EXERCISE



Unhealthy 
patterns

prefer spending time with their 
online friends over their offline 
friends 

felt their social needs were met 
better online than I.R.L.

addicted players play to avoid 
dissatisfaction



Vulnerability: the need to connect and cope 

• Kids with Learning Disabilities tend to play games for more 
hours per week.

• Kids with ADHD, LD, or other emotional issues are more likely 
to play games in order to feel less lonely, and to get their 
emotions out. 

(Kutner and Olson, 2008)



At Risk 
Characteristics

• compulsively pursuing rewards despite 
consequences.

• persistent procrastinators

• social loners

• depressed/anxious individuals seeking 
an escape from their problems.



Compulsive Behaviors as Maladaptive Coping



Co-occurring and comorbid conditions

Autism Anxiety Depression ADHD

Drug/Alcohol Gambling Health 
Conditions OCD



Rating 
Systems

ESRB ratings have two equal parts: 

1. rating symbols suggest age
appropriateness for the game. 

2. content descriptors indicate elements in a 
game that may have triggered a particular 
rating and/or may be of  interest or 
concern.

http://www.esrb.org/ratings/ratings_guide.jsp
http://www.esrb.org/ratings/ratings_guide.jsp


2020-ESA_Essential_facts_070820_Final_lowres.pdf (theesa.com)

https://www.theesa.com/wp-content/uploads/2020/07/2020-ESA_Essential_facts_070820_Final_lowres.pdf


Teens and social media use

Social networks used by teens in U.S. | Statista 2022

SNAPCHAT 35%

TikTok 30%

Instagram 22%

https://www.statista.com/statistics/250172/social-network-usage-of-us-teens-and-young-adults/
https://www.statista.com/statistics/250172/social-network-usage-of-us-teens-and-young-adults/


Key Issues 
for teen 
social 

media use

• Content/Privacy/Control

• Cyberbullying

• Effects on mood, self-esteem, and friendships



Know Your Child

Assess the risks

Gradual increase of  responsibility

Shared accounts

Set limits when necessary



Creating an on-going dialogue

Parenting



Tracking and 
Monitoring

Parenting



Play games and participate 
with your teenager

Parenting



Set limits when you need to

Parenting
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