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PLENARY LECTURES
PL–1

Comorbidity of substance use disorders and behavioural addictions 
with ADHD: An overview

WIM VAN DEN BRINK

Amsterdam University Medical Centers, Department of Psychiatry, The Netherlands
E-mail: w.vandenbrink@amsterdamumc.nl

Introduction: Substance use disorders (SUD) and behavioural addictions (BA) are highly co-
morbid with adult ADHD. This comorbidity is responsible for more severe SUD/BA, a worse 
course of SUD/BA, and more negative treatment outcomes of SUD/BA.Method: In this pre-
sentation, I provide a selective literature review of (1) the prevalence of the comorbidity be-
tween SUD/BA with adult ADHD, (2) the genetic and neurobiological basis of this comorbid-
ity, (3) possibilities for the prevention of SUD/BA in children/ adolescents with ADHD and (4) 
the treatment options for patients with SUD/BA and comorbid ADHD.Results About 12-25% 
of patients with substance use disorders (SUD) and/or behavioural addictions (BA) also have 
adult ADHD (Theule et al., 2019). SUD shows substantial genetic overlap with ADHD and 
both SUD and BA show similar neurobiological abnormalities that are different from healthy 
controls (Weinstein & Lejoyeux, 2020). Furthermore, early (pharmacological) treatment of 
ADHD can prevent the development of SUD and probably also BA, whereas some studies 
indicate that stimulant treatment of ADHD in patients with SUD and ADHD is effective in 
both the reduction of ADHD severity and the amount of alcohol and/or drug use (Ozgen et 
al., 2020); Brynte et al., 2026). Much less is known about the effect of stimulant treatment 
in patients with BA and ADHD (Park et al., 2016). Conclusion ADHD is indeed a common 
comorbid disorder in both SUD and BA and all three disorders share certain aspects of the 
neurobiology and (stimulant) treatment of ADHD is likely to improve both ADHD and SUD 
severity, whereas little is known about the effects of comorbid ADHD in patients with BA.

Keywords: ADHD, substance use disorder, behavioural addiction, gambling disorder, gaming disorder

References:
Brynte, C., et al. (2026). Predictors of treatment success in patients with substance use disorder (SUD) 
and co-morbid attention deficit/hyperactivity disorder (ADHD): Results from the International Natural-
istic Cohort Study of ADHD and SUD (INCAS). European Neuropsychopharmacology, 106, 112783.
Özgen, H., et al. (2020). International consensus statement for the screening, diagnosis, and treatment 
of adolescents with concurrent attention-deficit/hyperactivity disorder and substance use disorder. Eu-
ropean Addiction Research, 26(4–5), 223–232.
Park, J. H., Lee, Y. S., Sohn, J. H., & Han, D. H. (2016). Effectiveness of atomoxetine and methylpheni-
date for problematic online gaming in adolescents with attention deficit hyperactivity disorder. Human 
Psychopharmacology, 31(6), 427–432.
Theule, J., Hurl, K. E., Cheung, K., Ward, M., & Henrikson, B. (2019). Exploring the relationships 
between problem gambling and ADHD: A meta-analysis. Journal of Attention Disorders, 23(12), 
1427–1437.
Weinstein, A., & Lejoyeux, M. (2020). Neurobiological mechanisms underlying internet gaming disor-
der. Dialogues in Clinical Neuroscience, 22(2), 113–126.
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PL–2

Medication treatment of behavioral addictions

JON GRANT

University of Chicago, United States of America 
E-mail: jgrant4@bsd.uchicago.edu

Behavioral addictions are common and disabling psychiatric disorders reported throughout 
the world. Over the last 30 years, several categories of medications have been studied for the 
treatment of various behavioral addictions with varying degrees of success. This talk with 
present the data regarding medication treatment of behavioral addictions, discuss the differ-
ences among the various behavioral addictions in terms of treatment response, and examine 
how subtyping within the various behavioral addictions may result in more robust outcomes. 
Limitations of the research will be highlighted and future directions will be presented.

Keywords: pharmacology; clinical trials; addiction

PL–3

Defending against threats to gaming disorder science

DANIEL KING

Flinders, Australia
E-mail: daniel.king@flinders.edu.au

The topic of “gaming addiction”, a term that often refers to severe forms of problematic gam-
ing, continues to gain public interest and research momentum. Since the formal recognition 
of gaming disorder (GD) in the ICD-11 in 2019, the research literature on this topic has more 
than quadrupled in size. A favourable view would be that this growth is indicative of a field 
that is maturing – that is, achieving higher levels of organisation, greater breadth and depth of 
knowledge, and more widely accepted standards and practices for discovery. Certainly, there 
have been many positive signs of advancement and examples of research translation in health 
and policy. However, the academic discourse has also highlighted obstacles to scientific pro-
gression, including issues affecting consensus and consistency in empirical approaches. This 
keynote will open further critical discussion on the internal and external pressures facing the 
GD field, which may be broadly classified as 'threats'. Some of these threats concern general 
problems affecting all scientific enterprise, including funding instability, sustainability is-
sues, politicisation of science, and misinformation. The GD field also faces its own specific 
challenges related to polarized perspectives on gaming, disconnects between disciplines that 
study gaming, the cultural status of gaming, health classification status, industry inaction and 
opposition, among many other issues.

Keywords: gaming disorder
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PL–4

Technology design features of online applications: Emerging empirical 
insights into their influence on problematic online behaviors

MAÈVA FLAYELLE

Institute of Psychology, University of Lausanne, Lausanne, Switzerland
E-mail: maeva.flayelle@unil.ch

Over recent years, a growing scientific interest has developed in understanding the ways in 
which technology design features of web-based sites and applications may amplify dysregu-
lated and potentially addictive involvement in online activities by affecting users' capacity to 
control uses. Early contributions in this area primarily proposed taxonomies and conceptual 
accounts describing how specific design features of online applications might promote prob-
lematic online behaviors. More recently, an emerging line of empirical research has sought 
to investigate these propositions across a range of online activities. Based on a narrative 
review of this nascent empirical evidence, the current presentation will (i) provide a critical 
overview of how scholars have approached the study of the influence of technology design 
features on problematic online behaviors so far; (ii) synthesize and discuss available insights 
resulting from these early empirical efforts; and (iii) outline key knowledge gaps as well as 
priorities for future research in this emerging field. The implications of these findings for 
policy development, prevention, and intervention efforts will also be addressed.

Keywords: structural characteristics; technology design features; addictive online behaviors

PL–5

Thirty years (and counting) of studying behavioral addictions

MARC POTENZA

Yale University, United States of America
E-mail: marc.potenza@yale.edu

Over the past several decades, multiple changes have occurred regarding how non-substance 
behaviors may be considered as the basis of addictive disorders. This presentation will focus 
on my personal involvement in considering and studying addictive behaviors and disorders. 
Early work in the 1990s involved addressing whether gambling disorder (then termed patho-
logical gambling) might be best considered impulsive, compulsive or addictive in nature. 
At the time of my beginning research in this area, no neuroimaging studies of gambling 
disorder had been conducted and the only published placebo-controlled pharmacotherapy 
trial involved one subject. In the early 2000s, my involvement in work relating to the transi-
tion from DSM-IV-TR to DSM-5 included synthesizing evidence, including work our group 
was conducting into the epidemiology, genetics, neurobiology and treatment of gambling 
disorder and other putative behavioral addictions. In the 2010s, participating in WHO-related 
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efforts prior to the generation of the ICD-11 involved international discussions and work, 
including regarding ongoing collaborative research into the brain biology and treatment of 
(internet) gaming disorder and a wider range of internet-related concerns. In the 2020s, the 
COVID-19 pandemic changed how people interacted with digital technologies, and ongo-
ing rapid changes have been occurring in artificial intelligence in the post-pandemic world. 
The presentation will conclude with a view towards the future as societies strive to harness 
the power of digital technologies and prevent related harms, especially regarding vulnerable 
groups like developing youth and individuals with mental concerns.

Keywords: gambling disorder

PL–6

Empowering women leaders and patients:  
Addressing behavioral addictions through gender-sensitive approaches

SEDEF ERCETIN GENCOSMANOGLU1, SOPHIA ACHAB2

1Turkish Green Crescent Society, Turkiye
2WHO Collaborating Centre for Training and Research in Mental Health, University of Geneva
E-mail: sedef.ercetin@yesilay.org.tr; sophia.achab@hug.ch

Background and Problem: Behavioral addictions—including gambling disorder, gaming dis-
order, problematic social media use, and Problematic Use of the Internet (PUI)—present 
unique challenges for women, both as patients and as leaders in the field. Women face sys-
temic barriers, societal stigma, and a lack of gender-sensitive interventions, which exacerbate 
their vulnerabilities.
Key issues include:

●● �Higher rates of co-occurring mental health issues (e.g., depression, anxiety) alongside 
behavioral addictions.

●● Economic hardship and social isolation, which often delay help-seeking behaviors.
●● �Underrepresentation in leadership roles within addiction research and healthcare, limit-

ing their influence on policies and interventions.

Keynote 1: Women and behavioral addictions as patients – State of the art and ways of 
improvement (Speaker: Sedef Ercetin)

Current state of women as patients: 
●● �Barriers to treatment: Societal stigma, fear of judgment, and lack of gender-sensitive 

treatment programs deter women from seeking help.
●● �Co-occurring disorders: Women with behavioral addictions often experience higher rates 

of depression, anxiety, and trauma, which require integrated treatment approaches.
●● �Cultural and economic factors: Economic hardship and cultural expectations further 

complicate access to care and recovery.
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Gender-sensitive treatment models:
●● �Trauma-informed care: Addressing underlying trauma that often precedes or co-occurs 

with behavioral addictions in women.
●● �Holistic interventions: Combining psychological support, social reintegration, and eco-

nomic empowerment to address the multifaceted needs of women patients.
●● �Family and community support: Engaging families and communities to reduce stigma 

and provide a supportive environment for recovery.
Ways of improvement:

●● �Enhancing access to care: Developing women-centered treatment programs that are ac-
cessible, affordable, and culturally sensitive.

●● �Reducing stigma: public awareness campaigns and education to challenge stereotypes 
and encourage help-seeking behaviors.

●● �Policy and advocacy: Advocating for policies that prioritize gender-sensitive approaches 
in addiction treatment and support services.

Keynote 2: Building capacity of women leaders to address behavioral addictions (Speak-
er: Sophia Achab)

Background: Behavioral addictions represent a growing public health challenge, yet gen-
der disparities persist in research, treatment, and leadership. Women’s unique vulnerabili-
ties, such as societal stigma, underrepresentation in clinical trials, and barriers to leadership 
roles, necessitate targeted interventions. This keynote explores the transformative potential 
of women’s leadership in advancing gender-sensitive approaches to behavioral addiction re-
search, treatment, and policy. Methods: This presentation synthesizes evidence from leader-
ship development programs, mentorship networks, and gender-sensitive research initiatives 
to outline actionable strategies for empowering women in the field. 
Key components include:
1.	 Leadership development and mentorship:

●● Training programs: Structured initiatives to cultivate leadership skills among women 
in behavioral addiction research, with a focus on gender-specific interventions and 
advocacy.

●● Mentorship networks: Pairing emerging women leaders with established mentors to 
facilitate professional growth, knowledge exchange, and career support.

2.	 Gender-sensitive research and policy advocacy:
●● Research focus: Promoting women-led studies to investigate gender-specific pat-

terns, vulnerabilities, and effective interventions for behavioral addictions.
●● Policy development: Advocating policies that embed gender equity in treatment 

frameworks and leadership structures, ensuring inclusive and equitable care.
3.	 Community engagement and digital innovations:

●● Public awareness campaigns: Leveraging media and community platforms to am-
plify women’s experiences with behavioral addictions and showcase recovery suc-
cess stories.

●● Digital support tools: Harnessing technology to deliver education, anonymous peer 
support, and AI-driven interventions tailored to behavioral addiction management.
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Conclusion: This keynote underscores the urgency of inclusive, women-led solutions in be-
havioral addiction care. By integrating leadership development, gender-sensitive research, 
and digital innovation, we can amplify women’s voices, bridge gaps in access to support, 
and foster resilient, equitable systems for addressing behavioral addictions globally. A call 
to action is issued for stakeholders to prioritize women’s leadership in shaping the future of 
addiction medicine. Addressing behavioral addictions in women requires a dual approach: 
empowering women leaders to drive research and policy changes, while simultaneously im-
proving access to gender-sensitive, trauma-informed treatment for women as patients. By 
combining leadership development, community engagement, and innovative treatment mod-
els, we can foster equity, resilience, and lasting change in the field of behavioral addictions.

Keywords: women’s leadership, behavioral addictions, gender-sensitive research, mentorship, digital 
health, policy advocacy
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SYMPOSIA AND PARALLEL SESSIONS

1A–1

The link between problematic social media use and cognitive failure is 
mediated by self-esteem

CHRISTIAN MONTAG¹, SEBASTIAN MARKETT²

¹University of Macau
²HU Berlin

Background: Recent work has shown links between problematic social media use (PSMU) 
and reduced cognitive performance. There is also longitudinal evidence that avoiding inter-
net use on smartphones for two weeks can improve sustained attention. These observations 
raise the question of how problematic use and cognitive failure may be connected. Method: 
In a sample of 253 participants we examined whether self-esteem helps explain this asso-
ciation between PSMU and cognitive failure in everyday life. Result: Problematic social 
media use and cognitive failure were positively related, and both were negatively related 
to self-esteem. When self-esteem was included in the model, the direct association between 
problematic social media use and cognitive failure was substantially reduced, consistent with 
a mediating role of self-esteem. Conclusions: Our data are cross-sectional and do not permit 
causal conclusions. Still, the results suggest one possible mechanism that could align with the 
longitudinal findings: problematic social media use may relate to lower self-esteem, which in 
turn may be linked to more self-perceived cognitive failures.

Keywords: problematic internet use, mental health, social media

1A–2

The latent factors of depression and negative affect do not differ in 
association with problematic smartphone use and problematic social 
media use.

SANA ALAVINIKOO¹, JON ELHAI¹, ELYSE F. HUTCHESON¹,  
CHRISTIAN MONTAG²

¹University of Toledo
²University of Macau

Background: Depression and negative affect have been consistently linked to problematic 
smartphone use (PSU) and problematic social media use (PSMU). Yet, it remains unclear 
whether particular latent components of these constructs differentially relate to PSU or 
PSMU. The present study addressed this gap. Method: Participants were 329 U.S. college 
students who completed a web-based survey assessing depression, negative affect, PSU, and 
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PSMU. Data were analyzed using structural equation modeling to evaluate measurement 
models and test associations among latent factors.
Result: Confirmatory factor analyses supported well-fitting models for all constructs. De-
pression’s cognitive–affective and somatic factors showed comparable associations with both 
PSU and PSMU. Similarly, the fear and distress factors of negative affect were nearly identi-
cal in their associations with PSU and PSMU. No significant differences emerged between 
any parallel pathways. Conclusion: The similar associations across depression and negative 
affect dimensions indicate that general emotional vulnerability, rather than particular symp-
tom profiles, may play a central role in maladaptive digital behavior.

Keywords: problematic internet use, mental health, social media

1A–3

Too tired to resist scrolling?: Exploring the symptom link between 
chronic fatigue syndrome and problematic social media use in 
university students

WENTING XU¹, CHUN FENG², ANISE M. S. WU¹

¹University of Macau
²Southwest University of Science and Technology

Background: Both physical illnesses (e.g., chronic fatigue) and technology addictions (e.g., 
problematic social media use [PSMU]) impede students' academic and psychosocial devel-
opment, while their comorbidity is not uncommon. The current research aims to employ 
network analysis to explore any prominent links among the symptoms of chronic fatigue 
syndrome and those of PSMU in university students in order to provide insights for cam-
pus-based interventions. Method: Around 1,000 Chinese university students (age ≥ 18) were 
recruited using convenience sampling and completed an anonymous questionnaire online. 
Network analysis was used to identify the relationship and the most central and influential 
symptom among chronic fatigue syndrome and PSMU. Results: The symptom “less strength 
in muscles” (from chronic fatigue syndrome) exhibited the strongest influences and associa-
tions (i.e., strength) among symptoms of both chronic fatigue syndrome and PSMU. Bridge 
centrality analysis further indicates that “social impairment” (from PSMU) was the most 
influential symptom bridging the two symptom clusters. Conclusion: The current study is the 
first to reveal the comorbidity between chronic fatigue and PSMU in a network model. The 
findings also highlight that two symptoms (i.e., “less strength in muscles” and “social impair-
ment”) may serve as key targets for school-based interventions, and provide useful guidance 
for future research.

Keywords: problematic internet use, mental health, social media
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1A–4

Underlying dimensions of FOMO are differentially related to 
problematic smartphone use severity

JON ELHAI¹, TALI GAZIT², CHRISTIAN MONTAG³

¹University of Toledo
²Bar-Ilan University
³University of Macau

Background: Fear of missing out (FOMO) involves two dimensions: 1) pervasive apprehension 
of missing rewarding experiences, and 2) constant desire for connection with others. FOMO is 
robustly related to problematic Internet use (PIU) across the literature. However, only recent-
ly have FOMO’s two underlying dimensions been assessed for differential relationships with 
PIU. Method: 388 undergraduate students from a midwestern US university participated in a 
cross-sectional web survey in 2025, assessing FOMO (the FOMO Scale), problematic smart-
phone use (PSU; Smartphone Addiction Scale) and problematic social media use (PSMU; 
Bergen Social Media Addiction Scale). Results: We conducted confirmatory factor analyses 
for single factor models of PSU and PSMU, and two FOMO factors; all models fit well.  
A combined model of PSU and the two FOMO factors fit well. PSU severity was more highly 
associated with FOMO’s connection desire (r=.60) than apprehension factor (r=.49); Wald 
chi-square (N=388, df=1)=6.82, p<.01. A combined model of PSMU and FOMO’s two fac-
tors also fit well. However, PSMU was equally related to FOMO’s connection desire (r=.60) 
and apprehension factor (r=.55), Wald chi-square(N=388, df=1)=2.39, p=.12. Conclusions: 
PSU (but not PSMU) severity seems more related to FOMO’s constant connection desire 
than apprehension factor. Predominant use of social media in a mobile manner on smart-
phones, including receipt of instant messaging and social notifications (e.g., likes and com-
ments) received on smartphones, may explain distinct results we found for PSU in contrast 
to PSMU. Results offer insight into cognitive/affective risk factors (i.e., FOMO) for PSU.

Keywords: problematic internet use, mental health, social media
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1A–5

Problematic social media use and mental health risks among first-year 
Chinese undergraduates: A three-wave longitudinal study

WANQI ZHOU¹, ZHIHAO YAN¹, ZEYANG YANG¹, ZAHEER HUSSAIN²

¹Soochow University
²Nottingham Trent University

Introduction: The association between social media use and mental health risks has been 
widely investigated over the past two decades with many cross-sectional studies reporting 
that problematic social media use (PSMU) is associated with higher mental health risk such 
as anxiety and depression. The present study examined the relationship between PSMU se-
verity and mental health risks (depression, anxiety, stress, and loneliness) using a three-wave 
longitudinal design. Methods: A total of 685 first-year Chinese undergraduate students (Mean 
age = 19.12 years, SD = 0.92) completed surveys at three times points with intervals of 3 to 
4 months. Results revealed that PSMU was positively correlated with all the mental health 
risk variables of depression, anxiety, stress, and loneliness over the three time points. Results: 
The prevalence of PSMU increased over the three research waves. Cross-lagged models 
identified bi-directional relationships between PSMU and mental health risks, while such 
links were not consistent between different mental health risk variables and can change over 
different research intervals (e.g., stress positively and significantly predicted PSMU from T1 
to T2, but not from T2 to T3). Discussion: This study indicates that PSMU and mental health 
risks could predict each other in a vicious loop, but the differences between specific mental 
health risks and the research context (e.g., different term times and experiences in university) 
should not be ignored. Further research attention should be paid to the prevalence of PSMU 
and mental health conditions among Chinese first-year undergraduates who appear to have 
difficulties in adapting to university life.

Keywords: problematic internet use, mental health, social media
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1B–1

Childhood, adolescence and digital wellbeing in Spain: the research 
project

ANTONIO RIAL BOUBETA¹, IGNACIO GUADIX GARCÍA²

¹University of Santiago de Compostela, Spain 
²UNICEF Spain, Spain

Introduction: The access to Internet is recognized as an enabling right, essential for the ex-
ercise of other fundamental rights. Ensuring the well-being of children and adolescents in 
digital environments, however, poses complex practical challenges. Early, intensive, and un-
supervised use has implications for child development that call for addressing the issue as 
a matter of public health. UNICEF Spain, the University of Santiago, the General Council 
of Computer Engineering, and the Ministry for Digital Transformation designed a compre-
hensive study to better understand the lives of children in digital environments, analysing 
potential implications for both mental health and coexistence. Methods: A mixed strategy 
was used. At the qualitative level, 8 focus groups were carried out with adolescents, parents 
and teachers, as well 10 in-depth interviews with international experts. At a quantitative 
level, a survey among Spanish children and adolescents was conducted. An analytical and 
cross-sectional design was used, with stratified cluster sampling. The final sample consisted 
of 75,329 students, aged between 10 and 20 years. Specific screening scales were employed 
to estimate prevalences of potential addictions or problematic uses (IGDT-10, PGSI, SMD, 
BPS and RLI). Finally, we carried out a survey among teachers with 4,590 participants. The 
project was supervised by an international scientific advisory team comprising 43 experts. 
Results: Results confirm the widespread use of digital devices among Spanish schoolchildren 
from a very early age, especially social media and video games. Data is provided on the 
prevalence of different problematic uses or possible addictions, and their correlates in quality 
of life and mental health, as well as family and school coexistence. Discussion and conclu-
sion. This project constitutes a model of collaborative work between different institutions and 
researchers, committed to the rights of children and adolescents, with the single objective of 
contributing to design responsible and effective public policies.

Keywords: adolescence, childhood, screen, smartphone, social media, internet, cyberbullying, gaming, 
gambling, loot-boxes
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1B–2

Use of digital technologies, well-being and gender differences in 
childhood and adolescence

ANA ESTÉVEZ GUTIÉRREZ¹, PATRICIA GÓMEZ SALGADO²

¹University of Deusto, Spain
²University of Santiago de Compostela, Spain

Introduction: Social networks, as relational spaces, are not neutral, but act as amplifiers of 
gender mandates, influencing identity construction, self-esteem and emotional well-being in 
different ways, which makes it essential to analyze them specifically from a gender perspec-
tive, especially in childhood and adolescence. This presentation aims to analyze differences 
in the use of social media from a gender perspective that considers mental health, coexistence 
and personal development. Methods: The sample consisted of 75,329 Spanish schoolchil-
dren aged between 10 and 20 (mean: 13.48; SD: 2.19). Questionnaires were administered to 
measure quality of life, emotional distress, depression and suicidal behavior, together with 
questions related to social media. Results: The data show, among other things, that girls 
have worse indicators of life satisfaction, health-related quality of life and psychological 
well-being, as well as higher levels of anxiety, depression, somatization and suicide risk. 
Likewise, significant differences were observed in family and social dynamics, highlighting 
a worse perception of relationships with parents and peers at higher educational levels and 
a high prevalence of child-to-parent violence. In the digital sphere, girls show greater prob-
lematic use of social media and greater exposure to pressure and cyberbullying, while boys 
show more intensive consumption of video games, pornography, online gambling and be-
haviors associated with problem gambling, with an increasingly early onset. Discussion and 
conclusion: In summary, the results highlight the close interrelationship between psychologi-
cal well-being, educational context and digital practices, underlining the need for early, co-
educational and gender-sensitive preventive interventions that promote healthy, critical and 
responsible use of technology among the younger generations. Its fundamental purpose is to 
provide robust empirical evidence to enable institutions to design effective public policies, 
avoiding both alarmist and trivializing approaches to the digital phenomenon, and grounded 
in a rights-based framework of social responsibility.

Keywords: adolescence, childhood, screen, smartphone, social media, internet, cyberbullying, gaming, 
gambling, loot-boxes
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1B–3

Problematic social media use in Spanish youth: Associations with  
well-being and psychosocial risks

JUAN MANUEL MACHIMBARRENA GARAGORRI¹, ABEL NOGUEIRA-LÓPEZ²

¹University of the Basque Country, Spain
²University of Burgos, Faculty of Psychology, Department of Health Sciences, Burgos, Spain

Background: Problematic social media use (PSMU) is frequently discussed as a potential 
marker of psychosocial vulnerability, but large-scale evidence comparing effect sizes across 
well-being and risk domains is still limited. Methods: Cross-sectional, stratified cluster sur-
vey in a Spanish representative sample of 75,329 students aged 10–20 years. PSMU was 
assessed using the Social Media Disorder Scale for Adolescents. Students screening positive 
for PSMU were compared with those screening negative on health-related quality of life 
(KIDSCREEN-10; KIDSCREEN-27) and life satisfaction (Cohen’s d reported). Associations 
with emotional distress, suicidal risk, child-to-parent violence, school bullying/cyberbully-
ing involvement, and online risk behaviors) were examined using χ² tests with Cramér’s V.  
Results: The prevalence of PSMU was 5.7%, higher in girls (7.2%) than in boys (4.0%). 
PSMU was associated with lower overall health-related quality of life (KIDSCREEN-10:  
d = 0.92) and lower scores across all KIDSCREEN-27 domains, particularly in psychological 
well-being (d = 0.91), and school environment (d = 0.70).Life satisfaction was lower in the 
PSMU group (d = 0.73)and was also related to higher emotional distress and suicidal risk 
with (anxiety: V = 0.16; somatization: V = 0.14; depression: V = 0.19; suicidal risk: V = 0.16). 
PSMU was also linked to child-to-parent violence (e.g., V = 0.11–0.19 depending on sever-
ity/frequency), school victimization/aggression (V = 0.12–0.14) and cybervictimization/cy-
beraggression (V = 0.11–0.14). Finally, PSMU showed consistent associations with online 
risk behaviors, including sexting and sexual-risk experiences (V = 0.14–0.18). Conclusions: 
PSMU was linked to moderate-to-large differences in quality of life and small-to-moderate 
associations with mental health risk, family conflict, peer violence, and online sexual-risk 
behaviors. Causality cannot be inferred; however, the convergent pattern supports PSMU as a 
useful screening flag. Furthermore, results highlight the relevance of parental mediation and 
digital hygiene as protective factors, supporting the need for multi-component prevention.

Keywords: adolescence, childhood, screen, smartphone, social media, internet, cyberbullying, gaming, 
gambling, loot-boxes
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1B–4

Associations between loot box purchasing, online gambling, and 
gambling-related problems in a representative sample of Spanish 
adolescents

JOAQUÍN GONZÁLEZ-CABRERA¹, JOEL BILLIEUX²

¹International University of La Rioja (UNIR), Institute of Transfer and Research (ITEI), Logroño, 
Spain
²University of Lausanne, Switzerland

Introduction: The convergence between gaming and gambling has been described as a grow-
ing concern, and empirical evidence support a consistent association between loot boxes 
purchasing and gambling participation and problem gambling. However, studies focusing on 
underage populations are scarce and largely based on non-representative samples. To date, 
nationally representative data examining these associations in adolescents is lacking. Meth-
ods: Using data from a nationally representative sample of Spanish adolescents aged 10–17 
years (N = 73.433), we examined associations between purchasing loot boxes (yes/no) and 
two outcomes: participation in online gambling and problem gambling defined as moder-
ate or severe according to the Problem Gambling Severity Index (PGSI ≥ 5). Prevalence 
ratios (PR) and 95% confidence intervals were estimated using Poisson regression models 
with robust variance. Analyses were conducted for the total sample and stratified by sex. 
Results: Adolescents who reported purchasing loot boxes showed a markedly higher preva-
lence of gambling-related problems compared with non-purchasers (PR = 4.15; 95% CI = 
3.82–4.51). Sex-stratified analyses revealed substantial differences in the magnitude of these 
associations. Loot box purchasing was associated with higher prevalence of online gambling 
among boys (PR = 3.41; 95% CI = 3.18–3.65) and girls, with a considerably stronger as-
sociation among girls (PR = 11.34; 95% CI = 9.14–14.07). A similar pattern was observed 
for gambling-related problems, with elevated prevalence among loot box purchasers in boys 
(PR = 2.98; 95% CI = 2.72–3.26) and girls, again showing a substantially stronger associa-
tion among girls (PR = 8.35; 95% CI = 6.49–10.73). Conclusions: Loot box purchasing is 
strongly associated with online gambling and gambling problems among adolescents, with 
stronger effects observed in girls, underscoring the public health relevance of loot boxes and 
the need to consider sex differences.

Keywords: adolescence, childhood, screen, smartphone, social media, internet, cyberbullying, gaming, 
gambling, loot-boxes
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1C–1

End-of-session high-stakes betting and gambling disorder severity:  
An online survey of 2,000 Japanese gamblers

GOKI KOHAGURA, TAKATO NISHIOKA, MEIA TOKUMOTO, DAIKI MIYAGAWA, 
KENGO YOKOMITSU

University of Human Environments, Japan
E-mail: bdp23026@uhe.ac.jp

Background: Among gamblers, various irrational behaviors such as illusion of control and 
loss chasing have been documented. One such behavior is end-of-session high-stakes bet-
ting, in which gamblers place a large, high-risk wager near the end of a gambling session. 
This study aimed to determine whether end-of-session high-stakes betting occurs among 
gamblers and to clarify its association with gambling disorder severity in an online survey 
of 2,000 gamblers. Method: With the cooperation of ASMARQ Inc., an online survey was 
conducted from 20 to 26 November 2025. Participants were 2,000 men and women aged 20 
years or older with a history of gambling. They were asked to report their past experiences 
of end-of-session high-stakes betting by responding to 15 scenario-based items (e.g., “You 
initially bet about 500 yen per race on several horse races, but after a series of losses your 
funds decreased. In the final race, in an attempt to recoup your losses, you decided to place 
a single 10,000-yen win bet that exceeded your cumulative losses.”). Responses to these 
items were used as indicators of end-of-session high-stakes betting, and their associations 
with scores on the Problem Gambling Severity Index (PGSI) were analyzed. Result: Of the 
2,000 participants, 825 (41%) reported having engaged in end-of-session high-stakes betting 
at least once. Cross-tabulation analyses examining the association between end-of-session 
high-stakes betting in each gambling modality and PGSI scores showed that, across all gam-
bling types, individuals with experience of such betting were significantly more likely to be 
classified as problem gamblers on the PGSI than those without this experience (n = 127–222, 
p < .01). In addition, approximately 78% (n = 392) of participants scoring 8 or higher on the 
PGSI (problem gamblers) reported having engaged in end-of-session high-stakes betting. 
Conclusion: The findings indicate that end-of-session high-stakes betting is exhibited by 41%  
(n = 825) of gamblers, suggesting that it is a behavior observed in a substantial subset of the 
gambling population rather than a rare phenomenon. Moreover, the fact that 77% of problem 
gamblers (PGSI ≥ 8) reported such behavior suggests that, while end-of-session high-stakes 
betting can be found among general gamblers, it is particularly prevalent among those with 
more severe gambling problems. End-of-session high-stakes betting may therefore serve as a 
potential behavioral indicator of gambling disorder severity.

Keywords: high-risk betting, gambling, PGSI, Japan
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1C–2

Advertising, impulsivity, and mental health as predictors of gambling 
problems: A longitudinal study of Finnish online gamblers

ILKKA VUORINEN, IINA SAVOLAINEN, ATTE OKSANEN

Tampere University, Finland
E-mail: ilkka.vuorinen@tuni.fi

As gambling is increasingly becoming an online phenomenon, gamblers often get targeted 
with advertising that encourages them to use money recklessly on gambling sites. While it is 
established that gambling advertising can influence vulnerable gamblers, there are not many 
longitudinal studies investigating the direct links to gambling problems from a psychological 
perspective. Relying on a pathways model approach, we examined the longitudinal impact 
of different gambling-related advertising on gambling problems, controlling for impulsivity 
and general mental health. The study included 990 Finnish participants who had gambled 
online. Utilizing fixed-effects and random-effects negative binomial models, we analyzed 
the impact of three forms of weekly exposure to online advertising (gambling, instant loans, 
and cryptocurrencies) both separately and together. We also checked the interactions between 
advertising, impulsivity and mental health. The results indicate that although weekly adver-
tising exposure does have a random-effect on gambling problems, impulsivity and especially 
mental health issues seem to have a more significant impact on the problems. This suggests 
that underlying psychological vulnerabilities have a greater impact on gambling-related harm 
than advertising exposure. Nevertheless, exposure to gambling advertising and the promo-
tion of financially speculative products, such as instant loans and cryptocurrencies, may still 
contribute to problematic gambling behavior. These results highlight the continued need for 
regulatory measures to prevent gambling harm, while underscoring the importance of strate-
gies that support mental wellbeing.

Keywords: gambling problems, impulsivity, mental health, advertising, longitudinal

1C–3

Near-misses in sports betting using virtual reality

STEVE SHARMAN1,2, MATTHEW KING-PARKER3

1King's College London, United Kingdom
2Loughborough University, United Kingdom
3University of Lincoln, United Kingdom
E-mail: stephen.p.sharman@kcl.ac.uk

Background: Previous research has explored how structural characteristics of gambling 
products influence behaviour, with particular attention to near-misses, non-win outcomes 
perceived as close to a win. Near-misses have been extensively studied in electronic gam-
bling machines (EGMs), where they evoke negative emotions while motivating persistent 
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gambling. Limited research has examined their behavioural effects in sports betting. This 
study addresses that gap by examining how near-miss outcomes influence gambling behav-
iour in sports betting. Method: 56 participants engaged in a custom VR dog racing simula-
tion featuring six controlled outcomes across 24 races: clear wins, narrow wins, overtake 
wins, near-miss narrow losses, near-miss overtake losses and clear losses. Near-miss narrow 
and overtake losses were designed to imitate the “near-miss before” and “near-miss after” 
outcomes identified in EGMs. Outcome satisfaction, motivation to continue gambling, and 
N+1 Bet Size, were also recorded. Results: Preliminary analyses indicate that motivation was 
significantly higher following near-miss narrow losses than other loss types, aligning with 
EGM findings. However, near-misses overall were not perceived as more aversive than clear 
losses. Impulsivity did not significantly moderate the relationship between outcome type 
and behaviour but independently predicted lower satisfaction and motivation. No significant 
effects of outcome type on bet size were found. Conclusions: Findings highlight how struc-
tural characteristics in sports betting can reinforce gambling persistence. These insights may 
inform gambling policy and product design. Future studies should identify more precise imi-
tations of near-misses across various gambling formats and investigate how these variations 
differentially affect gambling behaviour.

Keywords: gambling, near-miss, sports betting

1C–4

Dark patterns in video games: A systematic literature review

LUCA DEGIORGI1, PIETRO BENFENATI1, ANDREA CZAKÓ1,2,3,  
ORSOLYA KIRÁLY3,1, MARK D. GRIFFITHS4, DANIEL KING2,  
ZSOLT DEMETROVICS2,3,1

1Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar, Gibraltar
2Flinders University Institute for Mental Health and Wellbeing, College of Human Sciences and 
Culture, Flinders University, Bedford Park, SA, Australia
3Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
4Psychology Department, Nottingham Trent University, Nottingham, UK
E-mail: Luca.Degiorgi@unigib.edu.gi

Background and aims: Dark patterns refer to practices such as predatory monetization or 
unethical design used by different online industries to increase their revenues. Recently, dark 
patterns have gained interest in videogame research. The goal of this literature review was to 
review the currently available scientific literature and summarise the state of knowledge on 
dark patterns, including definitions, types, and consequences. Method: Following PRISMA 
guidelines (Page et al., 2021) three databases were systematically searched: Scopus, Web of 
Science, and PsycInfo. Peer-reviewed papers, books, and book chapters published in English 
before June 2026 investigating or discussing dark patterns, unethical design, predatory mon-
etization, or manipulative tactics in video games were included in the review. Results: A total 
of 33 papers met the inclusion criteria: 18 empirical (seven qualitative, seven quantitative, 
four mixed methods), 13 theoretical, and two review papers. The definition of dark patterns 
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varied across papers, with a conceptual shift from intentionality to developer actions regard-
ing the harm caused to players. Dark patterns were found to skew revenue distribution to 
the advantage of microtransaction service provider, but their overall effect on game revenue 
varied with players’ perceptions of these patterns. Evidence regarding the impact of dark pat-
terns on players’ well-being and gameplay experience was mixed, varying depending on their 
implementation and users’ perceptions. Conclusion: Dark patterns raise serious consumer 
protection and ethical concerns, particularly given their potential harms to underage gamers.

Keywords: video games, dark pattern, predatory monetization, gaming

Reference:
Page, M. J., McKenzie, J. E., Bossuyt, P. M., Boutron, I., Hoffmann, T. C., Mulrow, C. D., Shamseer, 
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Lalu, M. M., Li, T., Loder, E. W., Mayo-Wilson, E., McDonald, S., … Moher, D. (2021). The PRISMA 
2020 statement: An updated guideline for reporting systematic reviews. BMJ, 372, n71. https://doi.
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1C–5

Legal, illegal and unregulated gambling participation among emerging 
U.S. adults: Access patterns, preferences, and problem gambling risk

HARSHDEEP SINGH MANGAT1, JUDITH GLYNN1, ZSOLT DEMETROVICS1,2,3, 
MARC N. POTENZA4, ANDREA CZAKÓ1,2,3

1Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar
2Flinders University Institute for Mental Health and Wellbeing, College of Human Sciences and 
Culture, Flinders University, Bedford Park, SA, Australia
3Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
4Yale University School of Medicine, New Haven, CT, USA
E-mail: harshdeep.mangat@unigib.edu.gi

Background and aims: Although online gambling activity is restricted in most US states 
for those under the age of 21 years, offshore options, unregulated platforms or other illegal 
ways to gamble exist. This study aims to explore patterns of online gambling engagement 
among emerging American adults, the types of gambling in which they participate, and mo-
tives for using illegal gambling websites. Methods: Data regarding demographics, gambling 
behaviours and experiences were collected using Prolific from 651 (mean age – 19.12; 0.78) 
Americans aged 18-20 years who participated in online gambling in the 12 months pre-
ceding data collection. Using regulatory data from the 50 United States, participants were 
classified as gambling legally or illegally. Based on their beliefs about the legality of their 
gambling, they were then grouped as self-reported illegal gamblers or self-reported legal 
gamblers. These two groups were compared using t-tests and chi-square tests. Results: Being 
underage in their respective states, 100% of those with online casino gambling (n=277) and 
98.4% (n=445) of those with online sports betting were gambling illegally, but only 52.4% 
of participants (n=341) self-reported illegal gambling. Over one-fifth (21.5%) were identi-
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fied as having problem gambling. Over 60% of participants did not know the correct legal 
age for casino and/or online gambling in their state. Those who reported to knowingly access 
gambling illegally were most likely to report using websites that did not require ID or age 
verification or/and used a VPN to access a gambling website. They were motivated by eas-
ier deposits/withdrawals, no age verification, and better bonuses/promotions. Compared to 
those with self-reported legal gambling, they were more likely to have started gambling at a 
younger age or not recall their first instance of online gambling, be women, and not be aware 
or care whether a website was regulated or not. Conclusions: The study suggests a need for 
increased awareness regarding the legality of online gambling activities among emerging 
adults, and a more comprehensible gambling policy. Emerging adults appear at a high risk 
of gambling harm; thus, stronger enforcement against illegal and unregulated gambling is 
required to protect this population.

Keywords: illegal gambling, unregulated gambling, youth gambling, sports betting, underage gam-
bling
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1D–1

Cognitive profiles and modeling perspectives in behavioral addictions 
with ADHD

CLÉMENCE CABELGUEN1,2, MARIE GRALL-BRONNEC1,2, LÉO LEFÈBVRE1, 
ANAÏS SAILLARD1, ELSA THIABAUD1, JULIETTE LEBOUCHER1,  
CLÉMENT MINAUD3, SACHA LAVAUD3,4, GAËLLE CHALLET-BOUJU1,2

1Nantes Université, CHU Nantes, UIC Psychiatrie et Santé Mentale, F-44000 Nantes, France
2�Nantes Université, Univ Tours, CHU Nantes, INSERM, MethodS in Patients centered outcomes and 
HEalth ResEarch, SPHERE, F-44000 Nantes, France – Université Nantes Angers Le Mans – France

3Nantes Université, CHU Nantes, UIC Psychiatrie et Santé Mentale, F-44000 Nantes, France
4Nantes Université, CHU Nantes, Fédération de recherche COLIBRI, F-44000 Nantes, France
E-mail: clemence.cabelguen@chu-nantes.fr

Introduction: Attention Deficit Hyperactivity Disorder (ADHD) is strongly associated with 
Behavorial Addictions (BAs) (El Archi et al., 2023; Grassi et al., 2024; Karaca et al., 2017). 
However the cognitive characteristics of this dual disorder remain underexplored, and find-
ings are contradictory. Our study aimed to identify the cognitive characteristics of the dual 
disorder in comparison with BA and ADHD alone, as well as with healthy controls. We hy-
pothesize that the dual disorder is characterized by weaker inhibitory control, stronger delay 
discounting, and poorer decision-making, particularly during cue-related tasks. Methods: Par-
ticipants were recruited from the BANCO (NCT03202290) and BANCO 2 (NCT03967418) 
studies, targeting adults seeking treatment for gambling disorder (GbD), sex addiction (SA), 
or food addiction (FA) at Nantes University Hospital, as well as healthy controls matched for 
sex, age, and education level and recruited through media publicity campaign and a volunteer 
research database. ADHD was screened using the ASRS v1.1 and WURS-C, and confirmed 
through review of patients’ medical records. BAs were assessed using the NODS for GbD, 
a standardized interview based on Carnes’ criteria for diagnosing SA, and the YFAS 2.0 for 
FA. Neuropsychological functioning was assessed using a battery of tests, including mea-
sures of inhibitory control (Stroop, Go/No-Go, and SST), decision-making (IGT), and delay 
discounting (SKIP), including both neutral and addiction-related cues. Descriptive analyses 
will be followed by comparisons across BA+/ADHD+, BA+/ADHD-, BA-/ADHD+, and 
BA-/ADHD- groups. Results: To date, 79 patients (24 GbD, 25 SA, 30 FA) and 77 controls 
have been included. Recruitment is being finalized, analyses will follow. Discussion: The 
results will be discussed in the context of existing data on the cognitive characteristics of 
individuals with the dual pathology. These analyses will then be interpreted in relation to the 
I-PACE model (Brand et al., 2019) for BAs, particularly to examine its applicability in cases 
of ADHD.

Keywords: ADHD, gambling disorder, sex addiction, food addiction, cognition
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Abbreviations:
ASRS: Adult ADHD Self-Report Scale
HADS: Hospital Anxiety and Depression Scale
IGT: Iowa Gambling Task
NODS: National Opinion research center DSM Screen for gambling problems
SKIP: Single Key Impulsivity Paradigm
SST: Stop-Signal Test
WURS-C: Wender Utah Rating Scale-short version
YFAS: Yale Food Addiction Scale
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1D–2

The longitudinal associations between social support, problematic 
internet use and ADHD symptoms among adolescents

PATRIK KONCZ1, ZSOLT DEMETROVICS1,2,3, ANDREA EISINGER1,  
BORBÁLA PAKSI4, GYÖNGYI KÖKÖNYEI1, DANA KATZ1,5, ORSOLYA KIRÁLY1,3

1Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
2Institute for Mental Health and Wellbeing, College of Education, Psychology and Social Work, 
Flinders University, Adelaide, South Australia
3Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar, Gibraltar
4Institute of Education, ELTE Eötvös Loránd University, Budapest, Hungary
5Doctoral School of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
E-mail: koncz.patrik@ppk.elte.hu

Background: Problematic internet use (PIU) is associated with sleep problems, academic 
decline, and social difficulties. While its longitudinal relationship with social support (SS) re-
mains unclear, ADHD has consistently emerged as a risk factor for PIU, which may also con-
tribute to social isolation. Understanding the longitudinal dynamics between ADHD, PIU, 
and SS during adolescence is crucial for clarifying their developmental pathways. lagged 
effects among these constructs were largely absent. The consistent influence of ADHD on 
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later family SS highlights the importance of early ADHD intervention to protect family re-
lationships. person associations suggest that these difficulties may fluctuate together in the 
short term, Methods: Data were drawn from the first three waves (school grades 5, 6, and 
8) of the Budapest Longitudinal Study (N = 1191, mean age = 10.7 years, SD = 0.52 at the 
first wave, 48% boys). PIU, ADHD symptoms, and perceived family and peer SS were as-
sessed by validated self-report measures. Longitudinal associations were examined with a 
Random Intercept Cross-Lagged Panel Model (RI-CLPM) to separate between-person dif-
ferences from within-person fluctuations. Gender was included as a covariate. Results: Most 
constructs showed within-person stability across waves, indicating that temporary increases 
in PIU, ADHD symptoms, or family SS tend to persist over time. Only one cross-lagged 
effect emerged: higher ADHD symptoms predicted decrease in family SS. At the between-
person level, adolescents with higher stable PIU symptoms showed higher stable ADHD 
symptoms and lower stable family and peer SS. Stable family and peer SS were strongly 
correlated at between-person level, and girls reported higher stable peer SS. Within-person 
concurrent correlations were identified between ADHD and PIU, between PIU and family 
SS, and between ADHD and family SS, suggesting short-term co-fluctuation rather than last-
ing temporal influence. Discussion: While adolescents’ momentary increases in PIU, ADHD 
symptoms, and family SS showed persistence, cross-lagged effects among these constructs 
were largely absent. The consistent influence of ADHD on later family SS highlights the im-
portance of early ADHD intervention to protect family relationships. Strong between-person 
links between PIU and ADHD, as well as PIU and low SS, indicate the potential influence 
of shared, relatively stable adolescence-specific characteristics, such as reduced response 
inhibition, increased reward sensitivity, and autonomy seeking. Concurrent within-person 
associations suggest that these factors may fluctuate together in the short term, highlighting 
the benefits of exploring them in a different timeframe (monthly or weekly).

Keywords: internet addiction, ADHD, social support, longitudinal, cross-lagged panel model

1D–3

Gaming, peer involvement and emotional problems in adolescents with 
and without neurodevelopmental impairments

SEVTAP GURDAL, SABINA KAPETANOVIC

University West, Sweden, Sweden
E-mail: sevtap.gurdal@hv.se

Background: Among children and adolescents in Sweden, internet use, including gaming, 
has increased during the last decade. At the same time, professionals who work with children 
worry that adolescent gamers, particularly those who to a lesser degree interact with peers 
offline will experience poor psychosocial adjustment, including mental health problems.  
Objective: To understand the processes between gaming and mental health, the current study 
will investigate the associations between adolescent gaming, peer involvement, and emotion-
al problems over time and test whether the potential links differ between adolescents with and 
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without NDI. Methods: The sample for analysis consisted of 1515 adolescents (50.5% girls) 
beginning the sixth grade (n = 781) and seventh grade (n = 734), respectively. Out of those, 
n = 231 adolescents self-reported having a neurodevelopmental impairment, thus NDI, such 
as ADHD, autism, intellectual/emotional disability, speech, or language impairment/com-
munication disorder. A two-wave, cross-lagged model was used for analysis. Results: Results 
showed that T1 adolescent gaming was linked to higher T2 emotional problems, while higher 
T1 peer involvement was linked to less T2 gaming at Time 2. We found no moderation by 
NDI in these links. Conclusions: Adolescents who engage in higher levels of gaming activity 
seem to report more emotional problems over time. The frequency of gaming activity over 
time is however lower when adolescents engage in peer interactions offline. More focus on 
peer interactions outside of the context of digital media could be an important step in preven-
tive work with adolescents with and without NDI.

Keywords: adolescents, gaming, peer involvement, emotional problems, NDI

1D–4

Treatment outcomes of gaming disorder and factors affecting prognosis

SATOKO MIHARA, TAKASHI KITAYUGUCHI, KANA HAMADA, MIKU IKEDA, 
YOKO KOMAKI, TAKANOBU MATSUZAKI, SUSUMU HIGUCHI

National Hospital Organization Kurihama Medical and Addiction Center, Japan
E-mail: s.mihara0211@gmail.com

Background: Effective treatments for gaming disorder are being developed worldwide. How-
ever, given the high prevalence of comorbid psychiatric disorders such as ADHD and the 
decreasing age of onset, there is a need to clarify treatment outcomes among patients with di-
verse backgrounds and to identify effective combinations of treatment approaches tailored to 
individual patient characteristics. This study examined how treatment outcomes vary accord-
ing to psychosocial backgrounds at the initial visit and selected treatment modalities among 
patients who met the ICD-11 criteria for gaming disorder. Methods: Gaming disorder symp-
toms, level of dependence, gaming time, and gaming-related problems were assessed using 
questionnaires completed by patients and their families at the initial visit and at 3 months,  
6 months, and 1 year after the initial consultation. In addition to psychiatric outpatient care by 
attending psychiatrists, treatment modalities such as individual counseling by certified psy-
chologists, day-care programs, treatment camps, inpatient treatment, and family participation 
in family support groups were tracked. Treatment outcomes were analyzed in relation to the 
selected treatment approaches. Results: Both patients receiving outpatient treatment only  
(n = 30) and those receiving inpatient treatment (n = 20) showed improvement in gaming 
disorder symptoms at 6 months. Patients who received multiple treatment options in addi-
tion to psychiatric care—such as individual counseling and family support groups—showed 
a significantly greater reduction in gaming time. Furthermore, treatment was suggested to 
require a longer duration in patients with comorbid psychiatric disorders such as ADHD.

Keywords: gaming disorder, treatment methods, treatment outcomes
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1D–5

Problematic social media use in ADHD: A comparison on and off 
dopaminergic medication

LUKAS GUNSCHERA1, SARA MEHRHOF1, IOANNA FOKAS1, AMY ORBEN1, 
CAMILLA NORD1,2

1MRC Cognition and Brain Sciences Unit, University of Cambridge, United Kingdom
2Department of Psychiatry, University of Cambridge, United Kingdom
E-mail: lukas.gunschera@mrc-cbu.cam.ac.uk

The popular narrative surrounding social media increasingly draws on the medical model 
of addiction, framing platforms as generators of dopamine-driven compulsive engagement. 
However, whether the phenotypic similarities observed between problematic social media use 
and substance addiction reflect shared underlying mechanisms remains largely unexamined. 
This study directly tests this assumption by leveraging methylphenidate, a dopamine reup-
take inhibitor and first-line ADHD treatment, as a pharmacological tool to probe the role of 
dopamine in social media engagement and motivated decision-making. articipants are adults 
aged 18–40 with an ADHD diagnosis who have been prescribed methylphenidate for at least 
12 weeks. Using a within-subjects quasi-experimental design, participants complete two in-
person testing sessions – one during peak plasma concentration of their medication and one 
in a non-medicated state – with session order randomised. During each session, participants 
complete an effort-based decision-making task that captures motivated behaviour by asking 
participants to accept or reject offers with varying levels of effort and reward. Self-report 
questionnaires, including the Bergen Social Media Addiction Scale, are administered across 
sessions to assess problematic social media use, functional impairment due to social media 
engagement, and other relevant constructs. Between sessions, ecological momentary assess-
ment surveys are used to track participants’ perceived urge and control over social media use 
across the medication cycle. For a subset of participants, objective screen time data are col-
lected in addition to the behavioural self-report, providing further insight into social media 
usage behaviours. The preregistered data collection is ongoing and will conclude well ahead 
of the conference. Analyses will combine model-agnostic and computational modelling ap-
proaches, including Bayesian hierarchical estimation, to characterise how dopaminergic state 
influences problematic social media use and effort-reward decision-making. The preregis-
tered analyses will examine the effect of medication status on problematic social media use 
within subjects. Further exploratory analyses will examine how temporal fluctuations in urge 
and control vary across the medication cycle, and investigate individual differences and po-
tential moderating influences to further understand the involved mechanisms. The results of 
this work will speak to the medical addiction framework as it is applied to social media use. 
If methylphenidate alters problematic social media use, this would provide evidence for the 
importance of dopaminergic processes in aberrant engagement with social media and suggest 
that problematic social media use may be more closely aligned with established addiction 
processes than research has been able to demonstrate. Conversely, a null finding would call 
into question whether the addiction framing of social media use is neurochemically justified 
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and would redirect future research toward alternative mechanistic accounts. This research 
is the first to capitalise on deliberate manipulations of dopaminergic state in the context of 
social media use – and positions its findings as an important contribution to both the scientific 
understanding of problematic engagement with social media and the clinical experiences of 
individuals with ADHD in digital environments.

Keywords: social media, addiction, dopamine, psychopharmacology, mental health
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1E–1

Evaluating problematic video game use in adolescents implementing 
WHO criteria

SOFIA ARANGO ARROYAVE1, LUCIEN ROCHAT2,3, DANIELE ZULLINO1,3,  
SOPHIA ACHAB1,3

1Faculty of Medicine, University of Geneva, Geneva, Switzerland
2Faculty of Psychology, UniDistance, Brig, Switzerland
3�ReConnecte Treatment Centre, Addiction Division, Department of Psychiatry, University Hospitals 
of Geneva, Switzerland

E-mail: sofia.arango@etu.unige.ch

Background: Over the last decade, the number of video game players has increased globally, 
especially amongst young people. This has led to the recognition that some video game play-
ers exhibit functional impairment as a result of excessive gaming behavior. Recently, the in-
clusion of gaming disorder (GD) in the 11th edition of the International Classification of Dis-
eases (ICD-11) has prompted scientists to try to develop valid screening methods capable of 
differentiating between problematic and non-problematic video game usage. This inclusion 
into the ICD-11 suggests that GD should be viewed as a major public health issue requiring 
screening tools, prevention, and targeted treatment programs. However, there are currently 
no validated screening tools based on the ICD-11 for French adolescents. Our primary aim 
is to examine the psychometric properties of the Gaming Disorder Scale for Adolescents 
(GADIS), a new ICD-11 based screening tool previously validated in German populations, 
therefore enabling clinical and systematic screening of GD. Our secondary aim is to study 
the link between impulsivity traits, motives to play and symptoms of GD. Methods: a cross 
sectional survey based on 200 parent-adolescent dyads (aged 10-17) around Geneva, Swit-
zerland will fill out sociodemographic questions, various questionnaires testing motivations 
for gaming, impulsivity and gaming habits in a self evaluative manner (GADIS-Adolescent) 
and a hetero-evaluative manner for parents (GADIS-Parent). Data analysis will employ both 
exploratory and confirmatory factor analysis which will be used to evaluate the fit of several 
model structures. In addition, correlation analysis will be used to explore motives, impulsiv-
ity traits and GD symptoms. Results: The data is being collected at this time and results will 
be available by the end of spring 2026. Conclusions: Expected findings will support more 
structured and defined GD screening for adolescents, bridging ICD-11 criteria with validated 
tools to guide interventions and clinical practice.

Keywords: ICD-11, adolescents, assessment, gaming disorder, WHO standards
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1E–2

Disentangling gaming disorder: A dual-pathway approach using 
network analysis

FILIP NUYENS1, CHLOE RYDING1, LOÏS FOURNIER2, JOËL BILLIEUX2,3

1Psychology Department, Nottingham Trent University, United Kingdom 
2Institute of Psychology, University of Lausanne, Lausanne, Switzerland 
3�Center for Excessive Gambling, Addiction Medicine, Lausanne University Hospital (CHUV), 
Lausanne, Switzerland 

E-mail: filip.nuyens@ntu.ac.uk

Background and aims: Growing evidence suggests that the components model of addiction, 
when applied to behavioral addiction, can be divided into two subfactors: one reflecting 
problematic use, and the other reflecting high but non-problematic engagement. Previous 
research has also shown that, whereas problematic use is linked to negative outcomes (e.g., 
poorer mental health), high engagement is not. In this perspective, this study aims to ex-
plore whether a popular scale assessing gaming disorder features (the IGDS9-SF, which is 
designed after the DSM-5 framework and the components model of addiction) potentially 
conflates problematic and non-problematic use of video games. Methods: After data clean-
ing, 501 participants completed an online survey consisting of the IGDS9-SF, the DASS-21, 
the UCLA Loneliness Scale, the UPPS-P Impulsive Behavior Scale, and the Satisfaction 
With Life Scale. First, the current structure of the IGDS9 will be tested to determine whether 
a nine-factor, unifactorial, or other structural solution is the most fitting. Then, in the case 
where two or more factors are detected in this initial step, the relationship between these 
and both positive (e.g., life satisfaction) and negative (e.g., depression) outcomes will be 
explored. Expected results and implications: We expect that the IGDS9-SF conflates items 
assessing problematic gaming with items assessing high, but non-problematic, involvement 
in video games. This would reinforce previous claims that assessment tools based on ad-
diction criteria listed in the DSM-5 pathologize gaming. Such results would call for a more 
fine-grained conceptualization and assessment of problematic gaming.

Keywords: gaming disorder, high engagement, network analysis
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Mapping the evolution of gaming disorder risk: A three-wave profile 
approach

CATIA MARTINS CASTRO1,2,3, SOPHIA ACHAB3,4, DAVID DIAS NETO1,2

1ISPA Instituto Universitario, Lisbon, Portugal
2APPSYCI Applied Psychology Research Center Capabilities & Inclusion, Lisbon, Portugal
3WHOCC, World Health Organization Collaborating Centre for Training and Research in Mental 
Health, Geneva, Switzerland
4Faculty of Medicine, University of Geneva, Geneva, Switzerland
E-mail: ccastro@ispa.pt

Understanding how psychological characteristics shape gaming behaviours over time is 
essential for advancing prevention and intervention responses to Gaming Disorder (GD).  
Although emotional regulation difficulties, gaming motivations, psychological distress, 
time spent gaming, and GD symptoms have been examined individually, it is not known 
to date a longitudinal research that has integrated these factors within a unified, person-
centred framework. This study addresses this gap by examining how psychological profiles 
evolve across time and identifying predictors of transitions and stability. A longitudinal latent 
transition analysis (LTA) was conducted using data from an international sample of gamers  
(N = 5255 at baseline; N = 1926 at Wave 1; N = 2317 at Wave 2). Profiles were derived from 
emotional-regulation difficulties (DERS-SF) and 19 gaming motivational dimensions (GMI), 
replicating four previously identified profiles: Avoidant, Engaged, Relational and Dysregu-
lated. Covariates included mental-health indicators (CORE-SFB), time spent gaming (TSG), 
GD (GDT), and sociodemographic factors, including gender (men, women, and non-binary 
players) across all game genres. Results presented moderate profile stability alongside mean-
ingful transitions, particularly between Avoidant and Engaged profiles. Dysregulated players 
consistently presented higher GD symptoms and psychological distress. This study provides 
the first longitudinal, person-centred evidence on how emotional, motivational profiles and 
behavioural factors co-develop in gamers. Findings can support the development of tailored, 
profile-specific intervention strategies and underline the importance of inclusive research that 
reflects the diversity of gaming populations.

Keywords: gaming disorder, latent transition analysis, gamer profiles, emotional regulation, motiva-
tion, longitudinal study, mental health
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Gendered behavioral profiles and digital compulsivity among 
adolescents: Insights from seven-day trajectories

SAMIHA IMRANI1, BOUZEKRI TOURI1, OULMANN ZERHOUNI2,3,6,  
LUCIA ROMO3,4,5

1Hassan II university, Morocco
2Univ. Rouen Normandie, France
3Univ. Paris Nanterre, France
4Hôpital Universitaire Raymond-Poincaré (AP-HP), Garches, France
5Inserm CESP 1018 UPS, Villejuif Cedex, France
6Institut pour le Développement et l’Action en Sciences Sociales (IDASC)
E-mail: i.samiha@hotmail.com

Background: Gender differences in digital engagement are becoming increasingly important 
for understanding risk pathways toward problematic Internet use (PIU), yet few studies have 
examined daily screen-time patterns or media-specific behaviors within a gender-sensitive 
and cross-cultural framework. This study investigates how adolescent boys and girls differ 
in their weekly digital routines and how compulsive use shapes these patterns. Methods: 
A sample of 334 Moroccan adolescents reported their daily screen time over seven con-
secutive days (Monday–Sunday) and minutes spent on 11 digital platforms, including social 
media, communication tools, and gaming. Two latent class analyses (LCA) were conducted 
to identify weekly trajectories and multi-platform usage profiles. Non-linear growth model-
ing and linear mixed-effects models were used to examine predictors of overall screen-time 
intensity. Predictors included age, sex, compulsive use (CIUS), and contextual factors. Re-
sults: The weekly LCA yielded two profiles: a moderate-stable group (34.7%) and a high-use 
group (65.3%) characterized by a marked weekend increase. Membership in the high-use 
class was predicted by higher CIUS scores (OR = 2.04), older age, and male sex. A second 
LCA revealed a minimal-use profile (45.2%) and a diversified intensive-use profile (54.8%), 
with girls more involved in social and communication platforms (Instagram, TikTok, What-
sApp), despite lower total screen time than boys. Mixed-effects modeling showed that CIUS 
was the strongest predictor of overall screen-time intensity (+3.96 minutes per CIUS point,  
p < .001), followed by sex (boys +61 minutes/day). Media-specific minutes were not signifi-
cantly predicted by demographic or contextual variables.Conclusion: These findings reveal 
two distinct vulnerability pathways: boys engage in higher overall exposure, while girls show 
greater compulsive tendencies even at moderate levels of use, particularly through multi-
platform social engagement. The study highlights the need for gender-sensitive prevention 
strategies and provides rare ecological data from a low- and middle-income country context.

Keywords: problematic internet use, gender differences, digital media use, latent class analysis, ado-
lescents
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Behavioral addictions, social exchange and loneliness

ALEXANDER TOMEI, JOSEPH STUDER

Centre for excessive gambling, Addiction medicine, Lausanne University Hospital and University of 
Lausanne, Switzerland
E-mail: alexander.tomei@chuv.ch

Introduction: Evidence shows that individuals with addictive disorders, both substance-re-
lated and behavioral, face difficulties in social adaptation. For example, people with such 
disorders show lower empathy, indicating that their interpersonal skills are affected even at 
the core level social interaction. However, recent reports suggest that impaired social rela-
tionships - evidenced by lower prosocial behaviors and reduced perceived social support - are 
more characteristic of behavioral addictions such as gambling and gaming than of substance-
related addictions. The present study aims at examining such characteristics through the so-
cial exchange framework by testing the hypothesis that the norm of reciprocity may be lower 
in gambling and gaming disorders compared to several substance-related disorders, and that 
a lower ability to reciprocate with others is associated with higher loneliness (perceived so-
cial isolation). Method: Participants consist of Swiss male emerging adults. Data will be 
collected in early 2026. We expect to collect about 3,000 completed questionnaires which 
include validated screenings tools for substance use, gambling and gaming disorder, as well 
as measures of reciprocity and loneliness. Results: We will present results of the analyses 
of differences in reciprocity and loneliness between addiction types. Furthermore, we will 
present the association between reciprocity and loneliness, and its variations according to the 
addiction type. Conclusion: The results will be discussed with respect to prior research. They 
will also be considered in terms of their significance and relevance for the rehabilitation of 
social capacities in individuals suffering from addiction, and for the improvement of their 
physical and mental health.

Keywords: behavioral addiction, reciprocity, loneliness
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1F–1

Feedback of problematic gambling behavior via a pop-up:  
A qualitative study of its acceptability and effectiveness taking into 
account the source of the feedback

AEL LE FUR¹, AMANDINE LUQUIENS², THOMAS GAON³, PIERRE TAQUET⁴, 
CÉLINE BONNAIRE¹

¹Université Paris Cité
²Centre Hospitalier Universitaire de Nîmes
³Groupe Hospitalier Universitaire Paris Psychiatrie et Neurosciences
⁴Centre Hospitalier Universitaire de Lille

Background: Preventing online Gambling disorder (GD) has become a major challenge for 
public health policies. While many gambling operators have an algorithm for tracking indi-
viduals with GD, the resulting prevention measures as well as the feedback from the prob-
lematic gambling tracking tool to the gambler are left to the discretion of the operators, based 
on non-binding recommendations from the regulator that are not strongly evidence-based. 
To date, the effectiveness and acceptability of such feedback have not been documented. 
Beyond the how, the question arises as to who should be responsible for delivering this 
feedback in order to improve both its impact on gambling behaviour and its acceptability by 
the gambler. Objective: The aim is to test the effectiveness and acceptability of feedback by 
pop-up from a problem gambling tracking tool. The sources of the feedback will be assessed:  
(1) pop-up feedback indicating that the message is issued by the gambling operator, (2) pop-
up feedback indicating that the message is issued by the French National Gambling Authority 
(Autorité Nationale des Jeux), (3) pop-up feedback indicating that the message is issued by 
a healthcare professional. Methods: The gambling operator will invite users over the age of 
18 to participate. The goal is to detect problematic gamblers identified as increasing their risk 
level according to the operator’s detection tool. These gamblers will be randomly assigned 
to one of the three groups and will receive a personalized feedback pop-up. Participants who 
consent will take part in a qualitative interview one month after receiving the pop-up. This 
will evaluate their perception of the feedback modality (pop-up format) and its content (nor-
mative feedback and wording used). Expected results (currently being analyzed): The aim is 
to demonstrate the importance of the delivery method and the source of feedback for tracking 
problem gambling behaviour, its impact on gamblers’ effectiveness and acceptability.

Keywords: gambling disorder, prevention messages, tracking tools, self-exclusion, prevention cam-
paigns
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The gamblers’ recommendations regarding the feedback of their 
identified problematic gambling behavior: A qualitative study

DAPHNEE THOMAS¹, AMANDINE LUQUIENS², THOMAS GAON³,  
PIERRE TAQUET⁴, CÉLINE BONNAIRE¹

¹Université Paris Cité
²Centre Hospitalier Universitaire (CHU) de Nîmes
³Groupe Hospitalier Universitaire Paris Psychiatrie et Neurosciences
⁴Centre Hospitalier Universitaire de Lille

Background: Since 2019, French gambling operators have been legally required to identify 
individuals with a problem gambling using detection tools (via detection algorithms). How-
ever, no recommendations exist regarding how this identification should be communicated to 
gamblers, resulting in heterogeneous feedbacks (by email, directly on the platform or even 
no feedback). Only one Norwegian study has explored gamblers’ opinions of the feedback 
delivered directly on the platform and no study has investigated gamblers’ views or recom-
mendations on how this feedback should be communicated. Objective: This qualitative study 
explores the recommendations regarding the content and formulation of the feedback of gam-
blers identified by the detection tools as well as gamblers seeking treatment for their problem 
gambling. Method: Thirty-five participants were recruited through two French gambling op-
erators and through addiction treatment and support centers (mean age = 42,00 years, mean 
PGSI = 9,35). They took part in individual semi-structured interviews, which were subjected 
to a codebook thematic analysis developed by King (2012). Preliminary results: Participants 
primarily express a desire for a clear explanation of the reasons underlying their identifica-
tion, notably through quantitative indicators such as their losses. They also recommend of-
fering the possibility to address this matter directly by telephone with an external party, such 
as a healthcare professional or a representative of the national gambling authority. This could 
also be accompanied by guidance toward psychological support or even a temporary self-
exclusion. Conclusions: Gamblers recommend feedback delivered directly by a human, with 
clear explanation and imposed restrictions. This approach could improve the acceptability of 
the feedback and encourage the use of gambling-moderators that support recreational gam-
bling. Further studies are needed to test the effectiveness of these recommendations.

Keywords: gambling disorder, prevention messages, tracking tools, self-exclusion, prevention cam-
paigns
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1F–3

Perceptions, experiences, and perspectives for improving prevention 
messages in the context of “responsible gaming” in casinos

AEL LE FUR, CÉLINE BONNAIRE

Université Paris Cité

Background: In casinos, slot machines and electronic roulette, which are grouped under the 
term 'Electronic Gaming Machines' (EGMs), are characterized by their fast pace, visual and 
sound effects, and frequency of winnings. These features encourage intense involvement and 
can lead to a loss of control. To mitigate these risks, operators implement measures known 
as 'responsible gaming', such as warning messages. Despite extensive research, studies on 
'responsible gaming' are limited because most are conducted online or in laboratories under 
conditions that differ greatly from real-life gambling. The perceptions and experiences of 
casino gamblers are still poorly understood, even though they are essential for improving 
prevention measures. Objective: The objective is to explore qualitatively how gamblers per-
ceive, experience and would like to improve prevention messages displayed on screens at-
tached to EGMs. Method: Participants will be adults, male or female, who frequent casinos 
and use EGMs. A diverse sample will be sought in terms of age, frequency of gambling, and 
level of risk, and recruitment will continue until data saturation is reached. Each participant 
will complete a brief questionnaire on their sociodemographic data (age, sex education level, 
professional and marital status), their gambling habits (type and frequency, average amount 
spent per week), and their level of risk (Canadian Index of Problem Gambling), and will 
then participate in a semi-structured individual interview lasting approximately 45 minutes. 
Expected results (currently being analyzed): We expect gamblers to prefer self-assessment-
based prevention messages to generic ones, as the former are perceived as more credible and 
engaging. Messages formulated positively, emphasizing the benefits of controlled gambling 
rather than the risks of excessive gambling, should also be more widely accepted. The dis-
course will differ depending on sociodemographic characteristics and gambling styles. For 
instance, young adults may respond better to emotional and concrete messages, whereas 
older gamblers may prefer a more sober, informative approach.

Keywords: gambling disorder, prevention messages, tracking tools, self-exclusion, prevention cam-
paigns
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1F–4

Gambling harm prevention campaigns: Effects of the campaign source 
on credibility, message interpretation, and urge to gamble

CATHERINE NGUYEN¹, AMANDINE LUQUIENS², THOMAS GAON³,  
PIERRE TAQUET⁴, CÉLINE BONNAIRE¹

¹Université Paris Cité
²Centre Hospitalier Universitaire de Nîmes
³Groupe Hospitalier Universitaire Paris Psychiatrie et Neurosciences
⁴Centre Hospitalier Universitaire de Lille

Background: The increase in participation rates, coupled with the influence of advertising, 
calls for better consumer protection to avoid the potential long-term risks and harm associ-
ated with gambling. The aim of prevention campaigns is to raise public awareness of the risks 
associated with gambling. These campaigns are produced and disseminated by regulatory 
bodies such as the Autorité Nationale des Jeux (ANJ) in France, gambling operators, and 
public health promotion bodies such as Santé Publique France (SPF). Objectives: The main 
objective is to investigate the effects of the source of prevention campaigns on the risks and 
harm associated with gambling on: (1) The credibility attributed to the source, (2) The per-
ceived message by the gambler (the perceived intentions), and (3) The intention and desire to 
gamble. Method: We will quantitatively assess a population of gamblers with various level 
of gambling intensity, in terms of: 1) their knowledge of gambling risks and harm prevention 
campaigns; 2) the credibility they attribute to the source in terms of expertise and trust, as 
well as the perceived intentionality of these campaigns. The effects of the source of preven-
tion campaigns (gambling operator, ANJ and SPF) on the desire to gamble, the credibility 
given to the authority that carried out the prevention campaign and the perception of the 
message's meaning will also be evaluated. Expected results (currently being analyzed): The 
ANJ and SPF are expected to be perceived as more credible (in terms of trust and expertise) 
and conveying a clear message solely focused on user protection compared to the gambling 
operator, whose intention is to promote gambling. Prevention campaigns from ANJ and SPF 
are expected to generate less desire to gamble than those from a gambling operator.

Keywords: gambling disorder, prevention messages, tracking tools, self-exclusion, prevention cam-
paigns
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1F–5

Long-term efficacy of an optimized self-exclusion process with a brief 
motivational and cognitive intervention: A large-scale real-world online 
randomized trial

AMANDINE LUQUIENS 

Centre Hospitalier Universitaire de Nîmes

Introduction: The long-term effectiveness of self-exclusion without guidance or referral to 
care appears limited for some gamblers who choose short exclusion periods. Methods: We 
conducted a randomized controlled trial comparing (A) an optimized self-exclusion process 
with (B) the standard procedure, i.e., a neutral email confirming implementation. Condi-
tion A consisted of two emails including a motivational message, personalized normative 
feedback, referral to help services, and a proposal to extend self-exclusion. Gamblers, pre-
dominantly sports bettors from a French online gambling operator, who self-excluded for ≤3 
months were randomized (n = 4,610). Outliers with extreme stakes (>20,000 €; n = 8) and 
winners (n = 45) were excluded a priori. Account-based gambling data were analyzed 6 and 
12 months after the start of self-exclusion. Results: Participants were 86.4% male, mean age 
35; 73.2% self-excluded for ≤1 month. Sports betting was exclusive for 64.2%, and 71.7% 
gambled live. More gamblers in group A opened the first email than in group B (62% vs 
58%, p = 0.0075); 48% opened the second email, but only 3% clicked the self-rating link. 
Group A had fewer subsequent self-exclusions than group B (3 vs 4, p < 6×10⁻⁹). At 6 and 
12 months, last-4-week loss, deposits, and stakes were 0 € in both groups, but changes over 
time favored the intervention for last-4-week loss, 12-month deposits, and 12-month stakes. 
Some 6-month deposit and stake outcomes favored the control group, though lottery stakes 
decreased significantly in group A. Conclusion: Self-exclusion appears effective long term 
for most gamblers. The optimized procedure was well accepted and more effective overall 
than the standard approach, despite mixed 6-month financial outcomes.

Keywords: gambling disorder, prevention messages, tracking tools, self-exclusion, prevention cam-
paigns
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1G–1

Social media use, body image and sexuality among young adults: 
Preliminary results from an exploratory study

YONA AMSELLEM, ISABELLE VARESCON

Laboratory of Psychopathology and Health Processes (URP 4057), University Paris-Cité, Boulogne-
Billancourt, France
E-mail: yona.amsellem@etu.u-paris.fr

Introduction: Social media frequently exposes users to sexualized and objectified body im-
ages. While existing research has documented associations between social media use and 
body image, few studies have investigated their influence on the internalization of an objecti-
fying and sexualized self-perception, as well as on the sexual health behaviors that that may 
result from these processes. Objective: This study aims to explore the potential links between 
social media use and sexual assertiveness through the examination of self-objectification, 
self-sexualization, and body shame. Method: This cross-sectional study, approved by an eth-
ics committee, is being conducted among young adults aged 18–30 years. Participants com-
pleted seven online assessment tools, including a sociodemographic questionnaire, a social 
media usage questionnaire, four scales evaluating problematic social media use (BSMAS), 
self-objectification (SOBBS), self-sexualization (ESS), body shame (OBCS), and a sexual 
assertiveness questionnaire (HISA). Correlational, regression, and mediation analyses are 
planned. Results: A negative association between social media use and sexual assertiveness is 
anticipated, potentially mediated by self-objectification, self-sexualization, and body shame. 
Preliminary results will be presented in this communication. Conclusion: These findings are 
expected to provide a deeper understanding of the influence of social media use on body im-
age and sexual health behaviors. Consequently, this study carries both preventive and clinical 
implications regarding the development and/or persistence of body image- and sexuality-
related issues.

Keywords: social media use, body mage, sexuality
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1G–2

Exploring the mediating role of difficulties in emotion regulation 
between dimensions of interoceptive awareness and problematic social 
networks use: A path analysis

SARA BOCCI BENUCCI1, YURA LOSCALZO1, DANIELA MARCHETTI2,  
MARIA CRISTINA VERROCCHIO2, LILYBETH FONTANESI2, ANDREA SCALONE1, 
SILVIA CASALE1

1University of Florence, Italy
2University “G. d’Annunzio” of Chieti-Pescara, Italy
E-mail: sara.boccibenucci@unifi.it

Background: Interoceptive Awareness (IA), whether heightened or reduced, affects psy-
chological health, including emotional regulation. IA has been extensively investigated in 
substance use disorders, whereas research on its role in behavioral addictions is recent and 
remains limited, particularly on Problematic Social Network Use (PSNU). Therefore, this 
study aims to comprehensively examine the predictive role of IA in PSNU, assessing both its 
direct impact and its indirect effect via emotional dysregulation. Method: We recruited 2.456 
university students (70.90% females). We administered the Multidimensional Assessment of 
Interoceptive Awareness (MAIA), the Difficulties in Emotion Regulation Scale (DERS-18), 
and the Brief Screener for Substance and Behavioral Addictions (SSBA), which was adapted 
to assess PSNU. We tested a path analysis with MAIA subscales as predictors, the DERS-18 
total score as mediator, and PSNU scores as outcome. This research is part of the UNIST-
HEALTH PROBEN 2024 project, funded with the contribution of the Italian Ministry of 
University and Research (MUR) pursuant to Ministerial Decree No. 1396 of September 18, 
2024 – Pro-ben 2024 Notice (Project CUP: B53C24010460001). Results: The model showed 
a good fit to the data (CFI = .999; TLI= .993; RMSEA = .021 [.00; .039]; SRMR = .013) and 
explained 17% of the variance in PSNU. None of the direct paths between MAIA subscales 
and PSNU were statistically significant, whereas all the indirect effects were significant at 
the p<.001 level. Some subscales showed negative indirect effects (i.e., Attention Regulation:  
β = -.04; Self-Regulation: β = -.04; Body Listening: β = -.04; Trusting: β = -.11), while Notic-
ing had a positive indirect effect (Noticing: β = .08). Conclusions: IA acts on PSNU through 
the mediation role of emotional dysregulation. The higher the extent to which one directs 
attention to the body, actively listens to the body for insight, regulates psychological distress 
through attention to body sensations, and views awareness of bodily sensations as helpful for 
decision-making, the lower the PSNU via lower emotion dysregulation. From a preventive 
perspective, it seems useful to increase the experience of the body as safe and trustworthy to 
reduce emotional dysregulation and, consequently, PSNU.

Keywords: emotional dysregulation, interoceptive awareness, problematic social network use
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1G–3

Examining the relationships among social media use, motivation, and 
depression in older adults in Taiwan: The results from a cross-sectional 
study

KUNHUA LEE, WAN-JU CHEN

National Tsing Hua University, Taiwan
E-mail: kunhualee@mx.nthu.edu.tw

Background: The relationship between social media use and negative emotions in the older 
population is inconclusive(Cotten et al., 2023; Guzman et al., 2025, Lewin et al., 2023). This 
study examined the motives for using media to investigate the relationship between negative 
emotions and social media use among the older population. Method: 406 participants who 
were older than 50 years were recruited from an online survey (Female = 280, 69%; mean 
age = 60.38, S.D. = 6.34). After obtaining informed consent, participants were asked to com-
plete demographic information, the Social Media Use Scale, a measure of their motives for 
using media, and a measure of depressive symptoms. Descriptive analysis and hierarchical 
regression were conducted in this study. The significance level was set at 0.05. Results: The 
results showed that the duration of using social media was positively correlated with motives 
for social and entertainment; however, depressive symptoms were only related to the mo-
tives for entertainment. The results of the regression analysis found that the frequency and 
duration of using social media could not be related to depressive symptoms, but the motives 
for information seeking and entertainment could significantly affect depressive symptoms. 
Conclusion: The roles of different motives for using social media on depression and the use 
of social media should be examined in further study.

Keywords: social media use, motives for using social media, depression, older people



Session 1G	 Symposia and parallel sessions 

39	 ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye 

References:
Cotten, S. R., Ghaiumy Anaraky, R., & Schuster, A. M. (2023). Social media use may not be as bad as 
some suggest: implication for older adults. Innovation in Aging, 7(3), igad022.
Guzman, A. A., Brecht, M.-L., Macey, P. M., Coleman, B., Aronow, H., & Mentes, J. C. (2025). So-
cial media integration, social support, and depression among older adults. Research in Gerontological 
Nursing, 18(5), 235–245.
Lewin, K. M., Meshi, D., Schuster, A. M., & Cotten, S. R. (2023). Active and passive social media 
use are differentially related to depressive symptoms in older adults. Aging & Mental Health, 27(1), 
176–183.

1G–4

The mediating role of motivations between negative emotions, fear of 
missing out, and problematic social media use

BEATRIX KORONCZAI1, ZSOLT HORVÁTH1,2, ANDREA CZAKÓ1,2,  
ZSOLT DEMETROVICS1,2,3

1Institute of Psychology, ELTE Eötvös Loránd University, Hungary
2Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar, Gibraltar
3College of Education, Psychology and Social Work, Flinders University, Adelaide, Australia
E-mail: koronczai.beatrix@ppk.elte.hu

Background and aim: According to Wegmann and Brand (2019), problematic social media 
use can be developed via two different pathways: a fear-driven, compensation-seeking and a 
reward-driven pathway. The present study aimed to examine the role of social media use mo-
tivations within these two pathways. Methods: A total of 1,138 individuals (62.2% women, 
mean age = 32.53, SD = 14.07) completed an online questionnaire package including the De-
pression Anxiety Stress Scale-9 (Lovibond and Lovibond, 1995), the Difficulties in Emotion 
Regulation Scale-18 (Victor and Klonsky, 2016), the Bergen Social Media Addiction Scale 
(Andreassen et al., 2012), the Online FoMO (Wegmann et al., 2017), and the Social Media 
Motives Scale (Koronczai et al., 2025). Serial and simple mediation models were applied to 
test escapism and personal image motives as mediators. Results: The association between 
depression-anxiety-stress and problematic social media use was partially mediated by dif-
ficulties in emotion regulation (specifically, difficulties engaging in goal-directed behavior) 
and by escapism motive. Escapism emerged as the strongest mediator, both independently 
and within a sequential pathway following emotion regulation difficulties. In the second me-
diator model, the relationship between personal image motive and problematic social media 
use was partially mediated by FoMO, indicating that FoMO serves as a key psychological 
mechanism linking popularity seeking motives to problematic use. Conclusions: The moti-
vational approach aligns well with the model proposed by Wegmann and Brand and supports 
escapism and personal images motives as relevant contributing factors in the development 
of problematic social media use, highlighting both individual and social aspects of PSMU.

Keywords: the motives of social media use, FoMO, emotion regulation, problematic social media use
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1G–5

It’s not the use, it’s the motive: Coping-driven social media use predicts 
suicidal behaviour in youth

ARNAU CARMONA1,2,3, REGINA VILA-BADIA1,2, ALÍCIA COLOMER-SALVANS1,2,4, 
RAQUEL LEAL-PUJOL1,2, JORDI MESTRES-CARBONELL1,2,  
QUERALT SALES-NOMEN1,2, JUDITH USALL1,2

1Institut de Recerca Sant Joan de Déu, Santa Rosa 39-57, 08950, Esplugues de Llobregat, Spain
2Parc Sanitari Sant Joan de Déu, Antoni Pujades 42, 08830, Sant Boi del Llobregat, Spain
3�Facultat de Psicologia, Universitat de Barcelona (UB), passeig de la Vall d’Hebron, 171, 08035 
Barcelona, Spain

4�Facultat de Medicina i Ciències de la Salut, Universitat de Barcelona (UB), c. Casanova, 143, 08036 
Barcelona, Spain

E-mail: arnau.carmona@sjd.es

Background: Problematic social media use (PSMU) has been linked to youth suicidal behav-
iour (SB; Nesi et al., 2021), but the association is heterogeneous, often attenuated once clini-
cal and psychosocial factors are controlled (Macrynikola et al., 2021). Risk may lie not in 
addictive use but in why youth use social media (Cox & Klinger, 1988). Vulnerable individu-
als use them to regulate aversive emotions, a motivational function that remains unexamined 
(Kardefelt-Winther, 2014). Objective: To examine whether PSMU and specific motives of 
use independently predict SB across lifetime, past-year and past-month timeframes. Method: 
Observational, cross-sectional, multicentre study pooling two probabilistic cluster samples 
from the PROSIA project (Catalonia and Barcelona). The sample comprised 5,083 students 
aged 18–29 (M = 18.4, SD = 2.4; 57.9% female). SB (ideation and attempts combined) was 
assessed for three timeframes using Plutchik items plus an ad hoc temporal criterion. Block-
wise hierarchical logistic regressions entered sociodemographic, clinical, psychosocial and 
social media variables (Block 4: Bergen Social Media Addiction Scale and Social Media 
Motives Questionnaire). Missing data were multiply imputed (MICE, m = 40) and pooled 
with Rubin's rules; standardised predictors yield odds ratios (OR) per 1 SD. Results: Life-
time, past-year and past-month SB prevalence was 32.8%, 11.8% and 3.7%. The social media 
block added significant incremental fit for lifetime (p < .001) and past-year (p = .019) SB, 
but not past-month (p = .258). PSMU was non-significant across all timeframes. By contrast, 
the coping motive was a significant, stable risk predictor in all three timeframes (OR = 1.26, 
1.23 and 1.27). Models were well calibrated (Hosmer-Lemeshow p > .05) with excellent 
discrimination (AUC = 0.86–0.92). Conclusions: Using social media to regulate negative 
emotional states, and not addictive use, constitutes a distinct, consistent risk marker for youth 
suicidality. Preventive interventions should screen for digital escapism as a clinical target.

Keywords: social media use, coping motives, sucidal behavior, adolescence, young adults
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2A–1

Conceptualization of pathologization and its manifestations in the realm 
of behavioral addictions

JOËL BILLIEUX¹, LOÏS FOURNIER¹, MAÈVA FLAYELLE¹, VLADAN STARCEVIC²

¹University of Lausanne, Switzerland 
²University of Sydney, Australia

Background and aims: Pathologization is the process of transforming normal phenomena and 
behaviors into mental health problems or disorders that require professional, usually medi-
cal, attention and help. In the context of behavioral addictions, pathologization stems from:  
(1) a tendency to consider common/emerging behaviors as potential new addictions; and  
(2) a confirmatory approach reusing substance addiction models and assessment approaches. 
This presentation aims to critically analyze recent literature on the current forms of patholo-
gization in the behavioral addiction field and discuss the related risks. Methods: Narrative 
review of recent literature (2023-2026). Results: Intensive engagement in emerging activities 
– especially those linked to technology use – is increasingly being labeled as new behavioral 
addiction (e.g., intensive use of AI generative chatbots). Yet, growing evidence shows that, 
when applied to behaviors often considered addictive (e.g., intensive use of social media 
and video games or high-level physical exercise), some substance use disorder character-
istics (e.g., cognitive salience, tolerance, mood modification) are not necessarily indicative 
of problematic behavior. In contrast, other substance use disorder characteristics (e.g., loss 
of control, continued use despite adverse consequences, withdrawal) can be used to identify 
problematic or even pathological behavior. Critically, most screening and diagnostic tools 
assessing behavioral addictions still conflate these characteristics, compromising validity and 
perpetuating pathologization. Discussion: and conclusions: It is imperative that researchers 
in the field of behavioral addiction refrain from characterizing intensive behavioral patterns 
as reflecting addiction in the absence of convincing evidence of the negative consequences, 
impaired control, psychological distress, and functional impairment. Moreover, the field 
must stop using assessment approaches and tools that rely on items that fail to distinguish 
between intensive and problematic involvement. This is necessary to reduce pathologization, 
stigmatization, biased prevalence estimates, and inappropriate regulation.

Keywords: pathologization, behavioral addiction, confirmatory approach
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2A–2

Causes of pathologization of normal behaviors as behavioral addiction

VLADAN STARCEVIC

University of Sydney, Australia

Background: The pathologization of normal behaviors as behavioral addiction is rampant, 
calling for a better understanding of its causes. Method: Review of the literature and con-
ceptual synthesis. Results: The pathologization of normal behaviors is largely a consequence 
of the fact that boundaries between frequently performed but normal behaviors and those 
that are problematic or pathological remain elusive. Pathologization also reflects a perennial 
human tendency to simplify complex or poorly understood phenomena by labelling them. 
Such labelling is influenced by the dominant explanatory frameworks of the day. In modern 
Western societies, human behavior is often understood as a pursuit of rewards, which has led 
to an assumption that “excessive” behaviors are driven by the promise of a reward, thereby 
constituting an addiction. Various stakeholders may promote pathologization wittingly or un-
wittingly. Addiction specialists and mental health professionals may do so because patholo-
gization expands their professional turf and increases their influence and power. Clinicians 
may embrace pathologization because it legitimizes the conceptualization of “excessive” 
behaviors as diagnosable and potentially treatable conditions for which reimbursable clinical 
services are offered. Researchers may welcome diagnostic labelling of “excessive” behaviors 
because it provides a socially accepted foundation for their research, increasing opportunities 
for funding and publications. Some afflicted individuals may favor pathologization because a 
diagnosis purported to explain their “excessive” behavior provides them with benefits, such 
as “sick role”. Families of afflicted individuals and their support networks and advocacy 
groups may support pathologization because a disorder narrative seems more acceptable. 
Conclusions: The pathologization of normal behaviors as behavioral addiction is closely 
related to the general trend of pathologizing human suffering and distress and reflects vari-
ous other social tendencies. Given that pathologization can transform a socially censured 
“excessive” behavior into a socially approved disorder narrative, it is particularly important 
to understand how various stakeholders can foster pathologization.

Keywords: pathologization, behavioral addiction, stakeholders
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2A–3

From intensive to problematic binge-watching:  
Clarifying boundaries to avoid pathologization

MAÈVA FLAYELLE 

University of Lausanne, Switzerland

Background: Binge-watching, defined as viewing multiple episodes of a TV series in one ses-
sion, has become a widespread and normative practice with the advent of on-demand stream-
ing technology offering 24-hour access to extensive content libraries. Although binge-watch-
ing can provide meaningful enjoyment and well-being benefits, research also documents 
cases of dysregulated engagement marked by loss of control and negative consequences. 
These contrasting outcomes have prompted some researchers to conceptualize binge-watch-
ing as a potentially addictive behavior – a perspective increasingly criticized for its risks of 
pathologization and stigmatization of a widely practiced leisure activity. Method: Critical 
analysis of the existing literature. Results: Key findings indicate that intensive but healthy 
binge-watching is primarily driven by positively reinforcing motivations, whereas problem-
atic viewing patterns stem from negatively reinforcing motives linked to coping and emotion 
dysregulation. These motivational distinctions, together with differences in self-control (low 
self-control in problematic binge-watching) and impulsivity (greater impulsivity in problem-
atic binge-watching), appear central to understanding as to why binge-watching can have 
either beneficial or harmful outcomes. Conclusions: The available evidence underscores the 
need to examine the underlying reasons driving dysregulated engagement in binge-watch-
ing before considering an addiction-based interpretation. Adopting such a motivational and 
process-based perspective shifts the focus away from the presumed addictive nature of the 
activity and toward the individual’s emotional and psychological dynamics, thereby reducing 
risks of pathologization and supporting more appropriate conceptual and clinical responses.

Keywords: binge-watching, TV series, pathologization
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2A–4

When any behavior becomes an addiction: Rethinking the concept of 
behavioral addiction to minimize pathologization of normal behaviors

ABEL NOGUEIRA LÓPEZ¹, JOAQUÍN MANUEL GONZÁLEZ-CABRERA²,  
JUAN MANUEL MACHIMBARRENA GARAGORRI³, JOEL BILLIEUX⁴,  
ANTONIO RIAL BOUBETA⁵

¹University of Burgos, Spain 
²International University of La Rioja, Spain 
³University of the Basque Country, Spain 
⁴University of Lausanne, Switzerland 
⁵University of Santiago de Compostela, Spain

Background: The expansion of the term “addiction” to include a wide range of everyday 
behaviors (gaming, shopping, working, exercising, using social media, etc.) has created a sig-
nificant conceptual instability, blurred diagnostic boundaries and amplified the risk of pathol-
ogizing normal activities. This has also led to a paradox that the more inclusive the label is, 
the less useful it seems to be. The aim of this presentation is to provide a critical perspective 
on the concepts of addiction and behavioral addiction. Method: A critical-conceptual analysis 
is being conducted to reevaluate the term “addiction”, considering philosophical, psycho-
logical, cultural and linguistic perspectives. Results: Preliminary findings indicate that the 
expanding use of addictive language in relation to everyday behaviors has not been accompa-
nied by conceptual clarification. Behavioral addiction emerges as an unstable category char-
acterized by ambiguous boundaries and internal inconsistencies that fluctuate across clinical, 
moral and cultural contexts. Historical analyses show that behaviors currently framed as 
addictions were previously conceptualized differently, highlighting the contextual nature of 
diagnostic categories. Continued reliance on substance use-derived criteria produces con-
ceptual distortions when applied to behaviors, resulting in low diagnostic specificity, stigma 
and heightened risk of pathologizing normal or context-dependent behaviors. This extends 
to assessment tools, which remain theoretically unstable despite acceptable psychometric 
performance, yielding divergent results (e.g., widely discrepant prevalence rates). Conclu-
sions: The current instability of the concept of behavioral addiction suggests that progress 
may not be associated with the development of more assessment tools and theoretical models 
and ongoing reliance on the substance addiction paradigms. Instead, the progress may come 
from putting forward new proposals such as questioning whether addiction is really the ap-
propriate conceptual framework.

Keywords: conceptualization, de-pathologization, behavioral addiction
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2B–1

AI chatbot salience in a case of postpartum psychosis

DANIELA VECCHIO, DAMIEN TURNER, FLORENTINA IWANSANTOSO,  
KAI KAWAMURA

South Metropolitan Health Service, Australia

Background: Generative-AI chatbots, such as ChatGPT, and online communities can, in 
susceptible individuals, validate or elaborate emerging psychotic beliefs. Introduction: Cur-
rently ChatGPT processes approximately 2.5 billion user prompts/day, up from 1 billion in 
December 2024, reflecting a rapid adoption of artificial intelligence. This has been attrib-
uted to its’ conversational nature proving very attractive to users. (1) There are reports of 
psychosis following interactions with ChatGPT, described as AI psychosis (2) People with 
preexisting mental illness, alcohol and drug use or under stress are at risk of developing AI 
psychosis (3) Chatbots have been linked to cases of suicide and homicide. (4) Methods:  
A perinatal woman in her 20s, with no past psychiatric history, developed depressive symp-
toms and progressive preoccupation with spiritual awakening narratives. She engaged in-
tensively with an AI chatbot which she experienced as validating and elaborating of her 
emerging grandiose paranoid beliefs. She experienced escalating sleep deprivation, social 
isolation and delusional fears for her own and her infant’s safety. Tragically, she committed 
infanticide and inflicted severe self-injury. Results: • Non-contrast CT brain: Normal. • Full 
blood screening: NAD. • Drug screen negative. Conclusion: This case highlights prolonged 
engagement with a chatbot interacting with vulnerabilities including sleep deprivation, the 
peripartum period, social isolation, affective instability and genetic vulnerability, to amplify 
and validate overvalued ideas and psychotic phenomena. Clinicians should consider that 
chatbot use may exacerbate psychopathology in vulnerable individuals and should include 
this in formulation, risk assessment and management planning. Clinicians should enquire 
about screen use, including engagement with chatbots, and provide psychoeducation on the 
potential harms of excessive or inappropriate screen use. Colleagues need to be upskilled in 
recognising and responding to digital addiction. Widely available specialised services for 
digital addiction are needed. Safety features of Chatbots need to be urgently enhanced.

Keywords: social media, AI, digital wellbeing



Session 2B	 Symposia and parallel sessions 

47	 ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye 

2B–2

Digital wellbeing: Comprehensive assessment and perspectives for  
the treatment of problematic social media use

YASSER KHAZAAL

Lausanne University Hospital

Background: Digital wellbeing has emerged as a key construct for understanding how indi-
viduals navigate the benefits and risks of social media use. Traditional interventions focused 
on screen-time reduction show limited efficacy, underscoring the need for comprehensive 
assessment and tailored treatment approaches for problematic use of social media. Methods: 
This synthesis integrates conceptual work on digital wellbeing, psychometric validation of 
the Perceived Digital Well-Being Scale (PDWS) in US and UK young adults, and cluster-
analytic study on a sample of 1,854 US participants who completed measures of smartphone 
and social media addiction, digital stress, digital flourishing, and perceived digital wellbeing. 
Results: Findings support a multidimensional model of digital wellbeing and the strong va-
lidity of the PDWS. Two consistent clusters—balanced and dysregulated use—were identi-
fied, differing markedly in addiction symptoms, digital stress, and psychological wellbeing. 
Conclusion: Comprehensive assessment combining validated scales and user profiling offers 
a more precise understanding of problematic social media use and informs next-generation 
interventions focused on enhancing digital flourishing and self-regulation.

Keywords: social media, AI, digital wellbeing

2B–3

An update on the early unintended consequences of the Australian 
social media ban for under 16-year-olds

DANIELA VECCHIO, AAKULAN KANGATHARAN, ANUKI KOTUWEGEDARA

South Metropolitan Health Service, Australia

Background: As from the 10th of December 2025 children under 16 in Australia are banned 
from having social media accounts. Facebook, Instagram, Snapchat, Threads, Tik Tok, X, 
YouTube, Reddit, Kick and Twitch are the platforms affected by the ban, with others under 
review. Gaming platforms and AI chatbots are not included in the ban. Concerns have been 
raised that the ban may have unintended harms: Children may explore other apps that are less 
safe or regulated, for example gaming site chat rooms. Children who rely on social media for 
support may become distressed and be at increased risk. For example, those from LGBTQ-
IA+, neurodivergent or rural communities. Social media companies may undermine the ban 
to discourage other countries from passing similar legislation. The social media ban is being 
challenged in the High Court of Australia. Methods: Monitoring of referrals to the gaming 
disorder clinic (GDC) at Fiona Stanley Hospital and to local support services with presenta-
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tions linked to the social media ban. Results: At this stage we expect a surge in presentations 
to our clinic and to local services of vulnerable children who have become distressed as a 
result of the ban. Conclusions: There is a need for the social media ban to be paired with 
measures for screening, prevention, early intervention and specialist services. Big tech com-
panies need to be obliged to address harmful content and addictive design features. The effec-
tiveness or not of the ban will influence other countries seeking to address similar challenges 
as Australia, particularly the vulnerability of under 16s and screen addiction.

Keywords: social media, AI, digital wellbeing
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2C–1

Synthesizing online gambling tracking data with IRT methods to 
identify robust behavioral indicators

ALICE CLÉMENT1,2, GAËLLE CHALLET-BOUJU1,2, BASTIEN PERROT1

1�Nantes Université, Univ Tours, CHU Nantes, INSERM, MethodS in Patients centered outcomes and 
HEalth ResEarch, SPHERE, F-44000 Nantes, France

2Nantes Université, CHU Nantes, UIC Psychiatrie et Santé Mentale, F-44000 Nantes, France
E-mail: aliceclement4@gmail.com

Background : Online gambling operators can provide extensive behavioral tracking data for 
each gambler with an account. However, quantitative studies generally rely on a limited set 
of indicators to avoid issues such as multicollinearity or multiple-testing bias. To date, there 
is no scientific consensus on which variables should be prioritized or their significance. Aims: 
This study aimed to synthesize large online gambling tracking datasets provided by online 
gambling operators while preserving their informational richness. Methods: Gambling track-
ing data were collected from two sources: the French National Online Gambling Authority 
(ANJ), which oversees poker, horse race betting, and sports betting, and the French national 
lottery operator, Française des Jeux (FDJ), which manages online lotteries. Two representa-
tive samples of 40,000 gamblers each were drawn from the ANJ and FDJ datasets, covering 
the period from January 2019 to February 2020. Several item response theory (IRT)–based 
statistical methods were applied to extract latent variables, and appropriate model-selection 
procedures were used to identify the most relevant models and associated latent variables. 
Findings: Although analyses are still ongoing, we expect the selected latent variables to re-
flect key dimensions of gambling behavior, including gambling intensity, gambling continu-
ity, risky behaviors and diversity of gambling involvement. This approach should also help 
identify which operator-provided variables are most relevant for future research. Conclu-
sions: The latent variables identified through this methodology could serve as robust, theory-
driven indicators for future studies using gambling tracking data, helping reduce bias caused 
by arbitrary variable selection in quantitative research.

Keywords: biostatistics, online gambling tracking data, latent variables, behaviour
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2C–2

Problematic gambling, gaming, and criminal behaviour: Findings from 
a study among prisoners in Croatia

MIA MARDESIC

Croatian Institute of Public Health, Croatia
E-mail: mia.mardesic@gmail.com

Background: Problematic gambling and excessive gaming represent emerging behavioral 
addictions associated with impaired control, psychosocial difficulties, and links to criminal 
activity. International research indicates substantially higher prevalence rates in correctional 
settings compared to the general population, yet such data for Croatia have been lacking. 
Method: A quantitative cross-sectional study was conducted among 290 male prisoners in 
four Croatian penitentiaries. Standardized instruments—the Problem Gambling Severity  
Index (PGSI) and the Gaming Disorder Test (GDT)—were used alongside a structured ques-
tionnaire assessing sociodemographics, criminal history, online behavior, gaming habits, 
and gambling patterns before and during imprisonment. Descriptive and inferential statis-
tics were used to examine associations between behavioural addictions and offence types. 
Results: Findings show heterogeneous criminal profiles, with 40% of participants reporting 
prior convictions. Problematic gambling (PGSI ≥ 8) was more prevalent than in the general 
population, particularly among individuals convicted of property-related offenses such as 
fraud, theft, and robbery. Problematic gaming symptoms were generally low, but more fre-
quently observed among prisoners convicted of violent offences. Both gambling and gaming 
in prison were primarily motivated by boredom and stress reduction. A minority of prison-
ers reported negative consequences such as financial conflicts, reduced social interaction, or 
emotional distress. Awareness of available support was moderate, while actual utilization of 
assistance for gambling-related problems was very low. Conclusions: The study confirms 
elevated rates of problematic gambling compared with the general population and demon-
strates its strong association with property crimes, while problematic gaming shows links to 
violent offending. These results underline the need for targeted screening, early identifica-
tion, and tailored interventions within the prison system. Tailored interventions and struc-
tured digital behavior programs could support rehabilitation and reduce recidivism risk.

Keywords: problem gambling, gaming disorder, prisoners
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2C–3

Cryptocurrency trading as a form of gambling: Global analysis across 
12 countries

ATTE OKSANEN1, TEIJO OSMA1, EERIK SOARES RUOKOSUO2,  
SAMULI TIKKANEN3, AKI KOIVULA3, IINA SAVOLAINEN1

1Tampere University, Finland
2A-Clinic Foundation, Finland
3University of Turku, Finland
E-mail: atte.oksanen@tuni.fi

Interest in cryptocurrency trading has increased rapidly over recent years. Cryptocurrencies 
are highly volatile and speculative, and cryptocurrency trading platforms increasingly re-
semble online gambling environments in their design and marketing practices. Existing evi-
dence from Finland suggests that cryptocurrency trading may be associated with gambling-
related harms. However, cross-national empirical evidence remains limited. In this study, 
we analyzed population-based survey data collected simultaneously in Autumn 2024 from 
12 countries: Australia, Brazil, Finland, France, Germany, Ireland, Italy, Japan, Poland, Por-
tugal, South Africa, and the United States (N = 13,796). Measures included the Problem 
Gambling Severity Index (PGSI), cryptocurrency ownership and trading activity, participa-
tion in different gambling types, and socio-demographic variables. Analyzes focused on as-
sociations between cryptocurrency trading and gambling severity. Cross-national clustering, 
socio-demographic factors, and gambling type were adjusted. Our main analyses utilized 
Bayesian multilevel negative binomial regression models with random intercepts for coun-
try. This allowed us a robust estimation with a limited number of second-level units while 
accounting for cross-national variation. Cryptocurrency trading was significantly associated 
with higher PGSI scores. This association remained robust after adjusting for participation 
in traditional gambling activities and socio-demographic factors. The strength of the asso-
ciation was consistent across countries. This indicated that cryptocurrency trading is linked 
to excessive gambling in diverse regulatory and cultural contexts. The findings suggest that 
cryptocurrency trading may function as a gambling-like activity for some individuals and 
should be considered in discussions of gambling-related harm. It is important to screen finan-
cial activities related to cryptocurrencies among people with problem gambling behaviors. 
Also, our findings are important in a broader context. Online gambling is currently taking 
on novel forms that blur the boundaries between financial speculation and gambling. These 
two behaviors share significant conceptual and empirical similarities. This raises important 
implications for prevention and regulation.

Keywords: cryptocurrency trading; problem gambling; cross-national study
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2C–4

Gambling behavior profiles and their demographic and psychosocial 
predictors in Türkiye: A person-centered clustering and logistic 
regression analysis

SINEM SENFERAH1, IREM YALCINKAYA2, SENA KUZGUN2, HAKAN CETIN2, 
SENER BUYUKOZTURK3

1�Department of Measurement and Evaluation in Education, Faculty of Education, Kastamonu 
University, Turkish Green Crescent Society, Turkiye

2Turkish Green Crescent Society, Turkiye
3Independent Researcher (Retired Professor), Turkiye
E-mail: sena.kuzgun@yesilay.org.tr

Background: Gambling addiction is an increasing public health concern with the expan-
sion of online and illegal betting platforms. Variable-centered approaches relying on total 
risk scores may obscure heterogeneity in gambling behaviors. Person-centered approaches 
address this limitation by identifying distinct behavioral profiles. Methods: This empirical 
study used cross-sectional survey data from 35,292 individuals aged 15 and older across 
Türkiye, drawn from the Yeşilay (The Green Crescent Society) Health Behavior Survey con-
ducted in 2025. Analyses were restricted to 1,407 participants who reported gambling behav-
ior within the past 12 months and provided complete data. Gambling behavior profiles were 
identified using Gower distance–based hierarchical clustering, with solution robustness as-
sessed via k-medoids (PAM). Cluster separation was evaluated using silhouette coefficients, 
and agreement between the hierarchical and K-Medoids solutions was moderate, as indi-
cated by the Adjusted Rand Index (ARI). Binary logistic regression examined demographic 
and psychosocial predictors of profile membership Results: Two distinct gambling behavior 
profiles representing low-risk and high-risk patterns were identified. The two-cluster solu-
tion showed strong separation (average silhouette = 0.673) and moderate agreement across 
methods (ARI = 0.674). Gambling participation in the past 30 days was the most discrimina-
tive indicator. The logistic regression model was statistically significant (Omnibus χ²(13) = 
40.20, p < .001) with an overall classification accuracy of 62.3%, showing high accuracy for 
low-risk individuals (83.3%) but limited sensitivity for high-risk cases (31.5). Partial loss of 
control over digital gaming behavior emerged as the strongest predictor of high-risk profile 
membership, followed by male sex and recent exposure to stressful life events. Conclusions: 
These findings support conceptualizing gambling behaviors as heterogeneous profiles rather 
than a unidimensional risk continuum. The association between impaired control in digital 
gaming and risky gambling profiles aligns with a cross-addiction framework, highlighting 
shared self-regulatory vulnerabilities. Person-centered approaches offer a robust basis for 
integrative prevention strategies while underscoring the need for broader indicators to better 
identify high-risk individuals.

Keywords: gambling behavior profiles, person-centered clustering, binary logistic regression
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2C–5

Between categories and continuums: Interpretable machine learning 
for estimating gambling severity in psychiatric patients

NICOLE DALIA CILIA1, GIUSEPPE MANIACI2, ANTONINO COSTANZO1, 
ANTONIO BRUNO3, CARMEN CONCERTO4, MARIA ROSARIA ANNA 
MUSCATELLO3, ANTONINO PETRALIA4, ADRIANO SCHIMMENTI1

1UKE - Kore University of Enna, Italy
2University of Palermo, Italy
3University of Messina, Italy
4University of Catania, Italy
E-mail: giuseppe.maniaci02@unipa.it

The classification of gambling severity is traditionally grounded in categorical diagnostic 
frameworks, yet empirical and clinical evidence increasingly suggests a dimensional struc-
ture. This study explores whether machine learning models can meaningfully estimate gam-
bling severity in a clinical sample of consecutively recruited psychiatric patients, while pre-
serving interpretability and clinical relevance. Using a dataset of 401 participants character-
ized by behavioral, psychological, and clinical features, five supervised algorithms Support 
Vector Machine (SVM), Logistic Regression (LR), XGBoost, Random Forest (RF), and 
Gaussian Naïve Bayes (GNB). Preprocessing was model-dependent: feature standardiza-
tion was applied to distance-based and linear models (SVM and Logistic Regression), while 
tree-based models (XGBoost and Random Forest) were trained on unscaled data. Model 
evaluation was conducted using stratified five-fold cross-validation to preserve class propor-
tions across folds. Performance was assessed using overall accuracy and macro-averaged 
F1-score, the latter being particularly appropriate for the highly imbalanced multi-class set-
ting, as it assigns equal importance to all severity levels. To address the “black-box” prob-
lem, Local Interpretable Model-agnostic Explanations (LIME) were employed to identify 
feature patterns driving class-specific predictions. Across models, non-gamblers were iden-
tified with near-perfect accuracy, indicating a clear and stable behavioral signature for the 
absence of gambling involvement. In contrast, intermediate and high-risk classes showed 
marked overlap, with frequent misclassification between adjacent severity levels. Across all 
evaluated models, Support Vector Machine achieved the highest average accuracy (0.668 ± 
0.027), indicating superior overall classification performance dominated by correct identifi-
cation of the majority class. In contrast, Logistic Regression obtained the highest macro-F1 
score (0.461 ± 0.039), suggesting greater sensitivity to minority classes and a more balanced 
performance across gambling severity levels. The most severe class, representing gambling 
disorder, was consistently underrecognized. However, interpretability analyses revealed co-
herent and clinically plausible mechanisms underlying model decisions. Increasing gambling 
severity was associated with impulsivity traits, emotion regulation difficulties, and substance 
use indicators. In contrast, the absence of gambling behavior was particularly driven by low 
levels of difficulties in emotion regulation, as LIME explanations highlighted that preserved 
goal-directed behavior and emotional clarity emerged as robust contributors to non-gambling 
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predictions, suggesting a clinically meaningful protective profile. Taken together, these find-
ings suggest that AI-based classification captures gambling severity more effectively as a 
continuum than as discrete categories. Interpretable machine learning may therefore serve as 
a complementary tool rather than as a diagnostic substitute, for dimensional risk stratifica-
tion, early identification, and theoretically informed models of behavioral addiction. Inter-
pretable machine learning may therefore contribute a complementary perspective through 
which continuous gradients of risk, early manifestations of gambling severity, and the latent 
structure of gambling problems become more clearly discernible.

Keywords: problematic gambling, Explainable Artificial Intelligence (XAI), supervised machine 
learning, diagnosis, psychiatric patients
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2D–1

Towards an experimental model of behavioural addiction:  
Dorsal striatum silencing attenuates light self-administration in mice

SHU KIT ERIC TAM1, BOHAN LI1, HENRY H. YIN2, BENJAMIN BECKER3

1Duke Kunshan University, Kunshan, Jiangsu, China
2Duke University, Durham, North Carolina, U.S.A.
3The University of Hong Kong, Hong Kong, China
E-mail: shukiteric.tam@dukekunshan.edu.cn

Background: Recent evidence suggests that artificial light via LED screens may contribute to 
excessive smartphone use, such that applying greyscale filter on the smartphone can reduce 
screen time (Holte et al., 2023). Although the underlying mechanism is still unclear, it sug-
gests incentive value and hedonic property of light. As such, light may contribute to maladap-
tive habit formation underlying compulsive smartphone usage and other digital technology-
based disorders (Tam et al., 2025; Tam and Becker, submitted). Recently we have developed 
a light self-administration task to assess light-induced maladaptive habits in laboratory mice 
(Tam et al., submitted). Given the established role of the striatal circuits in compulsive drug 
seeking, we investigate its contribution to acquisition and performance of light self-adminis-
tration. This allows us to uncover some of the overlapping mechanisms underlying multiple 
types of maladaptive habits (Klugah-Brown et al., 2021). Method: Male mice received in-
tracranial injection of a control adeno-associated virus (AAV) expressing a fluorescent tag  
(6 mice) or an AAV expressing an inhibitory designer receptor (hM4Di) with a fluorescent 
tag into the caudate–putamen region (10 mice). Five weeks later, mice received operant train-
ing in a standard mouse operant chamber with a single response lever. Lever pressing was 
reinforced by 2.5-s green light under fixed-ratio (FR) reinforcement schedules (FR1, FR3, 
and FR5). Half an hour before the operant session, mice received intraperitoneal injection 
of the designer receptor agonist, clozapine N-oxide (CNO; 5 mg/kg), resulting in silencing 
of neuronal firing for at least 3 hours in hM4Di mice but not control mice. Results: In the 
first three days of FR1 operant training with CNO, control mice showed more responses than 
hM4Di mice. In control mice, CNO had a negligible effect on FR3 and FR5 responding. By 
contrast, in hM4Di mice FR3 and FR5 responding was attenuated by CNO. Linear mixed-
effects models confirmed that light self-administration performance in both groups improved 
over 8 days of operant training, but CNO exerted a stronger detrimental effect on lever press-
ing in hM4Di mice. These results show that silencing of dorsal striatal neuronal firing attenu-
ates light self-administration in mice. Conclusions: Our findings underscore that the forma-
tion of light-induced habitual behaviour is mediated by the dorsal striatum. Together with 
our previous study, light can serve as an effective reinforcer just like food and drugs. Light 
self-administration is similar to drug and food self-administration with respect to: (a) the time 
course of acquisition and extinction; (b) the necessity of response → reinforcer contingency 
in driving habit formation (Tam et al., submitted); and (c) its dependence on the dorsal stria-
tum. This provides a valid experimental paradigm to examine the mechanisms underlying 
maladaptive habit formation to non-drug cues in behavioural addictions.
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2D–2

EEG-based neurocognitive differentiation of regulatory and reactive 
dispositional traits during short-form social media exposure: A pilot 
neurocultural study

DIVYANSH PANDEY1, ARNAV BHAVSAR1,2

1Indian Knowledge System of Mental Health Applications, IIT Mandi, HP 175005, India
2School of Computing and Electrical Engineering, IIT Mandi, HP 175005, India
E-mail: d22165@students.iitmandi.ac.in

Background: Excessive utilisation of social media is increasingly considered a behavioral 
addiction linked to impulsivity, reward-seeking, and attentional dysregulation. Vulnerability 
might be modulated by individual neurocognitive control and cortical arousal. The present 
study employs a neurocultural framework from Indian Guna typology-self-regulated stability 
(Sattva) and reactive arousal (Rajas)-to examine how dispositional traits shape brain respons-
es to social media exposure. Methods: Ten healthy young adults participated (5 Sattvic-like, 
5 Rajasic-like), selected through the Guna-Based Social Media Consumption Questionnaire. 
During the experiment, EEG is recorded in three phases: a 5-minute baseline, a 10-minute so-
cial media browsing, and a 5-minute post-task rest. Within each group, a repeated-measures 
ANOVA was performed at p = .05 to test the absolute power of (θ)Theta (4–8 Hz), (α) Alpha 
(8–12 Hz), and (β) Beta (12–30 Hz) frequencies, as well as the (θ/α) Theta/Alpha ratio. Re-
sults: Rajasic-like individuals showed pronounced EEG modulation, α power: F (2,8) =9.303, 
p=.008, η²=.699, with a quadratic trend: F (1,4) =26.240, p=.007, indicating alpha suppres-
sion during use and rebound after use. θ/α ratio: [F (2,8) =8.898, p=.009, η²=.690], peak-
ing mid-task, indicating temporary attentional overload. β power: F (2,8) =6.796, p=.019, 
η²=.629, increasing linearly across blocks, evidencing ongoing cortical excitation. Sattvic-
like subjects revealed significant modulation only in the θ/α ratio, F (2,8) =8.481, p=.011, 
η²=.680, pointing to brief mid-task attentional disruption with fast recovery. Conclusion: 
Short exposure to social media showed a differential neurophysiological effect by disposi-
tion: Rajasic-like individuals showed increased cortical reactivity and slower recovery, con-
sistent with vulnerability to addiction. Sattvic-like individuals maintained neural balance and 
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resistance to the digital stimulus. The results highlight how personality type-based arousal 
self-regulation interacts with digital behavior and support the inclusion of cultural models of 
personality together with EEG biomarkers in the study of behavioral addictions.

Keywords: social media addiction, EEG spectral power analysis, neurocultural personality model, 
behavioral addiction vulnerability

2D–3

Altered subgenual anterior cingulate cortex and nucleus accumbens 
functional connectivity underlies impulsivity in internet gaming 
disorder

RUJING ZHA, ZHUOHENG XU, TINGTING HUANG, FEIFAN LI

Anhui University of Chinese Medicine, China
E-mail: zharj@ustc.edu.cn

Background: Individuals with Internet Gaming Disorder (IGD) exhibit heightened impul-
sivity. Emerging research indicates that the neural circuit involving the subgenual anterior 
cingulate cortex (sgACC) and the nucleus accumbens (NAcc) plays a critical role in both 
substance addiction and impulsivity (Zuo et al., 2025). However, it remains unclear whether 
similar dysfunction within this circuit is present in IGD. Method: A total of 119 participants 
underwent fMRI scanning during a delay-discounting task. The sample comprised individu-
als diagnosed with IGD (PIGD; n=31), individuals with non-disordered but heavy gaming 
use (NIGP; n=26), and two groups of carefully matched healthy controls (control-for-PIGD: 
n=36; control-for-NIGP: n=26). At the behavioral level, each participant's discounting rate 
was calculated. For fMRI data, the activity pattern of the sgACC and the functional con-
nectivity between the sgACC and NAcc were evaluated. We tested whether the PIGD and 
NIGP groups showed significant differences in behavioral and neuroimaging measures com-
pared to controls. Results: The PIGD group demonstrated significantly elevated behavioral 
impulsivity (p=0.045), reduced sgACC decoding accuracy (p=0.044), and altered sgACC-
NAcc functional connectivity (p=0.047) relative to controls, with this connectivity strength 
positively correlating with delay discounting rates (r=0.396, p=0.027). In contrast, the NIGP 
group showed no significant differences in behavioral impulsivity, neural decoding accuracy, 
or sgACC-NAcc connectivity, nor any significant correlation between connectivity and dis-
counting behavior (all ps >0.3). Conclusions: IGD shares core neurobiological impairments 
with substance addictions involving the sgACC-NAcc circuit, suggesting a potential bio-
marker for intervention development.

Keywords: internet gaming disorder, impulsivity, subgenual anterior cingulate cortex, nucleus accum-
bens, functional connectivity
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2D–4

Enhanced inferior frontal gyrus triangular part function as a potential 
protective neural marker in heavy internet gamers who are non-
dependent: An fMRI neural decoding study

SICHEN BI, JIALU YUE, YUFEI YU, YADONG ZHOU, YUTING HU, XIUSHENG LI, 
HUI LI, RUJING ZHA

Anhui University of Chinese Medicine, People's Republic of China
E-mail: songqi@stu.ahtcm.edu.cn

Background: Internet gaming is a widespread form of entertainment globally, yet only a mi-
nority of users develop Internet Gaming Disorder (IGD). It remains unclear why some heavy 
users do not develop addiction despite prolonged engagement, and the underlying neural pro-
tective mechanisms require further investigation. The prefrontal cortex plays a central role in 
cognitive control, goal-directed behavior, and impulse inhibition. In substance use research, 
enhanced function of the right inferior frontal gyrus triangular part (Frontal_Inf_Tri_R) has 
been observed in recreational users, potentially linked to improved cognitive control and be-
havioral regulation, thereby reducing addiction risk (Goldstein & Volkow, 2011). However, 
direct evidence is lacking regarding whether this region serves a similar protective role in 
heavy internet gamers without addiction. This study examines the functional characteristics 
of the inferior frontal gyrus triangular part and its association with gaming behavior to eluci-
date its potential protective neural mechanism against loss of control. Methods: A total of 118 
participants were included: control-for-PIGD (n=41), control-for-NIGP (n=27), patients with 
IGD group (PIGD, n=34), and individuals with non-disordered but heavy gaming use (NIGP, 
n=16). All participants underwent a delay discounting task fMRI scan to calculate neural 
decoding accuracy of the inferior frontal gyrus triangular part. Behavioral assessments in-
cluded impulsivity (delay discounting task k-value) and a multidimensional internet gaming 
use scale. Analyses comprised: 1) intergroup comparisons of decoding accuracy (two-sample 
t-tests); 2) within-group correlations (Spearman) between regional function and behavioral 
measures; 3) identification of “protective brain regions” based on cross-group comparisons 
and correlation patterns. Results: 1. Behaviorally, the PIGD group showed significantly 
higher impulsivity (k-value) than the control-for-PIGD (t (72)=2.114, p=0.038), while no 
significant difference was found between the NIGP and the control-for-NIGP groups (t (36) 
=0.559, p=0.580). 2. Neural decoding analysis revealed significantly higher decoding ac-
curacy in the Frontal_Inf_Tri_R in the NIGP group compared to the control-for-NIGP group  
(t (36) =2.617, p=0.0129), indicating enhanced function in the NIGP group. In contrast, the 
PIGD group showed no significant difference in decoding accuracy compared to its control 
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group (p > 0.05). 3. In the NIGP group, the functional level of the Frontal_Inf_Tri_R posi-
tively correlated with internet gaming use intensity (r = 0.670, p = 0.001), whereas this corre-
lation was not significant in the PIGD group (r=0.140, p=0.429). The correlation in the NIGP 
group was significantly stronger than that in the PIGD group (Fisher’s Z=2.297, p=0.022). 
Conclusion: Specific functional enhancement of the inferior frontal gyrus triangular part 
serves as a key neural marker distinguishing heavy internet gamers who do not develop ad-
diction. This upregulation may reflect successful adaptive neural regulation, strengthening 
prefrontal cognitive control over gaming-related cues, thereby suppressing impulsivity de-
spite frequent use and preventing pathological transition to addiction. Identifying this “pro-
tective brain region” provides a novel neural basis for understanding individual differences 
in internet gaming use risk and suggests potential directions for targeted prevention and early 
intervention, such as neuromodulation techniques focused on this region.

Keywords: internet gaming use risk, inferior frontal gyrus triangular part, protective factors, neural 
decoding, functional connectivity

Reference:
Goldstein, R. Z., & Volkow, N. D. (2011). Dysfunction of the prefrontal cortex in addiction: neuroim-
aging findings and clinical implications. Nature Reviews Neuroscience, 12(11), 652–669. https://doi.
org/10.1038/nrn3119

2D–5

Reward anticipation in social media: An EEG pilot study using a 
TikTok-based paradigm
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The rise in social media use, particularly platforms like TikTok, has raised concerns about 
its addictive potential, with similarities to gambling in its reward structure. However, little 
is known about whether social media triggers similar anticipatory neural activity to other 
behavioral addictions. This EEG pilot study aimed to investigate how presenting previews 
of social media videos impacts reward related anticipatory processing. To do so, we imple-
mented a TikTok based task mimicking naturalistic platform use. Using the stimulus preced-
ing negativity (SPN), an event related potential linked to anticipation, we examined how the 
expectation of upcoming TikTok content modulates anticipatory neural responses—that is, 
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whether SPN amplitude varies as a function of the anticipated video valence. Ten right-hand-
ed participants (N = 10; 6 females; aged 23–28 years) viewed short videos (TikToks) of dif-
ferent emotional valence (Positive, Negative) as well as a Scrambled control condition while 
EEG was recorded. SPN amplitudes were analyzed to assess whether anticipatory neural 
activity was modulated by video valence. Results showed that Positive videos elicited signifi-
cantly larger SPN amplitudes compared to the Scrambled condition, indicating valence-relat-
ed modulation of anticipatory processing. Larger amplitudes were also observed for Negative 
compared to Scrambled and for Positive compared to Negative videos; however, these effects 
varied across time windows, highlighting the need for further investigation. Overall, these 
findings support the validity of our paradigm for studying reward anticipation in social media 
contexts and provide a foundation for future research. The valence dependent modulation 
of the SPN indicates that anticipating TikTok content can influence neural activity linked 
to reward anticipation. This work offers an initial basis for examining whether social media 
engages anticipatory mechanisms similar to those seen in other addictive behaviors and may 
help identify neural correlates relevant to addictive digital media use, particularly among 
individuals with problematic social media use.

Keywords: event-related potentials, social media use, reward anticipation, EEG-ERPs, behavioral ad-
diction
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2E–1

Identifying internet gaming disorder risk in emerging adults: 
Preliminary evidence from a large, population-based university study
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BURCU AKIN SARI1

1�Baskent University Faculty of Medicine, Deparment of Child and Adolescent Psychiatry, 
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2�National Problem Gambling Clinic & National Centre for Gaming Disorders, London,  
United Kingdom

3Baskent University Faculty of Medicine, Department Psychiatry, Ankara, Turkiye
E-mail: hataner@baskent.edu.tr

Background: Ages 18–25 encompass late adolescence and the transition to adulthood, a de-
velopmental period during which a substantial proportion of young people in Turkiye are 
university students. The university years are characterized by increasing independence and 
the consolidation of coping strategies, potentially heightening vulnerability to maladaptive 
behaviors such as Internet Gaming Disorder (IGD). Globally, IGD prevalence among uni-
versity students ranges from 0.8% to 54.3%. In Turkiye, however, recent large-scale field 
studies remain limited, with reported prevalence estimates varying between 0.96% and 7.4% 
(Evren et al., 2018; Evren et al., 2020). This study aimed to determine IGD prevalence among 
university students in Ankara, identify associated factors, and examine gaming-time patterns 
as indicators of IGD risk. Method: University students aged 18–25 years enrolled in universi-
ties across Ankara were recruited via QR-code posters displayed on campus and links shared 
through student groups. Participants completed an online questionnaire and the Internet 
Gaming Disorder Test–10 (IGDT-10), which has demonstrated high internal consistency and 
structural validity, with Turkish validity and reliability previously established (Ozer, 2018; 
Evren et al., 2020). Gaming-related variables were assessed using items informed by prior 
large-scale international research on disordered gaming (Pontes et al., 2022). Data collection 
is ongoing with a planned final sample of 1,600 students; the present findings represent a pre-
liminary analysis of data collected between 1 and 30 December 2025. Results: A total of 760 
students responded, and analyses were conducted on 738 participants. Of these, 392 (53.1%) 
were female, 707 (95.8%) were undergraduate students, and 669 (90.7%) reported playing 
digital games in the past 12 months. Mean daily weekday gaming duration was 1.8 ± 2.28 
hours (min: 0, max: 15), total weekend gaming duration was 2.79 ± 3.55 hours (min: 0, max: 
30), and total weekly gaming duration was 11.83 ± 13.79 hours (min: 0, max: 90). Twenty-
one students (2.8%) screened positive for IGD (IGDT-10 ≥ 5). Higher IGD risk was observed 
among students who were married and those belonging to a gaming group or clan (p < 0.001 
and p < 0.003, respectively). Students with IGD reported significantly higher weekday, week-
end, and weekly gaming durations. IGDT-10 scores correlated with age, weekday, weekend, 
and weekly gaming duration. ROC analyses identified cut-off values of 19.5 hours for weekly 
gaming duration (AUC = 0.731) and 6.5 hours for weekend gaming duration (AUC = 0.809). 
Conclusions: As far as we know, this is the first large-scale, population-based study sampling 
universities across Ankara to report IGD prevalence in a broadly representative and gender-
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balanced university population while also proposing empirically derived gaming-time cut-
offs using ROC analysis. These preliminary findings highlight weekend gaming duration as 
a particularly strong indicator of IGD risk and suggest that integrating gaming-time patterns 
with screening tools may enhance early identification strategies for IGD in emerging adults.

Keywords: internet gaming disorder, gaming disorder, prevalence, gaming duration, university stu-
dents

2E–2

Machine learning-based classification of gaming disorder risk in a large 
sample of gamers
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Background: Gaming has become a very prevalent form of entertainment, mainly among 
young people. As excessive patterns of gaming are often associated with a number of adverse 
outcomes, it is essential to develop tools for the assessment of problem gaming in at-risk 
populations, such as highly engaged gamers. Therefore, the main aim of this investigation 
was to develop machine learning (ML) models to classify gaming disorder (GD) risk in a 
large sample of gamers. Methods: This study was based on an online cross-sectional sample 
of 14,256 highly engaged Hungarian-speaking gamers (89.1% males), collected in 2020. 
75% of the dataset was used for training three ML algorithms (random forests, elastic net, and 
gradient-boosted trees), and 25% was used for testing performance metrics. Specific clinical, 
sociodemographic, and gaming-related variables were used as predictors for the development 
of the ML models. GD risk was assessed with the use of the Ten-Item Internet Gaming Disor-
der Test (IGDT-10), following DSM-5 criteria. Results: Less than 2% of the sample met the 
criteria for GD risk. In performance terms, all models presented good metrics, with the Elas-
tic Net model presenting the highest AUC ROC (0.935) and sensitivity (0.853), the Random 
Forests model the highest specificity (0.891), and the Tree Boost model the highest balanced 
accuracy (0.859). When the models were retrained using the top ten features, the metrics 
changed only slightly. Specific gaming motives (introjected regulation and escape), depres-
sion and ADHD symptoms, and gaming genres were among the most essential variables for 
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the classification task. Conclusions: These results are promising in terms of developing ad-
ditional strategies for the recognition of individuals with GD risk, and may be of some help 
in terms of digital tools that assist the clinician in reaching a diagnosis of the condition.

Keywords: gaming disorder, behavioral addictions, machine learning, artificial intelligence, addictive 
behavior
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When flow becomes maladaptive: Negative flow as a central mechanism 
driving internet gaming disorder severity
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Background: Flow is commonly framed as a positive “optimal experience”, however several 
flow components (e.g. time distortion, loss of control, reduced awareness) may become mal-
adaptive in intensive gaming. Evidence linking flow to Internet Gaming Disorder (IGD) are 
limited, partly because flow is often treated uniformly rather than differentiated into adap-
tive (positive) and maladaptive (negative/dark) flow dimensions. This study aims to provide 
insight regarding psychosocial determinants of positive versus negative flow and their down-
stream associations with IGD severity. Methods: We analyzed cross-sectional data from the 
International Gaming Study (IGS-24) using Partial Least Squares Structural Equation Mod-
eling (PLS-SEM) (N = 1,165). IGD severity was evaluated with the IGDT-10. Depression/
anxiety symptoms, ADHD traits, and social engagement were modeled as antecedents of 
positive and negative flow. Bootstrapped 95% confidence intervals (CI) were estimated using 
10,000 resamples. Results: Depression/anxiety was associated with lower positive flow (β = 
-0.105, 95%CI [-0.196, -0.019]) and higher negative flow (β = 0.082, 95%CI [0.013, 0.151]). 
ADHD traits showed stronger associations with negative flow (β = 0.306, 95%CI [0.236, 
0.376]) compared with positive flow (β = 0.091, 95%CI [0.007, 0.176]). Social engagement 
increased both positive flow (β = 0.202, 95%CI [0.144, 0.265]) and negative flow (β = 0.199, 
95%CI [0.145, 0.255]). In the addiction pathway, positive flow was inversely associated with 
IGD severity (β = -0.077, 95%CI [-0.129, -0.025]), whereas negative flow showed a large 
positive association (β = 0.537, 95%CI [0.493, 0.582]). Gaming hours were positively asso-
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ciated with IGD severity (β = 0.164, 95%CI [0.118, 0.215]), but did not moderate the nega-
tive flow and IGD link (β = 0.021, 95%CI [-0.03, 0.069]). Conclusions: Negative (maladap-
tive) flow emerged as a dominant correlate of IGD severity, whereas positive flow appeared 
relatively protective. Psychological vulnerabilities (depression/anxiety, ADHD) and social 
engagement may shape whether gaming flow is experienced adaptively or maladaptively, 
highlighting negative flow as a potential clinical target beyond time-use alone.

Keywords: internet gaming disorder, flow, online flow

2E–4

The paradox of distraction: Cognitive-load sustains craving and craving 
hijacks working memory in video-game players
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Background: Craving is a defining feature of Gaming Disorder, yet its moment to moment, 
bidirectional relationship with cognitive control is still poorly understood. This study ex-
amines whether experimentally induced craving disrupts working memory resources and, 
conversely, whether engaging in working memory demands up- or down-regulate induced 
craving. Method: In this pre-registered study, a preliminary sample of sixty regular video 
game players were randomized to a Cognitive-Load (continuous 2-back task) or Low-Load 
(watching a neutral documentary) condition following a standardized audio-based craving 
induction. Craving (VAS) was assessed at baseline, immediately post-induction, and every 
5 minutes for one hour. In the Load condition, working memory performance (sensitiv-
ity index A') was recorded. Self-reported compulsivity was assessed via the GRACC-18. 
Results: A repeated measures ANOVA revealed a significant Time × Condition interaction  
(p < .001). While craving levels dropped precipitously immediately post-induction in the 
Low-Load group, the Cognitive-Load group exhibited a significantly slower craving decay 
rate, maintaining elevated craving levels relative to controls during the initial phase. Regard-
ing the 2-back performance, linear mixed-effects models revealed that elevations in craving 
intensity were significantly associated with reduced working memory efficiency, specifically 
in participants with higher compulsivity scores (p < .05). Conclusions: These findings in-
dicate that cognitive demands interfere with the natural, spontaneous down-regulation of 
craving. The data support the "hijacking" hypothesis, suggesting that a concomitant working 
memory task can compete for resources with spontaneous craving-regulation mechanisms 
and may (somewhat paradoxically) prolong the intrusive state of desire rather than distract 
from it. Future analyses on the full sample will confirm the moderating role of compulsivity.

Keywords: gaming disorder, craving, working memory
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Does social engagement in gaming moderate associations between 
gaming duration and problem gaming?
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4Shanghai Mental Health Center, Shanghai Jiao Tong University School of Medicine, China
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Introduction: Greater gaming duration has been associated with problem gaming and loneli-
ness, but evidence suggests that these relationships depend on players’ social engagement. 
Gaming context may also matter, with different effects for gaming during free time (“green 
box”) versus when obligations exist (“red box”). Method: Using preliminary cross-sectional 
survey data from 1162 adult gamers across five countries in the International Gaming Study 
2024, we conducted a latent class analysis on five indicators of social engagement. Regres-
sions tested whether these classes moderated associations between total weekly gaming, 
green box, and red box gaming and the outcomes. Results: Four latent classes emerged: solo 
(22,6%), solo-leaning (26,6%), neutral (36,3%), and social gaming (14,5%). Total gaming 
duration was positively associated with problem gaming (F(1, 1161) = 58.74, p < .001) and 
loneliness (F(1, 1161) = 12.18, p = .001), but these relationships were not moderated by so-
cial gaming class. Red box showed the strongest associations with both outcomes, followed 
by total gaming duration, whereas green box showed the weakest associations. The interac-
tion term of class × green box was significant in predicting problem gaming (F(3, 1161) = 
3.44, p = .016), with green box predicting higher problem gaming only in the solo class. 
Conclusion: The current findings underscore the importance of considering when individuals 
game when assessing problematic involvement, with gaming during time of other obliga-
tions being the strongest predictor. While social engagement did not robustly buffer against 
negative outcomes, results suggest that any increased risk linked to free-time gaming may be 
concentrated among players who predominantly game alone.

Keywords: gaming duration, social gaming, problem gaming, gaming context, loneliness 
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Bidirectional associations between perceived social support and internet 
gaming disorder in chinese adolescents: A longitudinal study

LU YU, HAO ZHANG, QIAOCHU ZHANG
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E-mail: lu.yu@polyu.edu.hk

The increasing prevalence of Internet Gaming Disorder (IGD) among adolescents has raised 
concerns about its psychosocial correlates, particularly the role of perceived social support. 
While social support is often considered a protective factor, emerging theories suggest it may 
also be a psychosocial outcome of gaming disorder. This study aimed to examine the bidi-
rectional association between perceived social support and IGD using a longitudinal design 
in a Chinese adolescent population. A total of 1,950 secondary school students from four 
schools in Guangdong Province participated in a two-wave study over one year. Participants 
and their primary caregivers completed validated self-report questionnaires assessing IGD 
(IGDS9-SF), perceived social support (MSPSS), and mental health symptoms (DASS-21). 
Multilevel autoregressive models were employed to test within-person bidirectional effects, 
controlling for between-person effects, demographic variables, baseline levels, and propen-
sity score weights for confounding adjustment. Results showed that perceived social support 
significantly predicted lower levels of IGD over time at within-person (β = -0.331, p <.001) 
level after controlling for the effects at between-person levels. In contrast, the effect of IGD 
on subsequent decreases in social support was statistically significant but considerably small-
er (β = -0.013, p < .001). These findings suggest that social support functions primarily as a 
protective factor, though it may also be partially diminished as a consequence of problematic 
gaming behavior. The results highlight the importance of fostering supportive social environ-
ments in adolescence to prevent the onset of IGD. In the context of China's rapid digitaliza-
tion and evolving youth culture, interventions that strengthen adolescents’ real-world social 
connections may be particularly effective in reducing the risk and severity of gaming-related 
problems.

Keywords: internet gaming disorder, perceived social support, adolescents, longitudinal study
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2F–1

Impact of advertising on behavioral addiction: Evidence and ongoing 
gambling studies from a national project in Japan

YOSHIKI KOGA¹, CHIE NITTA¹,2, ERI SHIBAYAMA¹, YUKO URAYAMA¹,  
SACHIO MATSUSHITA¹

¹National Hospital Organization Kurihama Medical and Addiction Center
²University of Tsukuba

Background: Preventing gambling and alcohol use disorders requires societal environments 
that do not encourage excessive consumption. While Japan's industries have established 
voluntary advertising standards, systematic evidence on advertising impacts on individu-
als with addiction and comprehensive data on current advertising practices remains limited. 
International Evidence: Research demonstrates that gambling advertising exposure is as-
sociated with increased participation and urges, with dose-response relationships. Studies 
show that advertising restrictions can reduce gambling behavior. However, most evidence 
focuses on population-level consumption rather than clinical outcomes among individuals 
with disorders. Two critical research gaps exist: comprehensive measurement of actual ad-
vertising exposure levels, and understanding neurobiological mechanisms underlying dif-
ferential susceptibility between general population and problem gamblers. Importantly, gam-
bling types and environments vary across cultures necessitating culturally-specific evidence 
rather than reliance on international findings alone. Japanese Gap: Despite unique gambling 
practices and advertising environments in Japan, systematic exposure data and neurobiologi-
cal evidence among addiction patients is lacking. Current Project: We launched a Ministry 
of Health, Labour and Welfare–funded project, “Survey on the Impact of Advertising on 
Individuals with Addiction,” consisting of three research teams: two focused on gambling 
and one on alcohol use. The two gambling studies examine (1) online advertising exposure 
among the general Japanese population and (2) brain activity in patients with gambling disor-
der when viewing advertisements-like stimuli. The alcohol team addresses parallel questions 
regarding alcohol advertising. Although the overall project encompasses both gambling and 
alcohol use, this presentation primarily focuses on the gambling-related studies and reviews 
international evidence to highlight the necessity of culturally grounded research in Japan.

Keywords: gambling
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2F–2

Neural responses to advertisement-like stimuli in gambling disorder 
patients: A personalised fmri study

KOSUKE TSURUMI 

Department of Psychiatry, Kyoto University Graduate School of Medicine

Background: Gambling disorder (GD) patients are frequently exposed to gambling-related 
visual stimuli, particularly advertisements, in their daily lives, which may trigger craving and 
relapse. However, neural responses to advertisement-like stimuli tailored to individual pref-
erences remain insufficiently explored. We aimed to investigate neural responses to gambling 
images alone versus images with advertising text using personalised stimuli in GD patients. 
Method: Fifteen GD patients and 15 matched healthy controls will be recruited. Prior to scan-
ning, each participant's preferred type of gambling was assessed, and personalised stimulus 
sets (neutral images, gambling images, and gambling images with advertising text) were 
prepared for each participant. The stimulus sets were created using a combination of Adobe 
Stock images, pictures provided by collaborators and AI-generated images and advertising 
phrases, with careful ethical consideration. During fMRI scanning, the three conditions were 
presented in a block design, and craving levels were measured before and after the task. 
Results: Data collection is currently underway, and preliminary findings based on the col-
lected data will be presented at the symposium. Conclusions: To the best of our knowledge, 
this is the first study to employ personalised, ecologically valid advertisement stimuli, and is 
expected to elucidate the neural mechanisms underlying the impact of gambling advertise-
ments on GD patients and provide insights for preventive interventions including advertising 
regulations.

Keywords: gambling
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Exposure to gambling advertisements and gambling behaviors:  
A Nationwide ecological momentary assessment study
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Objective: As online gambling—including sports betting, online casinos, and digital lottery 
services—continues to expand globally, exposure to gambling advertising on digital plat-
forms has become an increasing concern. However, the actual frequency and patterns of such 
advertisement exposure in everyday life, and how these differ by level of gambling involve-
ment, remain unclear. This study aimed to quantify real-world exposure to gambling adver-
tisements and examine its association with gambling behaviors among habitual gamblers, 
recreational gamblers, and the general population. Methods: A nationwide online survey was 
conducted with 1,000 adults aged 20–69 years. Participants completed (1) a baseline ques-
tionnaire assessing sociodemographic characteristics, gambling behaviors, gambling-related 
symptoms (PGSI, GSAS), and relevant psychological variables; (2) a 1–2 week Ecological 
Momentary Assessment (EMA) administered twice daily, capturing momentary gambling 
urges, triggers, behaviors, and coping strategies; and (3) continuous passive monitoring of 
gambling advertisement exposure via a custom VPN-based system developed by MioSystem. 
The system automatically recorded advertisements displayed on participants’ smartphones, 
enabling the extraction of frequency, type, and content of gambling-related advertisements. 
Results:Although analyses are ongoing, preliminary findings indicate that exposure to gam-
bling advertisements is highest among habitual gamblers, followed by recreational gamblers 
and non-gamblers. Emerging patterns further suggest that greater advertisement exposure is 
associated with higher momentary gambling urges and a greater likelihood of engaging in 
gambling during the EMA period. Positive correlations between exposure levels and gam-
bling symptom severity were also observed. Conclusion: This study demonstrates the fea-
sibility of combining EMA with passive digital monitoring to quantify real-world gambling 
advertisement exposure. Preliminary results suggest meaningful associations between adver-
tisement exposure and gambling urges and behaviors, underscoring the need for regulatory 
and preventive strategies targeting digital gambling advertisements.

Keywords: gambling
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Challenges and future directions in gambling advertising research: 
Toward an integrated multidisciplinary framework

SACHIO MATSUSHITA 
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Growing concerns regarding the influence of gambling advertising on public health have fu-
eled the need for research that spans epidemiology, behavioral science, and neuroscience. As 
digital advertising becomes increasingly pervasive and personalized, understanding its im-
pact requires approaches capable of capturing real-world exposure, momentary psychologi-
cal responses, and individual differences in susceptibility. However, the field faces several 
conceptual and methodological challenges that must be addressed to advance evidence-based 
regulation and prevention. First, accurately quantifying real-world exposure remains a ma-
jor obstacle. Digital advertisements vary dynamically across platforms, algorithms, and user 
behaviors, making it difficult to determine how often individuals encounter gambling-related 
content and which populations are disproportionately exposed. Technological methods such 
as passive digital monitoring and ecological momentary assessment offer promise but raise 
questions about measurement validity, privacy, and scalability. Second, the pathways through 
which advertising influences gambling behavior are not yet fully understood. While psycho-
logical mechanisms such as craving, cognitive distortions, and decision-making biases have 
been proposed, the degree to which these processes differ between recreational gamblers, 
at-risk individuals, and those with gambling disorder remains unclear. Moreover, cultural and 
environmental factors shape both advertising practices and consumer perceptions, underscor-
ing the need for context-specific models rather than universal assumptions. Third, the bio-
logical foundations of susceptibility to advertising—potentially involving reward processing, 
attentional biases, and cue-reactivity—are only beginning to be explored. Neurobiological 
research can offer insights, but translating such findings into public health strategies remains 
a challenge. Taken together, these issues highlight the necessity of a multidisciplinary re-
search framework that integrates large-scale exposure assessment, longitudinal behavioral 
data, and mechanistic psychological and neurobiological evidence. Such an approach will be 
essential for developing culturally grounded, evidence-based guidelines for advertising regu-
lation and for informing preventive interventions aimed at mitigating harm from gambling 
advertising in an increasingly digital landscape.

Keywords: gambling
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2G–1

Psychodynamics of behavioral addictions

ADRIANO SCHIMMENTI1, ALESSANDRO MUSETTI2, GIANLUCA SANTORO2, 
ANTONINO COSTANZO1

1UKE – Kore University of Enna
2University of Parma
E-mail: adriano.schimmenti@unikore.it

Background: Behavioral addictions can be understood as developmental pathways through 
which thwarted motivational systems seek expression amid early relational failures and emo-
tion dysregulation. Developmental disruptions in key relationships undermine the possibility 
of fulfillment of fundamental needs, creating psychic voids in which desires are obliterated 
and access to authenticity is suspended. Because of these psychic pits, capacities for affect 
tolerance, impulse regulation, and engagement with authentic motivations are diminished, 
favoring compulsive enactments of behaviors as surrogate channels for unfulfilled drives. 
Method: This theoretical synthesis integrates psychodynamic perspectives on motivation, 
dissociation, and self-continuity. It examines how repeated relational failures foster disconti-
nuities in subjective experience, producing behaviors that organize unbearable affect, circum-
vent relational vulnerability, and enact otherwise inaccessible motivational impulses. Empha-
sis is placed on the interplay between developmental constraint, emotion dysregulation, and 
emergent addictive patterns. Results: Behavioral addictions appear as displaced enactments 
of impulses that cannot safely reach relational or experiential fulfillment. These behaviors 
provide transient affective cohesion and illusory continuity, while dissociative mechanisms 
shield the self from psychic pain, reinforcing cycles of repetition. Symptom-focused models 
risk overpathologizing these behaviors, obscuring their adaptive (albeit primitive) role in 
regulating motivational and affective tension. This framework illuminates how desire, fear, 
and regulatory processes interweave in the genesis and persistence of behavioral addictions. 
Conclusions: Behavioral addictions arise from complex developmental trajectories in which 
unmet needs, relational failures, and emotion dysregulation converge. Therapeutic work that 
addresses dysregulated affect and the mechanisms sustaining dissociative avoidance can cre-
ate the conditions for blocked motivational drives to emerge safely, allowing compulsive 
enactments to lose their regulatory hold and enabling the gradual reclamation and integration 
of experiences long relegated to the psychic void of behavioral addictions.

Keywords: psychodynamics, behavioral addictions, motivational framework
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2G–2

Gaming motivation and problematic gaming: A moderating role of  
self-esteem

BRUNO ŠKOVRLJ, RENATA GLAVAK TKALIĆ

Ivo Pilar Institute of Social Sciences, Croatia
E-mail: bruno.skovrlj@pilar.hr

A growing body of research has linked escapism and avoidance coping with problematic 
gaming. However, using video games to cope with unpleasant real-life experiences may be 
either adaptive or maladaptive, depending on individuals’ psychological states or traits. The 
aim of this study was to assess the moderating role of self-esteem on the relationship between 
gaming motivation and problematic gaming. The research was conducted on a nationally 
representative sample of Croatian residents aged 15 to 64 (N=4,988). Analyses for this study 
were performed on a subsample of 1,370 participants who reported playing videogames in 
the last year (Mage=32.07, SDage=12.62). A cross-sectional design was utilized, and data 
were collected through face-to-face surveys in private households. Gaming Disorder Test, 
Motives for Online Gaming Questionnaire, and Self-Liking/Self-Competence Scale were 
used. Moderation effects were tested in two separate models, assessing interactions between 
escapism and self-esteem and between coping motive and self-esteem, respectively. Results 
indicated significant interaction terms between both escapism and coping gaming motives 
and self-esteem, demonstrating that higher self-esteem attenuated the effects of escapism and 
coping motives on problematic gaming. These findings suggest that individuals with lower 
self-esteem who rely on videogames to cope with psychosocial difficulties are more likely 
to engage in problematic gaming, in comparison with individuals with higher self-esteem. 
Interventions aimed at enhancing self-esteem may therefore represent a promising strategy 
for prevention of problematic gaming.

Keywords: problematic gaming, self-esteem, gaming motivation
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2G–3

Gender differences in the moderating effects of latent body image 
profiles on the association between problematic smartphone use and 
anxiety among Korean adolescents

KYOUNGJAE PARK1, SULKI CHUNG1, SOO-BI LEE2, SUYOUNG LEE3

1Department of Social Welfare, Chung-Ang University, Republic of Korea
2Division of Social Welfare and Child Studies, Daejin University, Republic of Korea
3Policy Research Department, Pyeongtaek Welfare Foundation, Republic of Korea
E-mail: kj930519@gmail.com

Background: In South Korea, where smartphone use is among the highest globally, problem-
atic smartphone use (PSU) and anxiety have emerged as critical adolescent mental health 
concerns. Although body image is closely associated with PSU, the moderating role of body 
image (body image distortion) in the association between PSU and anxiety remains underex-
plored. This study identified latent body image profiles based on body mass index (BMI) and 
subjective body shape perception, examined gender differences, and assessed whether the 
association between PSU and anxiety varied across profiles. Methods: Data were drawn from 
the 19th Korean Youth Risk Behavior Survey (2023; N=51,467). Latent profile analysis was 
conducted using body mass index (BMI) and subjective body shape perception to identify 
distinct body image profiles. Multigroup analyses by gender tested configural and structural 
invariance of the latent profiles. Mean differences in PSU and anxiety across profiles were 
examined, followed by profile-specific regression analyses to estimate the effect of PSU on 
anxiety within each gender. Results: Four latent body image profiles were identified for both 
genders, supporting configural but not structural invariance. Among males, profiles largely 
reflected congruence between BMI and perceived body shape. Among females, a distinct 
body image distortion profile—perceiving oneself as overweight despite a normal BMI—
comprised 30.5% of the sample. The association between PSU and anxiety was significantly 
stronger in the body image distortion (B=0.132) and obese (B=0.141) profiles among fe-
males, whereas among males a stronger association was observed only in the obese profile 
(B=0.126).Conclusions: These findings demonstrate that the relationship between PSU and 
anxiety varies by gender and body image profile. Distorted body image appears to function 
as a key mechanism amplifying anxiety among female adolescents, highlighting the need for 
gender-responsive interventions and broader social and structural efforts to alleviate exces-
sive body image pressures on adolescents.

Keywords: problematic smartphone use, body image distortion, adolescent anxiety
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2G–4

The protective role of self-esteem, self-control, and self-efficacy against 
smartphone addiction among university students

QIUFENG GAO

Department of Sociology, School of Government, Shenzhen University, Shenzhen, China
E-mail: gqf_psy@szu.edu.cn

Smartphone addiction among university students has raised significant public health con-
cerns. Identifying protective psychological resources is crucial for developing effective 
interventions. Self-esteem, self-control, and self-efficacy have been suggested as potential 
protective factors against addictive behaviors. This study aimed to examine whether self-
esteem, self-control, and self-efficacy serve as protective factors against smartphone addic-
tion in a university student sample. A cross-sectional survey was conducted with a total of 
517 university students (44.90% male; Mage = 19.70, SD = 0.95, age ranged from 17 to 
24 years). Hierarchical multiple regression analyses were performed after controlling for 
gender and age. The results of bivariate correlations indicated that smartphone addiction 
was significantly and negatively associated with self-esteem, self-control, and self-efficacy  
(r = -0.10 to -0.48, p < 0.001-0.05). When entered separately into regression models, all 
the three predictors (i.e., self-esteem, self-control, and self-efficacy) were significantly and 
negatively associated with smartphone addiction (β = -0.11 to -0.46, p < 0.001-0.05). How-
ever, when all three predictors were entered simultaneously, only self-control remained a 
significant negative predictor (β = -0.44, p < 0.001) but not the other two (β = -0.06 and 
0.009, p = 0.219 and 0.853 respectively). The findings highlight the salient protective role of 
self-control against smartphone addiction, beyond the effects of self-esteem and self-efficacy. 
This suggests that interventions aimed at enhancing self-regulation skills may be particularly 
effective in reducing smartphone addiction among university students.

Keywords: smartphone addiction, self-control

2G–5

A new clinical model of impulsivity for the assessment of behavioral 
addictions and impulse-control disorders

HERMANO TAVARES, RENATO GALLO, GABRIEL BENTO MELLO FILHO, 
DANIELA LOPES ANGELO

University of São Paulo, Brazil
E-mail: hermano.tavares@fm.usp.br

Introduction: behavioral self-regulation is essential for human adaptation, involving the 
monitoring and adjustment of behavior according to goals and consequences. Its failure 
manifests as impulsivity, characterized by rapid, planned actions oriented toward immediate 
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gratification and associated with personal and social harm. Impulsivity has a transdiagnos-
tic nature, being present across disruptive impulse-control disorders, personality disorders, 
attention-deficit/hyperactivity disorder (ADHD), substance-related and behavioral addic-
tions, and conditions marked by aggression. Widely used instruments, such as the Barratt 
Impulsiveness Scale (BIS-11) and the UPPS, were developed primarily from non-clinical, 
population-based models, which imposes conceptual and psychometric limitations when ap-
plied to psychiatric settings, particularly in capturing the cognitive and metacognitive dimen-
sions of impulsive dyscontrol observed in clinical populations. Given the multidimensional 
and clinically heterogeneous nature of impulsivity, there is a clear need for a measure better 
aligned with clinical practice. Accordingly, the aim of this study was to investigate and select 
items for the construction of a new scale designed to assess cognitive instability associ-
ated with impulse control in impulsive outpatients. Method: this exploratory, cross-sectional, 
quantitative, and correlational study was based on a clinical database from a specialized out-
patient clinic for impulse-control disorders and behavioral addictions. The sample comprised 
1,541 patients who voluntarily sought treatment between 1998 and 2018, with diagnoses 
established according to DSM-IV-TR and DSM-5 criteria. Diagnoses included kleptoma-
nia (KM), pathological love (PL), pathological jealousy (PJ), intermittent explosive disorder 
(IED), non-suicidal self-injury (NSSI), compulsive buying disorder (CBD), food addiction 
(FA), gambling disorder (GD), problematic Internet use (PIU), trichotillomania (TTM), and 
excoriation disorders (ED). Individuals requiring inpatient care, presenting severe cognitive 
deficits, acute psychosis, or refusing participation were excluded. Instruments included the 
Adult Self-Report Scale (ASRS-v1.1), the BIS-11, and Cloninger’s Temperament and Char-
acter Inventory, with emphasis on Novelty Seeking and Self-Directedness. Exploratory and 
confirmatory factor analyses guided item selection and model refinement, followed by binary 
logistic regression to assess discriminative validity across diagnostic groups. Results: confir-
matory analyses led to a substantial reduction of candidate items, from 113 to 48. Exploratory 
factor analysis yielded a parsimonious final model with excellent fit indices: χ² = 458, degrees 
of freedom = 183 (p < 0.001; χ²/df = 2.50), RMSEA = 0.0314 (90% CI = 0.0278–0.0350), 
TLI = 0.943, and BIC = −883. The final scale comprised twenty-seven items distributed 
across seven factors: (1) prodigality versus austerity; (2) negligence versus thoroughness;  
(3) purpose versus hopelessness; (4) disorderliness versus organization; (5) precipitation ver-
sus deliberation; (6) rashness versus restraint; and (7) heteronomy versus autonomy. Logistic 
regression analyses demonstrated distinct factor profiles for most diagnoses, except TTM, 
ED, and FA. Specific associations were observed for KM, PL, PJ, IED, NSSI, CBD, GD, and 
PIU, indicating differential patterns of impulsive dyscontrol across conditions. Discussion: 
these findings reinforce the view that impulsivity is a multidimensional construct rather than 
a unitary trait. Distinct diagnostic conditions were associated with specific configurations of 
regulatory deficits, supporting the clinical relevance of a differentiated framework. The pro-
posed scale appears promising as a clinically sensitive tool for characterizing heterogeneous 
impulsivity profiles and informing more precise assessment and intervention strategies.

Keywords: impulsivity, behavioral addictions, impulse-control disorders, cognitive instability, clinical 
assessment
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2G–6

Behavioral addictions and emotion dysregulation in university students: 
A profile-based analysis

LILYBETH FONTANESI1, DANIELA MARCHETTI1, MELISSA D'ETTORRE1,  
SILVIA CASALE2, SARA BOCCI BENUCCI2, MARIA CRISTINA VERROCCHIO1

1G. d’Annunzio University of Chieti- Pescara, Chieti, Italy
2University of Florence, Florence, Italy
E-mail: lilybeth.fontanesi@unich.it

Background: Behavioral addictions are prevalent among university students, representing 
a growing concern due to their association with psychological vulnerability and academic 
functioning. Emotion dysregulation is a core transdiagnostic process related to behavioral 
addictions, contributing to reduced psychological well-being, and functional impairment. In 
university populations, the concurrence of behavioral addictions and emotion dysregulation 
may exacerbate mental health problems and academic underachievement. The present study 
aimed to identify risk profiles among university students based on symptoms of behavioral 
addictions (e.g., gaming disorder, physical exercise, shopping) and emotion dysregulation, 
and to examine their associations with mental health (e.g, depression, anxiety), psychologi-
cal flexibility, and perceived academic performance. Methods: A sample of 1160 university 
students (75% females) reporting the risk for at least one behavioral addiction as assessed by 
the Screener for Substance and Behavioral Addictions, participated in the UNIST-HEALTH 
project survey, which addressed emotion dysregulation, psychological functioning (specifi-
cally: psychological well-being, emotional distress, depression, anxiety, and somatic symp-
toms, and the risk of self- and other harm),psychological flexibility, and perceived academic 
performance. A profile analysis using K-means method was conducted to identify homoge-
neous groups based on emotion dysregulation and behavioral addiction scores. The resulting 
profiles were compared on measures of psychological functioning, psychological flexibility, 
and perceived academic performance.Results: Profile analysis identified two distinct groups: 
a high-risk cluster and a low-risk cluster. Compared to the low-risk group, students in the 
high-risk cluster showed poorer psychological functioning within respect to all the specific 
domains, significantly lower psychological flexibility and perceived a reduced academic per-
formance. Conclusions: The results support the importance of early identification of students 
at higher risk of behavioral addiction as a key strategy to preempt academic failure and the 
escalation of psychological distress. Profiling addictive vulnerability may inform targeted, 
university-based support interventions, as academic counseling programs, aimed at promot-
ing psychological and emotional well-being. Fundings: Funded with the contribution of the 
Ministry of University and Research according to D.D. n.1396 of September 18, 2024, No-
tice Pro Ben 2024.

Keywords: academic performance, psychological well-being, psychological flexibility
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2H–1

Challenges in assessing addiction: A review from a gender perspective

LAURA MACIA¹, FULVIA PREVER², ANA ESTEVEZ³

¹Deusto University-Bilbao, Spain
²SUNNCOOP-Milan; Varenna Foundation, Italy
³Deusto University, Bilbao, Spain

Scientific literature has highlighted gender differences in addictive behaviors, pointing out 
that women and men do not share the same patterns of onset and use, psychosocial and physi-
ological characteristics, evolution, motivations, comorbidity, or associated consequences 
(Estévez, Macia, Gandarias, López, M., Jauregui, P., & Momeñe, J. (2023) (Prever, Blycker 
Brandt 2023) (De Luca 2023). In this context, it is essential that psychometric assessment in-
struments meet criteria of reliability and validity, incorporating adequate sensitivity to mea-
sure the specific experience of women with addictions. The objectives of this study were: (1) 
to analyze instruments and identify deficits in these instruments with respect to the reality of 
women; and (3) to develop recommendations for the design of assessment tools with a gender 
focus. A two-round Delphi methodology was used. The results show that, in the gambling in-
struments, the items with the highest consensus were those related to feelings of guilt, health 
problems, and emotional impact, highlighting the emotional regulatory function of gambling 
in women. These findings have implications for clinical practice and for the design of future 
instruments, guiding the inclusion of items sensitive to the female experience and avoiding 
androcentric approaches in the assessment of behavioral and substance addictions.

Keywords: women, chatbot, AI, psychometric assessment, gender, gender-policies, stigma, addictive 
behaviors

2H–2

Empowering recovery: Women-centered policies and collaborative 
approaches to combat stigma

SEDEF ERCETIN 

Turkish Green Crescent Society, Istanbul, Turkiye

Founded in 1920, the Turkish Green Crescent Society (TGCS) is a leading civil society or-
ganization in the fields of addiction prevention, treatment, and recovery in Türkiye. Its in-
tegrated service model addresses both substance-related and behavioral addictions through 
prevention, early intervention, and recovery-oriented systems of care. One of its flagship 
services, the Green Crescent Counseling Centers (YEDAM), provides free psychosocial sup-
port to individuals and families, grounded in a holistic, family-inclusive recovery framework.  
A core initiative of TGCS is the Women’s Forum on Addiction and Recovery (WFAR), im-
plemented in collaboration with the Ministry of Family and Social Services. WFAR serves as 
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an international and interdisciplinary platform that addresses the gender-specific dimensions 
of addiction and recovery, including behavioral addictions. The initiative promotes trauma-
informed, stigma-reducing, and empowerment-based approaches, with particular attention to 
the social, psychological, and structural factors influencing women’s pathways into and out of 
addiction. This case study examines the development, implementation, and impact of WFAR 
alongside TGCS’s broader female-centered recovery models, with relevance to behavioral 
addictions such as gambling, digital gaming, and other compulsive behaviors. Drawing on 
evidence-informed practices, the presentation explores how trauma-sensitive care, family-
inclusive interventions, and community-based engagement contribute to improved recovery 
outcomes for women affected by both substance-related and behavioral addictions. Qualita-
tive findings from YEDAM indicate a strong association between family-oriented recovery 
models and improvements in mental well-being, reduced addictive behaviors, and sustained 
recovery among women. In-depth case interviews further highlight the importance of safe, 
voluntary, and dignity-based services in strengthening therapeutic alliance, reducing stigma, 
and supporting long-term engagement in recovery. Grounded in ethical principles and aligned 
with human-rights-based public health frameworks, the initiative exemplifies effective civil 
society–government collaboration. The findings underscore the need for gender-responsive, 
evidence-informed recovery systems that integrate behavioral addictions into mainstream ad-
diction services, offering transferable insights for researchers, practitioners, and policymak-
ers engaged in advancing recovery-oriented responses worldwide.

Keywords: women-centered policies, prevention, treatment, recovery, behavioral addictions

2H–3

Raising voices and defending choices: Advocacy and activism for 
women with addiction

VANIA RUDOLF¹, SOPHIA ACHAB², CATIA CASTRO³

¹Chair, Women & Addiction, International Society of Addiction Medicine (ISAM) 
²�Co-Chair, Women & Addiction, International Society of Addiction Medicine (ISAM);  
WHOCC Director (UNIGE)

³�Strategy and Social Media, Women & Addiction, International Society of Addiction Medicine 
(ISAM)

In the current socio-political context, women affected by substance use disorders (SUD) 
and behavioural addictions face growing structural and systemic barriers to care. Shifts in 
health policy, reduced investment in health equity research, and increasingly punitive le-
gal frameworks have disproportionately impacted women and gender-diverse populations, 
particularly those navigating pregnancy, caregiving roles, criminalisation, and social mar-
ginalisation. This session explores how gendered policy decisions shape access to care, re-
source allocation, research priorities, and legal responses to addiction, often silencing the 
voices of those most affected. Drawing on international perspectives from Europe and the 
United States, the presenters examine the intersection of addiction, gender, mental health, 
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and social context, highlighting how structural inequities translate into clinical vulnerability 
and long-term harm. Through real-world advocacy and legislative case studies, this session 
underscores the critical role of clinicians as advocates beyond the consulting room. Examples 
from addiction medicine, behavioural addictions, and family-focused care will illustrate how 
evidence-informed, gender-responsive advocacy can influence policy, protect human rights, 
and improve outcomes for women living with addiction. Participants will be introduced to 
practical advocacy strategies and resources developed within international professional net-
works, including the ISAM Women and Addiction Interest Group (WAIG). Emphasis will be 
placed on integrating patient and community voices into policy discussions, fostering col-
laborative approaches between clinicians, researchers, advocates, and individuals with lived 
and living experience.

This session aims to empower addiction professionals to engage in ethical, relational, and 
socially informed advocacy, promoting equitable and humane addiction policies that centre 
women’s voices, choices, and lived realities.

Keywords: women and addiction, gender-responsive policy, advocacy in addiction medicine, behav-
ioural addictions, health equity, lived and living experience

2H–4

Clinical and psychological assessment among female patients with 
gambling disorder: Pilot study results

ALESYA LANOVAIA¹,2, EUGENIA FADEEVA1,3, P. SMOLYANKINA¹, M. PAVLOVA¹

¹�National Research Center on Addictions, branch V. Serbsky National Medical Research Centre for 
Psychiatry and Narcology, Russian Federation Ministry of Health

²Moscow State University of Psychology & Education
³V.M. Bekhterev National Medical Research Center for Psychiatry and Neurology, Russian Federation

Background: Currently, people in Russia with gambling problems tend not to seek profes-
sional support, and this tendency is even more pronounced among women, who are generally 
less likely to seek treatment for addiction, so clinicians often deal with most severe and often 
comorbid cases. This makes study of approaches to early detection and prevention of gam-
bling disorder highly relevant (Ivanets & Vinnikova, 2024). Method: 54 female patients with 
pathological gambling (diagnosed with F63.0, ICD-10) undergoing inpatient treatment at 
mental health clinics and rehabilitation center were studied (mean age 34.8 years, SD=10.4). 
Pathological gambling had comorbidity with addictive disorders in 46.3% cases. The fol-
lowing scales were used: Problem Gambling Severity Index (PGSI), Reasons for Gambling 
Questionnaire (RGQ), Depression Anxiety and Stress Scale (DASS-21) and Barratt Impul-
siveness Scale (BIS-11). Data analysis included descriptive statistics and Spearman’s corre-
lation coefficient. Results: According to PGSI scores, 69.2% of female patients demonstrated 
problematic gambling severity, most commonly associated with chasing losses, betting more 
than they could afford, and recognizing gambling-related problems. RGS results revealed 
that the most frequent reasons were monetary, anticipated sense of achievement, and excite-
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ment. DASS-21 results showed that 63.5% had elevated depression scores, 65.4% had el-
evated anxiety scores, and 65.4% had elevated stress scores. 71.2% of patients had increased 
impulsivity according to BIS-11. Correlation analysis showed that the severity of gambling 
problems (PGSI) was positively associated with motivation to win large amounts of money 
(r=0.341, p≤0.05) and negatively associated with perceiving gambling as a hobby (r=-0.330, 
p≤0.05) (RGQ). More severe PGSI scores were also associated with higher values of de-
pression in DASS-21 (r=0.299, p≤0.05) and motor impulsivity in BIS-11 (r=0.315, p≤0.05). 
Conclusion: The pilot study demonstrated the applicability of the selected battery of tests, re-
vealing significant associations even at low number of observations. Currently, development 
of gender-specific diagnostic approaches is complicated due to the limited accessibility and 
low representation of women with gambling experience in clinical settings. Further recruit-
ment of both female and male patients will be continued.

Keywords: women, gambling disorder, pathological gambling, clinical and psychological diagnostics
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3A–1 

Which symptoms of Problematic Social Media Use constitute necessary 
conditions for negative outcomes? A longitudinal study using Necessary 
Condition Analysis

SILVIA CASALE¹, SIMON GHINASSI², SARA BOCCI BENUCCI¹

¹University of Florence
²University of Pisa

Background: A well-established conceptualization of Problematic Social Media Use 
(PSMU), based on the cognitive-behavioral model (Davis, 2001; Caplan, 2010), suggests 
that 1) Preference for Online Social Interaction (POSI) is a precursor of both the use of social 
media for mood regulation (MR) and deficient self-regulation (i.e, cognitive preoccupation 
and compulsive use); 2) MR is also a precursor of deficient self-regulation. Negative out-
comes result from deficient self-regulation. By using Necessary Condition Analysis (NCA), 
this study investigated whether the above-mentioned cognitive, motivational, and behav-
ioral symptoms of PSMU constitute necessary conditions (NC, i.e., factor whose absence 
ensures the absence of the outcome) for negative outcomes. Method: A longitudinal design 
with a six-month interval was implemented. A sample of 229 Italian adolescents (37.60% Fe-
male; Mage = 15.46 ± 665) was recruited. PSMU was measured using the GPIUS-2 adapted 
for social media use. A series of NCA were employed. Only predictors with an effect size  
d ≥ 0.10 and an estimated p value < .05 were considered (Dul et al., 2023). Data analysis 
was performed on 10.000 resamples using approximate permutation. Results: POSI at T0 
did not emerge as a NC for MR and deficient self-regulation at T1. Mood regulation at T0 
was a NC for deficient self-regulation at T1 (d = 0.143, medium effect size, p = .002). POSI  
(d = 0.150, medium effect size, p = .012), Cognitive Preoccupation (d = 0.170, medium effect 
size, p = .001), and Compulsive Use (d = 0.195, medium effect size, p = .001) – but not MR – 
emerged as NC for negative outcomes. Conclusions: Feeling more confident on social media 
(i.e., POSI) does not constitute a NC for losing control over use, whereas mood regulation 
does. However, POSI, cognitive preoccupation and compulsive use – but not MR – emerged 
as NCs for negative outcomes, indicating that high levels of functional impairment occur 
only when a minimum of each factor is present. Twenty years after the original cognitive-
behavioral formulation, this study clarifies that all components remain essential, yet suggests 
they should be repositioned within the model.

Keywords: conceptualization, core symptoms, ecological momentary assessment, longitudinal data, 
objective data
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3A–2 

What are the arguments in favor of conceptualizing the problematic use 
of social media as a potential disorder?

ELISA WEGMANN¹, TANIA MORETTA²

¹University of Duisburg-Essen
²eCampus University

Background: Problematic social media use (PSMU) is intensively discussed as potential 
clinical disorder within the addiction framework. Empirical studies illustrate the negative 
consequences of excessive use (e.g. psychopathological symptoms, sleep deprivation), which 
is often accompanied by a perceived loss of control and significant impairments in different 
areas of functioning. However, there is currently no clinical classification of PUSM as a dis-
tinct disorder in the international classification systems and no systematic conceptualization 
of how problematic use should be defined. Method: We aim to provide an overview of po-
tential diagnostic criteria, clinical features, and underlying mechanisms of the development 
and maintenance of problematic use based on theoretical models and empirical findings. 
In addition, we identified specific characteristics of PUSM in comparison to other types of 
maladaptive online behaviors. Results: The findings suggest that general addiction criteria 
(e.g., impaired control, preoccupation, marked distress) and specific clinical characteristics 
(such as preference for online interaction and fear of missing out) may represent potential 
diagnostic criteria for PSMU. Moreover, the results highlight the importance of underlying 
mechanisms such as craving and reward sensitivity, while the role of self-control requires 
more systematic investigation in future experimental and longitudinal research. Conclusions: 
There are good reasons to conceptualize PSMU as a distinct disorder within the addiction 
framework. Commonalities to other types of problematic Internet use can be identified in the 
proposed diagnostic criteria and underlying processes. However, it seems at least as impor-
tant to consider specific characteristics and media-specific aspects of the applications them-
selves. Furthermore, longitudinal studies on the progression of problematic behavior, clinical 
samples, and a clear distinction between problematic and intensive use are necessary for a 
holistic understanding of PSMU.

Keywords: conceptualization, core symptoms, ecological momentary assessment, longitudinal data, 
objective data
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3A–3 

Understanding problematic social media use: Insights from an 
application-based study employing ecological momentary assessment 
and passive objective monitoring

F. CHLOE RYDING, LYDIA J. HARKIN, DARIA J. KUSS

Nottingham Trent University

Background: There is growing concern regarding the concept of problematic social media 
use (PSMU) in the context of well-being. However, many studies that have investigated the 
role of social media use on well-being are predominantly cross-sectional in nature, and rely 
on measures of screen time as the index of social media engagement. This is problematic as 
screen time is typically assessed through self-report measures, relying on estimates of the 
number of minutes or hours participants spend on a typical day or week (Kaye et al., 2020). 
As these measures are retrospective in nature, this can lead to distorted time perception when 
recalling usage time estimates, and contribute to inflated correlations with outcomes regard-
ing social media use and psychological well-being (Kobayashi & Boase, 2012; Sewall et al., 
2020). This study aimed to evaluate the viability of objective smartphone-based data collec-
tion using a bespoke application DiaryMood within social media and well-being research, 
focusing on the social media platform Instagram. Method: A bespoke Android application 
DiaryMood was developed to observe Instagram screen time, number of notifications re-
ceived from Instagram, and number of Instagram app launches on the well-being outcomes of 
mood, self-esteem, and craving. DiaryMood collected the data of 13 participants across a pe-
riod of seven days. Results: Findings were not significant, however results showed evidence 
of usage patterns and well-being outcomes as fluctuating in parallel with one another across 
the period of data collection, highlighting the capability of employing objective smartphone 
measures within social media research. Conclusions: The objective monitoring in this study 
allowed for a more nuanced understanding of user interaction on Instagram to be observed, 
indicating that applications such as DiaryMood can contribute towards untangling the con-
ceptualisation of problematic social media use.

Keywords: conceptualization, core symptoms, ecological momentary assessment, longitudinal data, 
objective data



Session 3A	 Symposia and parallel sessions 

85	 ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye 

3A–4 

Social media regulation: An international perspective

DARIA J. KUSS

Nottingham Trent University

Social media have become something we do and an integral part of who we are. As a society, 
in the UK, adults spend an average of two hours on social media per day, whilst children 
aged 8-14 years spend three hours daily, indicating a particular social media pull for young 
vulnerable users. Concerningly, a total of 28% believe they spend too much time on social 
media, whilst 32% of British social media users think that people are cruel or unkind to each 
other on social media. As a consequence of the concerns raised about social media use, a 
number of countries are now limiting access by means of prohibiting use by young people 
under 16 years old, including Australia. In the UK, the recently ratified Online Safety Act 
(2023) requires social media companies to enforce their age limits consistently and protect 
young users. Risks to children from using their platforms must be assessed, and appropriate 
age restrictions set, ensuring that young people have age-appropriate experiences and are 
safeguarded from harmful content. In this talk, I will address social media regulation, includ-
ing different stakeholder perspectives. Considering an international view will help outline 
what kinds of regulations are out currently used on a global scale. I will furthermore discuss 
what can be done to make social media a safe space, especially for vulnerable individuals, 
including young people and people with mental health problems.

Keywords: conceptualization, core symptoms, ecological momentary assessment, longitudinal data, 
objective data
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3A–5

A more dynamic approach is needed! Examining the relationship 
between symptoms of problematic social media use and well-being at 
both the within-person and between-person levels

JULIA M. BALCEROWSKA-DETMER, ARTUR SAWICKI

University of Gdańsk

Problematic Social Media Use (PSMU) is defined as a control-related problem leading to the 
symptoms commonly observed in behavioral addiction. Previous research on the conceptu-
alization of PSMU has primarily treated PSMU as a relatively stable individual difference 
(mainly focusing on the between-person level). However, when analyzing PSMU symptoms, 
it is crucial to consider them as dynamic states experienced by a person (i.e., the within-
person level), rather than as stable features. Regarding this, the Experience Sampling Method 
(ESM) holds significant potential for early identification and time-sensitive monitoring of 
PSMU symptoms and factors related to their arousal and lingering. Furthermore, to truly un-
derstand the effects of PSMU, an idiographic, person-specific approach is needed. This study 
aimed to investigate the temporal dynamics between experiencing PSMU symptoms and the 
level of stress, anxiety, and current mood. The presented study has two stages. In the first 
one, participants completed a full-scale survey to assess PSMU and different indicators of 
well-being. In the second stage, they participated in the 7-day ESM study, in which they were 
prompted five times per day to report their current state and the experience of PSMU symp-
toms. We examined the correlations between these variables both on the between-person and 
within-person levels and found significant associations at both levels. Moreover, between-
person PSMU was associated with greater moment-to-moment variability in its symptoms 
and well-being indicators (i.e., stress, anxiety, and current mood). Notably, symptoms lin-
gered differently, which means the duration of each experience might vary, suggesting dif-
ferent potential for interventions. The presented results will be discussed in relation to the 
applicable PSMU conceptualizations.

Keywords: conceptualization, core symptoms, ecological momentary assessment, longitudinal data, 
objective data
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3B–1

Family-perceived stigma among families of people with gambling 
disorder: Findings from a national survey in Japan

YUKO URAYAMA1, YOSHIKI KOGA1, CHIE NITTA1,2, ERI SHIBAYAMA1,3, MOEMI 
SHIBASAKI1, MITSURU KIMURA1, TOMOMI TOYAMA1, SACHIO MATSUSHITA1

1National Hospital Organization Kurihama Medical and Addiction Center, Japan
2University of Tsukuba
3The University of Tokyo
E-mail: yuko.urayama.1023@gmail.com

Background: Family members of individuals with gambling disorder may perceive public 
stigma directed toward the affected person and internalize these attitudes as stigma toward 
themselves—referred to as family-perceived stigma. Despite its clinical relevance, factors 
associated with this construct in gambling-related contexts remain underexplored. This study 
examined variables related to family-perceived stigma among relatives who sought help at 
addiction or mental health services. Methods: Data were drawn from the national survey 
on gambling problems (2023). Among respondents to the family questionnaire, 171 family 
members whose relative’s primary problem was gambling and who had complete data were 
included. Family-perceived stigma was assessed using the Link Devaluation–Discrimination 
Scale. Predictors were selected based on prior literature and theoretical relevance: family 
burden (BSFC-S), resistance to seeking help, time to consultation, history of medical service 
use, taking over someone's debt, personal bankruptcy, and number of problematic behaviors. 
Hierarchical multiple regression was conducted in four steps: (1) demographic variables,  
(2) economic and behavioral problems, (3) help-seeking variables, (4) family burden. Results: 
The final model (adjusted R² = .114) showed that family burden was the strongest predictor 
of family-perceived stigma (β= 0.205, p = .003). Medical service use was also significant  
(β = 2.177, p = .026). Resistance to seeking help was significant in Step 3 (β = 0.878,  
p = .022) but became non-significant after adding family burden (β = 0.644, p = .092). Eco-
nomic and behavioral indicators (taking over someone's debt, personal bankruptcy, prob-
lematic behaviors) were not significant. Conclusion: Greater family-perceived stigma was 
associated primarily with higher subjective family burden rather than external economic dif-
ficulties. These results suggest that psychological strain and emotional exhaustion amplify 
family members’ sensitivity to societal stigma toward gambling disorder. Reducing family 
burden and addressing barriers to help-seeking may be essential in mitigating stigma among 
affected families.

Keywords: gambling disorder, family, stigma
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3B–2

Managing gambling harms in a collectivistic culture:  
Family characteristics and coping responses among affected family 
members

SANDRA SUNARTO, KRISTIANA SISTE, ENJELINE HANAFI, LEE THUNG SEN, 
SABRINA SUTANTO, NADYA OLIVIA HALIM, CHRISTOPHER TAN

Faculty of Medicine, Universitas Indonesia - Dr. Ciptomangunkusumo National Referral General 
Hospital, Jakarta, Indonesia
E-mail: gabriellaasandraa@gmail.com

Background: Gambling disorder is increasingly prevalent worldwide and causes substantial 
harm to the gamblers and their family. In collectivistic cultures, families often play a central 
role in identifying gambling problems and initiating treatment due to limited patient insight. 
However, family involvement, particularly through assertive coping, may unintentionally 
intensify gambling severity and related harms. Method: A pilot cross-sectional study was 
conducted involving 63 affected family members attending our addiction clinic. Descrip-
tive analyses were used to characterize family demographics, coping, and gambling-related 
harms, measured using the 20-item Gambling Harms Scale for Affected Others (GHS-20-
AO) and the 5-Step Method - The Family Member Questionnaire (5SM-FMQ). Linear mixed 
models (LMMs) with random intercepts were employed to examine associations among pa-
tient gambling severity (South Oaks Gambling Screen, SOGS), family coping strategies, and 
harm, accounting for data clustering. Bootstrapped linear regression analysis was addition-
ally conducted to explore alternative directional relationships. Result: One gambler affects 
six others, affecting predominantly female family members (63.5%) and parents (61.9%). 
Gambling severity was strongly associated with the total harm score (μ = 11,33 ρ = 0.323,  
p = 0.010), with the work- and health-related domains showing the greatest relative impact. 
All coping strategies showed positive correlation with harm (p<0.05), while assertive en-
gaged coping significantly moderated the relationship between gambling severity and harm, 
indicating a buffering effect (B = -0.023, 95% CI -0.03 to -0.18). Assertive coping was posi-
tively associated with higher gambling severity (B = 0.467, 95% CI 0.124-0.887) in explor-
atory analyses, proposing a reactive rather than protective role. Conclusion: Assertive coping 
may function as a response to severe gambling while also buffering further harm escalation. 
These findings highlight the substantial family burden and the clinical importance of in-
volving families in addressing both gambling disorder and their own functional harms they 
themselves experience.

Keywords: gambling disorder, family harm, coping
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3B–3

Gambling and suicide: A psychological autopsy and qualitative inquiry 
into socioecological pathways to risk

AMANDA ROBERTS

Loughborough University, United Kingdom
E-mail: a.roberts2@lboro.ac.uk

Suicide represents the most severe and irreversible form of gambling-related harm, yet the 
pathways linking gambling to suicidal behaviour remain poorly understood. While epide-
miological evidence increasingly demonstrates a strong association between gambling and 
suicide, there is a critical lack of in-depth research capturing the lived experiences of those 
directly affected. This study addresses this gap through the first full psychological autopsy 
investigation of gambling-related suicide conducted in Europe, combined with an extensive 
qualitative inquiry involving individuals with lived experience of gambling harm and suicid-
ality. The study employed an exploratory psychological autopsy methodology, supplemented 
by in-depth narrative interviews, to reconstruct the events, circumstances, and contextual fac-
tors preceding gambling-related suicide and serious suicide attempts. Twenty core cases were 
examined: ten individuals who died by gambling-related suicide and ten individuals who had 
experienced severe gambling-related harm and made a serious suicide attempt. Gambling-
relatedness was established using multiple criteria, including participant or informant at-
tribution, documentary evidence (e.g., gambling records, financial statements), and clinical 
or coroner documentation. Narrative interviews lasting three to four hours were conducted 
with core participants and bereaved relatives, supported by robust safeguarding and distress 
protocols. Where available, qualitative accounts were triangulated with financial, gambling 
operator, medical, and coronial records to construct detailed temporal case timelines. Data 
were analysed collaboratively using iterative thematic analysis, co-produced with research-
ers and co-investigators with lived experience. This process generated ten interconnected 
themes that illuminate the socioecological pathways through which gambling-related suicide 
risk develops. These include industry practices and product characteristics; the cultural nor-
malisation of gambling; regulatory and policy failures; widespread lack of knowledge and 
misrecognition of gambling harm; the dominance of the “responsible gambling” narrative 
and individualisation of harm; shame, self-blame and stigma; financial pressure and debt; 
ineffective recognition and treatment responses; lapse and re-occurrence within a highly 
saturated gambling environment; and, ultimately, experiences of entrapment and collapse of 
hope. Across cases, gambling-related suicide did not emerge as a sudden or isolated act but 
as the culmination of cumulative and interacting pressures. Participants described trajectories 
characterised by early exposure to gambling in highly normalised environments, progression 
to high-risk and high-speed products, targeted inducements during periods of vulnerability, 
and repeated failures of protective systems to intervene meaningfully. The responsible gam-
bling narrative was found to play a central role in reinforcing shame and self-blame, obscur-
ing structural drivers of harm, and discouraging help-seeking. Financial crises, while not 
universally severe in objective terms, frequently functioned as psychological triggers within 
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a broader context of secrecy, stigma, and perceived burden on others. For many, these forces 
converged into a profound sense of entrapment, consistent with contemporary psychological 
models of suicide. The findings demonstrate that gambling-related suicide is not the result of 
individual pathology alone, but a predictable outcome of socioecological conditions shaped 
by commercial practices, cultural norms, regulatory weaknesses, and inadequate health and 
support responses. These insights have significant implications for suicide prevention, gam-
bling regulation, clinical practice, and public health, underscoring the urgent need for struc-
tural, rather than solely individualised, approaches to reducing gambling-related suicide risk.

Keywords: gambling-related suicide, psychological autopsy, socioecological pathways

3B–4

Examining predictors of treatment-seeking behaviors in gambling 
disorder

HÜMEYRA MUTLUTÜRK1, ZEYNEP EROĞLU2, BÜŞRA YAMANEL ÖZSOY3, 
MEHMET GÜLLÜOĞLU4, ÖMER FARUK BOZDOĞAN5, YASIN KAVLA6,  
HAKAN COŞKUNOL7

1Turkish Green Crescent Foundation İstanbul Koşuyolu Green Crescent Counseling Center, Turkiye 
2Turkish Green Crescent Foundation Green Crescent Counselling Center, İstanbul Ümraniye 
3Turkish Green Crescent Foundation Green Crescent Counselling Center, İstanbul Zeytinburnu
4Ministry of Foreign Affairs of Türkiye, Ambassador
5Turkish Green Crescent Foundation Green Crescent Counselling Center, İstanbul
6�Department of Psychiatry, Cerrahpasa Medical Faculty, Istanbul University-Cerrahpasa, Istanbul, 
Türkiye

7Private Practice in Psychiatry, Izmir, Türkiye
E-mail: mutluturkmeyra@gmail.com

Background: Research indicates that individuals with gambling disorder often encounter sig-
nificant barriers to seeking treatment, primarily due to denial of their condition, perceived 
stigma, and difficulties in accessing healthcare services. Consequently, given the low rates of 
voluntary help-seeking among these individuals, families are observed to play a pivotal role 
in initiating the treatment process. Method: Between 2021 and 2025, 1,622 family-referred 
and 6,297 self-referred clients were identified at YEDAM. To minimize selection bias, 1:2 
ratio matching based on age and gender was performed using the nearest neighbor method 
via the R 'MatchIt' package. Consequently, 1,622 family-referred clients were matched with 
3,244 self-referred individuals for the final analysis. Results: Individuals with an education 
level of primary school or lower, as well as those with a middle or high school education, 
exhibited a higher rate of family-referred admissions, whereas university graduates showed a 
higher rate of voluntary applications (p < 0.01). Regarding marital status, single individuals 
were more likely to seek treatment at their family's request, while married individuals had a 
higher rate of self-referral (p < 0.01). Additionally, individuals who reported having a moti-
vation to quit 'almost always' demonstrated a significantly higher rate of voluntary treatment 
entry (p < 0.01). Depression and anxiety levels were significantly higher among individu-



Session 3B	 Symposia and parallel sessions 

91	 ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye 

als who applied to YEDAM voluntarily (p < 0.01). Furthermore, results indicated a higher 
prevalence of casino games in voluntary applicants, while online sports betting predominated 
in those referred by family members. Conclusions: Voluntary treatment entry is significantly 
associated with higher education levels, being married, and a strong motivation to quit. While 
family-referred admissions show similar levels of usage, they may be motivationally more 
fragile. These findings highlight the critical importance of incorporating motivational inter-
viewing and family-oriented interventions throughout the treatment process.

Keywords: gambling, treatment, application
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3B–5

Self-critical rumination as a transdiagnostic association between 
gambling motives and non-suicidal self-injury: Distinct pathways for 
engagement and frequency

MAGDA LOSABERIDZE1,2, RÓBERT URBÁN2,3, YANISHA SOBORUN4,  
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15Connecticut Mental Health Center, New Haven, CT, USA
16�Flinders University Institute for Mental Health and Wellbeing, College of Education,  

Psychology and Social Work, Flinders University, Bedford Park, SA, Australia
E-mail: magdalosaberidze@yahoo.com

Background and aims: While evidence connecting problem gambling to non-suicidal self-
injury (NSSI) is emerging, the specific psychological pathways involved have yet to be estab-
lished. The present study investigated how gambling motives (coping, financial, social, and 
enhancement) relate to NSSI through theorized mediating roles of problem-gambling sever-
ity, perceived stigma, and self-critical rumination. Methods: The study included two samples: 
individuals who gambled online (Sample 1; N=1043) and individuals who sought treatment 
for gambling-related harm (Sample 2; N=127). In Sample 1, a two-part (hurdle) structural 
equation model was employed to distinguish between predictors of NSSI engagement and 
NSSI frequency. In Sample 2, hierarchical logistic regression examined the robustness of 
identified factors. Results: In Sample 1, self-critical rumination was the most robust predic-
tor of both NSSI engagement (OR = 1.081, 95% CI [1.061, 1.101]) and NSSI frequency  
(B = 0.061, SE = 0.009, p < .001). Coping motives predicted NSSI engagement via an indirect 
pathway through rumination. Among those already engaging in self-injury, financial motives 
uniquely predicted greater frequency of NSSI (B = 0.007, SE = 0.003, p = .014). Findings 
were replicated in Sample 2; in the fully adjusted model, self-critical rumination remained 
a primary predictor of lifetime NSSI engagement (OR = 1.16; [1.06, 1.27]), attenuating the 
effects of problem-gambling severity and gambling motives. Conclusion: Coping-motivated 
gambling may facilitate a ruminative cycle that increases NSSI risk, while financial motives 
may drive gambling frequency. Clinical research should investigate interventions that target 
self-critical rumination and financial stress as potential strategies for reducing the risk of 
NSSI among people experiencing gambling-related harm.

Keywords: non-suicidal self-injury, gambling motives, problem gambling, self-critical rumination, 
two-part hurdle model
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3C–1

Development and content validation of standard guidelines for healthy 
screen use for working professionals in India

ASHWINI TADPATRIKAR1, MANOJ KUMAR SHARMA2, SENTHIL AMUDHAN2, 
GEETHA DESAI2

1Vidyashilp University, India
2National Institute of Mental Health and Neurosciences (NIMHANS), India
E-mail: ashwini.tadpatrikar@vidyashilp.edu.in

Prolonged screen use has become an inseparable part of modern work, with growing evidence 
linking excessive exposure to digital screens with digital fatigue or digital burnout. Our study 
found that the average daily screen time use of working professionals was 9.5 hours. While 
recommendations for screen use exist, there is a clear lack of structured standard guidelines 
specifically designed for working adults in the Indian context. This study aimed to develop 
and validate healthy screen use standard guidelines for working adults. Method: A mixed-
methods design was employed using snowball sampling. Quantitative data were collected 
from working adults (N = 381) to estimate screen time prevalence and examine associations 
with physical, psychological, and behavioural health indicators using standardized measures. 
A qualitative needs assessment was subsequently conducted through stakeholder interviews 
(n = 10) and expert focus group discussions (n = 15). Findings were triangulated and syn-
thesized using the Screen–Life Integration Model (SLIM) framework to guide systematic 
development of the healthy screen use guidelines. Content validity was established through 
structured expert panel review. Results: Empirical findings demonstrated high occupational 
screen exposure and consistent links between prolonged screen use and adverse visual, mus-
culoskeletal, sleep, and mental health outcomes. Stakeholder consultations emphasized the 
need for practical, workplace-appropriate and culturally adaptable strategies. These insights 
shaped a structured guideline framework comprising: (1) understanding screen time impact, 
(2) assessment of screen use, (3) strategies for healthy screen engagement, (4) self-regulation 
for time management, (5) mindfulness-based screen-free activity modules, and (6) a struc-
tured 7-day screen time challenge. Expert content validation demonstrated high relevance, 
clarity, and usability across domains. Conclusions: The healthy Screen use standard guide-
lines offer an evidence-informed, adult-focused framework to promote safe and balanced 
digital engagement. Grounded in the SLIM model, these guidelines offer practical strategies 
to mitigate screen-related health risks and enhance well-being for working adults.

Keywords: screen time, guideline development, digital well-being, working professional, India
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Implementation of phone ban policies in school:  
A secondary analysis of a natural experiment in South Australia
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Background: School-based mobile phone bans have become increasingly popular. While re-
search has examined the effect of phone bans on student outcomes (Baggio et al., 2025; King 
et al., 2024), the influence of different implementation approaches on effectiveness is not well 
understood. Methods: We conducted a secondary analysis of a natural experiment examin-
ing the implementation of phone bans in two South Australian secondary schools (n=590). 
Both schools implemented mandatory phone bans but used different approaches: one school 
stored devices in students' personal lockers, and the other school had students hand their de-
vices to staff at the student services desk. We examined the associations between the type of 
implementation and phone-related outcomes (adherence, problematic phone use and social 
media posting), as well as psychological outcomes (psychological distress and positive and 
negative affect). We used unadjusted and adjusted models with inverse probability treatment 
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weighting to balance the groups based on pre-identified confounders. Results: Implementa-
tion type was significantly associated with phone-related outcomes (p≤.015). Compared to 
those handing devices to staff, students storing phones in individual lockers showed higher 
adherence (marginal proportions: 91.0% vs. 69.2%), lower problematic phone use (marginal 
means: 2.27 vs. 2.57), and less frequent social media posting (marginal modes: "one a month 
or less" vs. "several times a day"), with medium effect sizes. Implementation type showed no 
significant associations with psychological outcomes in the adjusted models. Conclusions: 
An autonomy-supportive implementation approach was associated with better phone-related 
outcomes than a controlling approach that required device surrender. This finding is consis-
tent with adolescent autonomy-seeking behavior (Bar et al., 2025). However, implementa-
tion type was not independently associated with short-term psychological outcomes. Schools 
may enhance the effectiveness of their policies by adopting approaches that preserve student 
autonomy while maintaining meaningful device restrictions.

Keywords: implementation; natural experiment; school phone ban
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In 2024 the Australian government announced a world-first policy to regulate adolescents’ 
access to social media accounts. This policy, which came into effect in December 2025, re-
quires social media companies to verify that account holders are at least 16 years old. Similar 
policies are being considered by other governments around the world to protect adolescents 
from the problems associated with social media use. This study sought to understand adoles-
cents’ adherence to the policy and the policy’s impact on wellbeing, learning, and experienc-
es of bullying. Students were recruited from South Australian high schools for two surveys: 
before (i.e., term 4, 2025) and after (i.e., term 1, 2026) the social media minimum age policy 
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came into effect in Australia. This survey-based study investigates changes in mental health, 
social, and academic outcomes. Pre-ban social media use and ban adherence status are exam-
ined as moderators to compare adolescents who have and have not had their social media use 
affected by the minimum age policy. This presentation will discuss the measurable outcomes 
of the social media policy. This includes potential changes in bullying and cyberbullying, 
psychological distress, problem use of social media, and academic self-efficacy. Challenges 
related to underage social media use are a growing focus of research and policy interest. This 
study provides some of the first data on the potential effects of social media minimum age 
policies in terms of implementation and psychosocial consequences.

Keywords: adolescents, social media ban, adherence, bullying, problem use of social media
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intervention for adolescent internet gaming disorder using a single-case 
experimental design
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MEHMET DINÇ1
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Background: Interventions for Internet Gaming Disorder (IGD) often prioritize reducing 
gaming time, yet may underaddress cognitive, affective, and family-system processes in-
volved in symptom maintenance. In our preceding meta-analysis and MASEM, externalizing 
problems were associated with IGD partly through pathways of academic impairment and 
emotional distress, motivating a mechanism-informed treatment focus beyond behavioral re-
striction alone. Method: A Single-Case Experimental Design (SCED) with multiple baseline 
across participants was implemented with 8 adolescents meeting clinical-level IGD criteria 
and their parents. Baseline phases were staggered across participants to strengthen causal 
inference. The multimodal protocol comprised 8 individual sessions integrating CBT, ACT, 
and narrative techniques, plus 4 parallel caregiver/family modules targeting impulse control, 
emotion regulation (e.g., urge surfing), and supportive parental monitoring/communication. 
Gaming time was monitored weekly. IGD symptom severity (IGDS9-SF) was assessed at 
Sessions 1, 4, and 8, and secondary outcomes were assessed at pre-test (Session 1) and post-
test (Session 8) using standardized measures of depression (CDI), anxiety (STAI-I/II), and 
loneliness (UCLA Loneliness Scale). Data were evaluated using visual analysis and Tau-U 
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effect sizes; maintenance will be evaluated at 3- and 6-month follow-ups. Results: Post-
intervention analyses indicated reductions in IGD symptom severity across all participants 
(Tau-U = −0.30 to −0.69, p < .05; negative values indicate improvement). Session 4 assess-
ments suggested that meaningful change may begin before treatment completion. Secondary 
outcomes showed concurrent pre–post reductions in depressive symptoms, anxiety, and lone-
liness, consistent with transdiagnostic change alongside IGD improvement. Conclusions: 
Findings are consistent with IGD being embedded in psychosocial burden (particularly 
emotional strain and impairments in family/academic functioning). A mechanism-focused, 
family-inclusive multimodal protocol may improve outcomes beyond time-restriction ap-
proaches. The pattern of findings also suggests that longer-duration protocols or booster ses-
sions may be useful to support maintenance, warranting replication in larger controlled trials.

Keywords: internet gaming disorder; single-case experimental design; family-based intervention
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Modernising gambling legislation in a global licensing hub
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New Jersey, USA

4�Flinders University Institute for Mental Health and Wellbeing, College of Education, Psychology and 
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Background: New legislation offers a window to understand what a society identifies as 
a problem, how this problem is framed and solved. In the global gambling licensing hub 
of Gibraltar, the Gambling Bill 2025 was written to replace the 20-year-old Gambling Act 
2005. The gambling sector accounts for 28% of Gibraltar’s GDP, and its licensees serve ap-
proximately half the global market. Because of the importance of the sector to Gibraltar’s 
economy, and the substantial role locally licensed operators play in the global market, this 
new legislation represents an important contribution to the global discourse, and a priority 
for analysis. Methods: This study combines a comparative analysis of the new Gambling Bill 
2025 and the old Gambling Act 2005, with an interpretive analysis of the new Act which has 
much greater regulatory reach than the previous one. The Sociology of Knowledge Approach 
to Discourse (SKAD) (Keller, 2018) provided the theoretical foundation and analytical tool-
box. Three tools were used for analysis, namely the classification schemes used to define 
terms, the interpretive frameworks or assumptions and values that guided the regulatory ob-
jectives and requirements, and the narrative which crafts a story of modernizing outdated 
legislation. Results: Analysis of the first interpretive framework, the regulatory objectives 
(to protect Gibraltar’s reputation, consumers, and the public interest), uncovered contradic-
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tory defintions and clauses that simultaneously speak to increasingly rigorous international 
regulatory standards and Gibraltar’s need to protect its gambling market. This latter need is 
strongly evidenced in the second interpretive framework of attracting industry, as reflected 
in specific requirements to consult, notify, and consider the licence holders as part of any 
substantive regulatory function. The narrative maps out substantial regulatory changes to 
broaden the licensing net, equip the regulator with expanded enforcement powers, and vest 
substantial power in the Minister to make any changes needed to protect the public interest. 
Conclusion: In a global licensing hub, the public interest is tied, not to reducing population 
harm from gambling, but to cultivating a thriving gambling sector. This leads to regulatory 
dualism whereby gambling legislation must address increasingly rigorous international stan-
dards while simultaneously offered regulatory escape to the industry.

Keywords: gambling, regulation
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3D–1

Collectible Card Games (CCG) and booster packs:  
Another form of gamblification?

JAMES SANDERS1, DAN KING2, MATTHEW STEVENS2
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E-mail: james.sanders@uleth.ca

Collectible Card Games (CCG), such as Pokémon Trading Card Game and Magic: The Gath-
ering, generate billions in revenue by selling booster packs. These products share several 
characteristics with video game loot boxes. Both are game-related purchases made with real 
money involving randomization, where the purchaser has the potential to win products of 
greater value than what they paid. However, the value of booster packs or loot boxes in most 
cases is far lower than the cost. Like pay-to-win loot boxes, booster packs are essential for 
competitive play. Research has established that loot boxes are psychologically like gambling, 
and we contend that booster packs also fit these criteria. This presentation will report initial 
findings from a large Canadian online panel (n=10,000) on gambling, gaming, and CCG play. 
Using a case-control design we will assess 1) the prevalence and descriptive characteristics 
of CCG players in Canada and their booster pack engagement; 2) the associations between 
CCG, booster packs, gambling, and problem gambling; and 3) the association between CCG 
and booster packs, and video games and loot boxes. CCG booster packs may be another form 
of ‘gamblification’ in gaming. Further research is needed to better understand CCG players, 
their behaviour and motivations behind buying booster packs, and their relevance in a gam-
bling context.

Keywords: Collectible Card Games, booster packs, loot boxes, gaming harm, gamblification
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Moving the gambling disorder assessment landscape forward
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Birkbeck, University of London, United Kingdom
E-mail: contactme@halleypontes.com

Gambling disorder is an officially recognized mental health condition and a prominent public 
health issue worldwide, yet its assessment has not fully kept pace with contemporary concep-
tual and diagnostic developments. Although accumulating clinical and epidemiological evi-
dence has supported the reconceptualization of gambling disorder from an impulse control 
disorder to an addictive disorder, many commonly used screening and diagnostic instruments 
were developed under earlier conceptualizations and relied on arguably outdated criteria and 
assessment approaches, with current research still heavily relying on such inadequate assess-
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ment tools. This misalignment risks obscuring its true clinical presentation and hindering the 
potential comparability of future cross-cultural research. Although the World Health Orga-
nization incorporates this evolving understanding by introducing updated diagnostic criteria 
for gambling disorder in the 11th revision of the International Statistical Classification of 
Diseases and Related Health Problems (ICD-11), no standardized psychometric test currently 
exists that explicitly reflects these latest ICD-11 developments. Based on this, this talk will 
present the findings of a large-scale study conducted to develop and evaluate the psychomet-
ric properties of the Gambling Disorder Test (GDT), a brief four-item measure designed to 
operationalize the ICD-11 diagnostic criteria for gambling disorder. The present study has 
recruited a nationally representative sample of British adults was recruited (N = 1,028; Mage 
= 46.54 years, SDage = 15.71). The results obtained provided support for a unidimensional 
factor structure for the GDT, alongside initial evidence for its factorial validity, population 
cross-validity, criterion validity, concurrent validity, and reliability. Gender-based measure-
ment invariance analyses demonstrated full scalar invariance while latent mean comparisons 
showed that males had significantly higher GD latent means than females. The self-reported 
prevalence of GD within the sample recruited was 0.49%. Overall, the study concludes that 
the GDT emerges as a promising brief assessment tool for gambling disorder grounded in the 
most recent conceptualization and ICD-11 diagnostic criteria proposed by the World Health 
Organization, suitable for use in both clinical practice and research.

Keywords: gambling, gambling disorder, World Health Organization, ICD-11, GDT

3D–3

Online gambling among young Canadian adults
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Background/Research Objectives: Digital technologies have transformed gambling globally, 
enabling continuous access through smartphones and other online platforms. In Canada, until 
2022, legal gambling was only available via provincial Crown corporations (i.e., govern-
ment-owned gambling monopolies). The decision by one Canadian province (Ontario) to 
permit large, private, transnational gambling companies to offer online gambling has resulted 
in aggressive competition for market share and unprecedented rapid increases in gambling 
availability and advertising. Despite these changes, national surveillance of gambling-related 
harm has been limited. This study, conducted by Greo Evidence Insights, Mental Health Re-
search Canada (MHRC), and the Canadian Centre on Substance Use and Addiction (CCSA), 
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examined patterns and harms associated with online gambling in Canada, with a focus on 
young adults. Methods: In 2024, an online survey of 8,211 Canadian adults aged 18 years 
and older was conducted by the investigators. The survey included validated measures of 
gambling participation, problem gambling (the Problem Gambling Severity Index), and 
gambling-related harms (10-item Gambling Harms Scale).Results and Analysis: Individu-
als who gambled online were substantially more likely than those who reported lottery-only 
gambling to exceed lower-risk gambling thresholds (93.8% vs. 9.4%), meet criteria for prob-
lem gambling (40.8% vs. 0.9%), and report high levels of gambling-related harm (19.0% 
vs. 0.9%). Approximately one-third of young adults aged 18–29 reported online gambling; 
among this group, 69.4% met criteria for problem gambling and 23.5% reported high harm 
(i.e., reporting 6 or more harms on the 10-item Gambling Harms Scale). Elevated risks as-
sociated with online gambling were observed consistently across gender, age, and regional 
subgroups.Conclusions: Online gambling is associated with markedly higher levels of risk 
and harm compared with more traditional forms of gambling, with young adults experienc-
ing disproportionate impacts. These findings align with emerging international evidence that 
digital gambling environments may amplify harm through features such as continuous avail-
ability, rapid play, and intensive marketing.Implications: As online gambling continues to 
expand across jurisdictions, population-level data on gambling harms are essential to inform 
evidence-based regulation, harm-prevention efforts, and the protection of young adults from 
long-term adverse outcomes. Within this context, the presentation will review trends in gam-
bling availability and advertising in Canada and examine how these developments align with, 
or differ from, approaches observed in other jurisdictions, situating the Canadian evidence 
within a broader international context.

Keywords: online gambling, young adults, gambling harm
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Latent class analysis of gambling-type preference patterns and 
gambling risk severity: Parallel analyses of two national population 
surveys in Japan

CHIE NITTA1,2, YOSHIKI KOGA1, YUKO URAYAMA1, ERI SHIBAYAMA1,  
TAI TAUJIMOTO1, MOEMI SHIBASAKI1, SACHIO MATSUSHITA1

1National Hospital Organization, Kurihama Medical and Addiction Center, Yokosuka, Japan
2Institute of Medicine, University of Tsukuba, Japan
E-mail: sevenseas00lp1049@yahoo.co.jp

Background and aims: Gambling-related problems are known to be associated with specific 
gambling types, such as electronic gaming machines, sports betting, and online gambling. 
However, most gamblers engage in multiple gambling types rather than a single activity. In 
Japan, little is known about how patterns of gambling-type preferences are associated with 
gambling risk at the population level. This study aimed to identify gambling participation 
classes and examine their associations with gambling risk severity using national survey data. 
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Methods: We analyzed two randomly sampled national cross-sectional surveys conducted in 
Japan in 2020 (n = 2,643) and 2023 (n = 3,045). Using the same analytical framework in both 
datasets, latent class analysis (LCA) was conducted based on past-year participation (yes/
no) in multiple gambling types. Model selection was guided by the Bayesian Information 
Criterion and interpretability. Associations between latent classes and Problem Gambling 
Severity Index (PGSI) categories were examined using a three-step approach accounting for 
classification uncertainty. Results: LCA indicated that a five-class solution provided the best 
fit in both 2020 and 2023. The identified classes and their estimated membership propor-
tions (2020→2023) were: a lottery-dominant class (50.5%→49.3%), a pachinko/pachi-slot 
class (23.3%→26.3%), a government-sponsored gambling class including horse and boat 
racing (12.6%→11.5%), a sports lottery–lottery mixed class (9.0%→7.3%), and a multi-
type high-involvement class (4.6%→5.6%). Based on posterior mean probabilities from the 
three-step analysis, problem gambling was most prevalent in the pachinko/pachi-slot class, 
followed by the multi-type high-involvement class. Moderate-risk gambling was also high-
est in the pachinko/pachi-slot class in both years; secondary elevations were observed in the 
government-sponsored and multi-type classes in 2020, and in the lottery-dominant and pub-
lic gambling classes in 2023.Conclusion: Gambling participation class structure was stable 
across 2020 and 2023, with problem and moderate-risk gambling consistently concentrated 
in pachinko/pachi-slot and multi-type classes, highlighting persistent risk among multi-in-
volvement gamblers in Japan.

Keywords: gambling disorder, gambling-type preferences, gambling problem, Latent class analysis
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Background: Convergence between gaming and gambling has traditionally been examined 
through diagnostic comorbidity and prevalence-based approaches. However, these frame-
works provide limited insight into how specific symptoms interact across behavioral do-
mains. This study applied network analysis to evaluate the structural convergence between 
gaming and gambling in a nationally representative Brazilian sample. Methods: Data were 
obtained from the third edition of the Brazilian National Survey on Alcohol and Drugs, a 
household-based survey of individuals aged 14 years and older. Gaming-related symptoms 



Session 3D	 Symposia and parallel sessions 

103	 ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye 

were measured using the Internet Gaming Disorder Test (IGDT-10), and gambling-related 
symptoms using the Problem Gambling Severity Index (PGSI). All analyses accounted for 
sampling weights. Prevalence estimates and odds ratios were computed to contextualize 
structural findings. Results: The estimated network displayed a highly interconnected struc-
ture with numerous non-zero edges linking gaming and gambling symptoms, indicating sub-
stantial cross-domain dependence. Expected influence analyses identified a subset of gaming 
and gambling symptoms exerting disproportionate impact on the network, consistent with 
transdiagnostic processes such as impaired control, persistence despite harm, and escalation 
of involvement. Quantitative analyses showed that individuals meeting criteria for problem 
gaming had markedly higher odds of at-risk or problem gambling compared to non-problem 
gamers (OR ≈ 6.8), aligning with the symptom-level convergence observed in the network. 
Conclusions: A network-based approach revealed that convergence between gaming and 
gambling in Brazil is structured at the symptom level rather than solely at the diagnostic 
level. Bridge symptoms and highly influential nodes support models of shared vulnerability 
and transdiagnostic risk. Methodologically, these findings demonstrate the utility of network 
analysis for investigating behavioral addiction convergence and identifying strategic targets 
for integrated intervention and prevention strategies.

Keywords: gaming disorder, gambling disorder, network analysis, convergence
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Similar, yet not the same: EEG studies on prediction error signaling  
in gaming, binge eating, and compulsive sexual behaviour disorders
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DOROTA STELMASZYŃSKA1, BARTOSZ NAWOTCZYŃSKI1, YONGHUI LI3,4

1Institute of Psychology, Polish Academy of Sciences, Poland
2Institute for Neural Computations, University of California San Diego, USA
3�State Key Laboratory of Cognitive Science and Mental Health, Institute of Psychology,  
Chinese Academy of Sciences, Beijing, China

4Department of Psychology, University of Chinese Academy of Sciences, Beijing, China 
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Background and aims: The neural mechanisms of behavioral addictions are often assumed to 
be similar, yet few studies have examined different addictions using harmonized methodol-
ogy. This multi-site project addressed this gap by comparing prediction-error (PE) signaling 
across compulsive sexual behavior disorder (CSBD), internet gaming disorder (IGD), food 
addiction (FA), and alcohol use disorder (AUD), using identical EEG procedures and both 
disorder-specific and non-specific rewards. Methods: Using Electroencephalography (EEG) 
and Incentive Delay Task with non-specific addiction (money) and specific (e.g. erotic, 
games, food, alcohol) stimuli, we have assessed neural activity during reward expectation 
and reward processing across 3 different behavioral addictions: compulsive sexual behavior 
disorder (CSBD), internet gaming disorder (IGD), food addiction (FA), and alcohol use dis-
order (AUD). The experimental task provided participants with cues encoding information 
about the upcoming reward (monetary vs. addiction-specific) and its probability (low vs. 
high), which allowed us to measure PE – neural activity signaling the discrepancy between 
one’s expectations and the outcome of their behavior. Efficient PE signaling is important in 
behavior adjustment and learning, and its impairment can contribute to addictions. Results: 
All addiction groups showed alterations in PE signaling (measured with feedback-related 
negativity potential in EEG) relative to age-matched healthy controls (HCs), but the direction 
and reward specificity of these alterations differed. Individuals with CSBD show attenuated 
PE signaling for erotic rewards compared to monetary rewards, as well as compared to HCs. 
This pattern is inverted when it comes to non-erotic (monetary) outcomes and rewards. Here, 
CSBD individuals showed elevated PE signaling compared with HCs. Similarly, individuals 
with FA show attenuation of PE signaling for food rewards compared to monetary rewards 
and to HC, both in hunger and satiety states. Interestingly, the IGD group, unlike CSBD and 
FA, demonstrated increased PE signaling for gaming rewards while neglecting monetary 
feedback. Compared with HC, IGD did not differ. In addition, in CSBD and FA groups, 
PE signaling was significantly associated with clinical severity and individual features  
(e.g., impulsivity, anhedonia), whereas in IGD it was not. Discussion and Conclusions: Our 
finding demonstrates involvement of PE signaling in behavioral addictions and its distortion 
in CSBD, FA, and IGD. However, it also shows similarities between CSBD and FA (perhaps 
due to the primary nature of stimuli such as sex and food) and differences between them 
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and IGD, which warrant further investigation. The methodology shows the importance of 
systematic investigation of similarities and differences across different behavioral addictions 
as well as the advantages of studying them with addiction-specific and non-specific contexts, 
as the majority of findings are not due to the between-group differences (addiction vs HC), 
but within-group: addiction-specific rewards vs non-specific (money). And these differences 
seem to be the most sensitive biomarkers of behavioral addictions.

Keywords: reward processing, EEG, gaming disorder, compulsive sexual behavior disorder, food ad-
diction
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Investigating neuronal mechanisms of reward processing in Compulsive 
sexual behavior disorder with an event-related potentials study
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Previous research suggests that individuals with Compulsive sexual behavior disorder 
(CSBD) exhibit increased activation of the ventral striatum in response to erotic cues but 
not to monetary cues. Studies on altered reward processing in addictive behaviors present 
their findings in the context of two theories: Incentive Sensitization Theory (IST), which 
highlights stronger neuronal responses to addiction-specific stimuli, and Reward Deficiency 
Syndrome (RDS), which suggests attenuated brain reactivity to both cues and rewards. Our 
study aimed to verify both theories and their plausible co-occurrence. Reward processing 
consists of two neuronal processes: reward anticipation, reflecting the motivational and at-
tentional aspects of cue reactivity, and reward evaluation, which resembles the cognitive and 
affective responses to the outcome. We examined the anticipatory phase using the cue-P300, 
a neural response observed 300-500 ms after the cue in parietal areas. The evaluation stage 
was investigated using Feedback-related Negativity (FRN) around 200-350 ms post-feed-
back over the frontocentral area, as the initial outcome processing, and fb-P300, associated 
with later attentional and salience-related processes. Thirty-one individuals with CSBD and 
31 healthy controls (HCs) participated in an EEG study incorporating a modified Incentive 
Delay Task (IDT) with addiction-specific (erotic) and non-specific (monetary) rewards. ERP 
results showed that in the cue-P300, there were no group differences in erotic cue-reactivity, 
suggesting that the anticipatory salience attribution remains congruent in CSBD and HC 
groups. The significant group by reward category interaction in the fb-P300 indicates that 
CSBD is associated with selective modulation of evaluative reward processing for erotic 
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outcomes. Contrary to predictions derived from IST, individuals with CSBD did not exhibit 
increased neural responses to erotic rewards. Instead, both FRN and fb-P300 showed an at-
tenuated pattern of erotic to monetary outcomes, which implies reduced sensitivity to erotic 
rewards. These findings suggest desensitization mechanisms, linked to repeated exposure to 
sexual stimuli, diminishing their evaluative significance.

Keywords: addictive behavior, compulsive sexual behavior disorder, EEG, event-related potentials, 
reward processing
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Introduction: Behavioural addictions (BAs), such as Internet Gaming Disorder and prob-
lematic social media use, are increasingly recognised in adolescence and are associated with 
dysregulation of reward and inhibitory control networks. Individuals with BAs often show 
heightened sensitivity to addiction-related cues alongside reduced responsiveness to natu-
ral rewards. Non-invasive neuromodulation techniques like repetitive transcranial magnetic 
stimulation (rTMS) may modulate cue-induced neural reactivity and craving, offering po-
tential adjunctive therapeutic strategies. Methods: In this randomised, sham-controlled trial, 
adolescents aged 12–17 with BAs receive a single session of rTMS targeting the left dorso-
lateral prefrontal cortex. Cue reactivity is assessed via a TMS-EEG paradigm presenting ad-
diction-related and neutral stimuli before and after stimulation. Reward Positivity (RewP) is 
elicited to capture potential changes in reward processing. Clinical interviews and self-report 
questionnaires assessing craving and symptom severity complement the neurophysiological 
measurements. Results: Preliminary results will illustrate acute effects of rTMS on reward-
related neurophysiology in adolescents with BAs. Changes in Cue reactivity and RewP will 
be analysed in relation to clinical symptom severity and self-reported craving. Discussion: 
This study contributes to the understanding of rTMS as a non-invasive intervention for BA. 
It provides novel insights into neurobiological mechanisms underlying BAs with focus on 
reward system. Findings may serve as a basis for larger-scale clinical studies and the devel-
opment of neurophysiology-informed intervention strategies.

Keywords: rTMS, cue reactivity, reward positivity, TMS-EEG, neurobiology
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Background: Recent biomarker studies in Compulsive Sexual Behavior Disorder (CSBD) 
suggest dysregulation across stress-related epigenetic pathways, including altered methyla-
tion in HPA-axis genes and DST non-suppression. Neuroendocrine findings point to ele-
vated LH and testosterone–sexual compulsivity associations, while immune studies report 
increased TNF-α and reduced IL-6. Neuropeptide research shows higher baseline oxytocin in 
CSBD, whereas problematic pornography use presents a distinct profile marked by elevated 
AVP and lower oxytocin/AVP ratios. We conducted the first epigenetic study outside Europe 
and North America comparing methylation patterns of 32 individuals with CSBD and 14 
healthy controls. Method: All participants were screened for CSBD (ICD-11), hypersexual 
disorder criteria under semi-structured psychiatric diagnosis interview. Those who reached 
criteria for CSBD or HD were considered individuals with CSBD. Those who did not reach 
those criteria were considered healthy controls. Genome-wide DNA methylation profiles 
were assessed using the Illumina HumanMethylationEPIC BeadChip®. Genomic DNA was 
quantified, bisulfite-converted, amplified, fragmented, and hybridized to the array follow-
ing a validated protocol. Methylation signals were detected using the Illumina iScan® sys-
tem, enabling high-resolution analysis of cytosine methylation across the genome. Results: 
Genome-wide DNA methylation analysis revealed a clear separation between groups, with 
over 14,000 differentially methylated positions, predominantly showing hypermethylation 
in individuals with hypersexuality/compulsive sexual behavior. Differential methylation was 
enriched in genes and pathways related to DNA damage response, cell cycle regulation, ve-
sicular transport, and neural maintenance. Principal coordinates analysis indicated that meth-
ylation patterns significantly contributed to group differentiation, supporting a robust epigen-
etic signature associated with hypersexual behavior. Conclusions: These findings identify 
a distinct epigenetic signature associated with hypersexuality, characterized by widespread 
DNA hypermethylation in pathways related to cellular regulation and neural stability. The 
results support a bidirectional relationship between epigenetic regulation and hypersexual 
behavior, highlighting DNA methylation as a potential mechanism underlying vulnerability 
and adaptation in compulsive sexual behavior.

Keywords: DNA methylation, hypersexuality, epigenetics
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3E–5

rTMS effects on TEPs in behavioural addictions

ALEXANDER KRIEG, JOHANNA LOY, STEPHAN BENDER

University Hospital Cologne, Germany
E-mail: alexander.krieg@uk-koeln.de

Introduction: Adolescents with behavioural addictions (BAs), such as Internet Gaming Dis-
order or problematic social media use, frequently exhibit alterations in cortical excitability 
and inhibitory control, which may contribute to impaired self-regulation and heightened vul-
nerability to addictive behaviours. TMS-evoked potentials (TEPs), including N45, P60, and 
N100, provide a temporally precise measure of cortical reactivity and inhibitory processes. 
Repetitive transcranial magnetic stimulation (rTMS) offers a non-invasive method to modu-
late these processes, but its effects in adolescents with BAs remain underexplored. Meth-
ods: In this randomised, sham-controlled trial, adolescents (12–17 years) with BAs receive a 
single session of rTMS targeting the left dorsolateral prefrontal cortex. TMS-EEG recordings 
assess TEP components (N45, P60, N100) before and after stimulation. Clinical assessments 
of craving, symptom severity, and behavioural control are obtained via structured interviews 
and questionnaires. Results: Analyses of TEP components are expected to clarify how rTMS 
acutely modulates cortical excitability and inhibitory processes in adolescents with BAs. 
Findings may reveal patterns of neurophysiological change related to symptom severity or 
behavioural control and help identify electrophysiological biomarkers for future interven-
tions. Discussion: This study aims to characterise acute neurophysiological responses to 
rTMS, providing mechanistic insights into cortical dysfunction in BAs. The results are an-
ticipated to inform biomarker-guided, targeted neuromodulation strategies to improve inhibi-
tory control and reduce addictive behaviours, forming a foundation for future clinical trials.

Keywords: rTMS, behavioral addiction, TMS-EEG, TEP, craving
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New hints for gender-sensitive care, dedicated prevention programs 
and gender-responsive policy: Thinking of health equity from a 
transcultural female perspective
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14School of Psychology, Faculty of Health, Deakin University CEDAAR), Australia
15Chair, Women & Addiction, International Society of Addiction Medicine (ISAM), Canada
E-mail: fulvia.prever@gmail.com

It seems to be evidence based by now that a gendered approach to research, prevention and 
treatment is highly relevant in female health issues; nevertheless, this is often neglected in 
mental health, preventing us from gaining a better understanding and being more responsive 
to female-specific aspects of behavioural addictions. Worldwide, studies and literature on 
Women and Behavioural Addictions are still scarce, even if improving , and the existing 
data are often not specific to women but inferred from mostly male samples, also because 
of paucity of women reached by the treatment clinics; nevertheless, more and more women 
are affected by pathological gambling and other non-substance related addictions, due to 
stronger and pervasive marketing offer and exponential improvement in technologies (IA), 
especially after covid pandemic. In any culture, women have a central role both in families 
and society, and their underestimated behavioral addictive behaviours, often related with 
past violence, may have a deep impact on their personal and family life as much as on so-
ciety. One key issue linked with female invisibility in health, beyond violence and shame, 
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is the great difficulty in finding appropriate treatment services who very rarely offer female-
specific approaches and revisited diagnostic criteria. This brings to the great importance of 
new dedicated prevention programs. It is essential to have a gender-responsive policy and a 
dedicated transcultural women’s network to think of health equity from a transcultural female 
perspective. Our aim is to gather data and ideas from all over the world to enrich our shared 
understanding of these issues from a female point of view, working together for a gender-
responsive, evidence-based recovery systems in also for behavioural addictions, integrated in 
addiction services; we need to compare, discuss and improve research and treatment for the 
women on whose behalf we are working.

Keywords: women, behavioral addictions, violence, stigma, prevention, gender-sensitive policy, health 
equity
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Pathological buying/shopping: Empirical support for its classification 
as a mental disorder

ASTRID MÜLLER¹, MATTHIAS BRAND², TOBIAS A. THOMAS¹,  
ANNICA KESSLING², ANNA M. SCHMID³, SUSANA JIMÉNEZ-MURCIA⁴,  
ELISA WEGMANN², SILKE M. MÜLLER², SABINE STEINS-LOEBER³

¹�Department of Psychosomatic Medicine and Psychotherapy, Hannover Medical School, Hannover, 
Germany

²�General Psychology: Cognition, Faculty of Computer Science, University of Duisburg-Essen, 
Germany

³Department of Clinical Psychology and Psychotherapy, University of Bamberg, Bamberg, Germany
⁴Clinical Psychology Department, University Hospital of Bellvitge, Barcelona, Spain

Background: This study investigated whether pathological buying/shopping (pBSh) differs 
from risky (rBSh) and non-problematic buying/shopping. Method: A post-hoc analysis of 
data from the Addiction Research Unit FOR2974 compared three groups identified through 
diagnostic interviews: pBSh (n = 62), rBSh (n = 62), and controls (n = 117). Questionnaires 
assessed ICD-11 criteria for addictive behaviors (including distress and functional impair-
ment), craving, gratification/compensation while shopping, self-esteem, materialism, anxi-
ety, depression, impulsivity, and self-directedness. Laboratory tasks included a cue-reactivity 
paradigm and a Go/No-Go affective shifting task with shopping cues, and standard cogni-
tive function tests. Results: The pBSh participants scored significantly higher on ICD-11 
criteria, gratification/compensation while shopping, craving, materialism, and impulsivity, 
and showed lower self-esteem and higher anxiety and depression compared to other groups. 
They also exhibited steeper delay discounting and poorer Go/No-Go performance than con-
trols. Bonferroni corrected comparisons did not indicate group differences in the Stroop, 
card sorting, or game of dice tasks. Conclusion: Pathological buying/shopping represents a 
distinct clinical syndrome characterized by affective and cognitive dysfunctions, resulting in 
significant distress and impairment. Findings support its classification as a disorder due to 
addictive behaviors.

Keywords: compulsive buying, diagnostic, pathological buying, personality factors, motives
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3G–2 

From phenomenology to clinical reality: Mapping diagnostic 
approaches for compulsive buying-shopping disorder

PATRICK TROTZKE¹, TINA BRAUN², ASTRID MÜLLER³

¹�Department of Clinical Psychology and Psychotherapy, Charlotte Fresenius University of 
Psychology, Cologne, Germany

²�Department of Psychological Methods, Charlotte Fresenius University of Psychology, Cologne, 
Germany

³�Department of Psychosomatic Medicine and Psychotherapy, Hannover Medical School, Hannover, 
Germany

Background: Compulsive Buying-Shopping Disorder (CBSD) is characterized by persis-
tent, dysfunctional buying behaviors that lead to significant distress and impairment. Despite 
an estimated prevalence of around 5%, CBSD remains underdiagnosed and poorly under-
stood in clinical practice. Current psychiatric classifications (ICD-11) reference CBSD only 
as an example within residual categories, without formal diagnostic specifications, making 
its clinical manageability highly challenging. Method: A narrative review was conducted 
to synthesize the evolution of diagnostic approaches for CBSD, including historical con-
ceptualizations and proposed criteria. Results: Sources included seminal works (McElroy 
et al., 1994), contemporary phenomenological studies, and the outcomes of an international 
Delphi process that generated nine expert-driven criteria for CBSD (Müller, Laskowski et 
al., 2021). The review reveals that current diagnostic approaches are heterogeneous, theoreti-
cally derived, and insufficiently tested in clinical populations. While the Delphi study rep-
resents a major advance toward consensus-based criteria, no structured clinical interview or 
validated diagnostic standard currently exists. Conclusions: Existing diagnostic frameworks 
for CBSD are not ready for clinical implementation. This gap limits reliable prevalence es-
timates, hinders the evaluation of treatment efficacy, and perpetuates CBSD’s invisibility in 
mental health care. Empirical validation in patient samples is urgently needed to establish 
standardized diagnostic criteria and improve assessment accuracy. Future research should 
prioritize feasibility studies and innovative analytic methods to refine diagnostic tools and 
support personalized treatment strategies.

Keywords: compulsive buying, diagnostic, pathological buying, personality factors, motives
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Hopelessness and youth buying: Alexithymia’s role

ANA ESTEVEZ GUTIERREZ, AIDA IGLESIAS FABA, MARTA HERRERO LAZARO, 
LAURA MACÍA GUERRERO

University of Deusto, Spain

Compulsive buying is characterized by persistent, excessive, and uncontrollable purchasing 
behaviors, despite the negative consequences that may arise. This phenomenon appears to be 
particularly prevalent among young people and has shown a growing trend in recent years. 
It also shares certain features with other behavioral addictions, although it is not currently 
classified as such in existing psychopathological manuals. Previous research has linked alexi-
thymia and hopelessness to various behavioral addictions. Within this context, the present 
study examines the relationship between compulsive buying, alexithymia, and hopelessness, 
aiming to determine whether these variables may increase the likelihood of developing com-
pulsive buying behavior. A cross-sectional quantitative study was conducted with a young 
population. The analysis allowed for the identification of meaningful patterns regarding how 
these variables relate to one another and provided insights that may help improve under-
standing of the development, prevention, and intervention of compulsive buying, as well as 
contribute to theoretical frameworks and population profiling.

Keywords: compulsive buying, diagnostic, pathological buying, personality factors, motives

3G–4 

Coping and enhancement motives of buying in excessive buying of fast 
fashion products: A cluster analysis of Canadian young adults

SUNGHWAN YI

University of Guelph, Canada

Background: In the domain of compulsive buying research, researchers have paid little atten-
tion to the category of things that are purchased. The purchase of fast fashion products among 
young adults in advanced countries have dramatically risen, contributing to environmental 
degradations (Niinimäki et al., 2020) as well as negative financial consequences to the buy-
ers. Affective motives of excessive buying, especially the coping and enhancement motives 
(Yi et al., 2024), are likely to be a strong trigger of fast fashion purchase among young adults. 
We conducted an exploratory online survey with university students to explore the possibility 
that a small number of meaningful clusters of fast fashion buyers that differ in coping and 
enhancement motives of buying may emerge. Method: An online survey was distributed to 
Canadian university students who purchased fast fashion products at least once in the past 2 
months (N=364). About 12% of the participants exceeded the cuf-off for Faber & O’Guinn’s 
(1992) compulsive buyer. Average amount spent on fast fashion items for 2 months was $213. 
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K-means cluster analysis was used based on the coping and enhancement buying motives  
(Yi et al., 2024). A 3-cluster solution was deemed most interpretable. One-way ANOVA with 
Games-Howell pair-wise comparisons was used to compare the three groups on self-report 
variables with (quasi-) interval measurement. Results: One cluster was characterized by high 
coping motive along with moderate enhancement motive (labeled “coping buyers”: 24.4%), 
another cluster by high enhancement motive and low coping motive (labeled “enhancement 
buyers”: 41.3%), still another cluster by low on both motives (labeled “low affective mo-
tive buyers”: 34.3%). Coping buyers were significantly greater in the frequency as well as 
purchase amount of fast fashion items than enhancement buyers, followed by low affective 
motive buyers. Also, coping buyers were significantly higher in PBS (Mueller et al., 2015) 
and significantly lower in self-esteem than the other two groups. Furthermore, coping buyers 
were significantly higher than enhancement buyers in social media overuse and perceived 
parasocial relationship with social media influencers. Lastly, coping buyers reported signifi-
cantly higher ambivalence (i.e., feeling glad yet bothered) about their fast fashion purchase 
than the other two groups. Conclusion: Current findings indicate that the motive of escaping 
negative feelings via buying is more significantly associated with social media overuse and 
excessive purchase of fast fashion items than the motive of seeking or extending positive 
feelings. Further research is necessary to explore whether overuse of fashion-focused social 
media may mediate the link from coping motive of buying to excessive buying.

Keywords: compulsive buying, diagnostic, pathological buying, personality factors, motives
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Risk of Parkinson’s disease in ADHD in adults:  
New advances in the diagnostic approach

GIOVANNI ALBANI¹, GIACOMO GRASSI², GLORIA POMPEA MINGOLLA³, 
CAROLINA GABUTTI⁴, SILVIA LORENZINI⁴, MARIA GIARDINI¹,  
STEFANO CORNA¹, ERMELINDA ZEPPETELLI⁴, CHIARA CECCHELLI²

¹Fondazione Maugeri Veruno
²Brain Center Firenze
³University of Verona
⁴MYWAY Association

Introduction: The association between Attention-Deficit/Hyperactivity Disorder (ADHD) 
and Parkinson’s disease (PD) is still poorly defined, and limited data describe ADHD clini-
cal expression in individuals already diagnosed with PD. Considering the overlap between 
neuropsychiatric symptoms, executive dysfunction, and non-motor prodromal markers, a 
structured diagnostic pathway may improve early recognition and personalized manage-
ment. Methods: Based on a critical literature review and clinical case series, we propose a 
decision-making algorithm for ADHD diagnosis and treatment in adults with PD. ADHD 
assessment includes retrospective and current symptom evaluation using standardized tools 
(WURS, ASRS-5, DIVA-5, BAARS-4). To estimate PD risk and identify prodromal features, 
patients undergo screening for REM sleep behavior disorder using the REM Insbruck Test, 
constipation according to Rome IV criteria, and olfactory dysfunction through a validated 
smell test. Objective sleep–wake patterns are monitored using actigraphy. When PD risk is 
suspected, transcranial sonography of the substantia nigra is suggested, followed by DAT 
scan in positive cases. Motor involvement is assessed using UPDRS-III, and an L-DOPA 
test is performed when indicated. Results: Within our cohort of PD patients diagnosed with 
ADHD (DIVA-based), impulsive-compulsive behaviors were frequently observed. The in-
tegration of sleep, gastrointestinal, and olfactory markers improved clinical stratification 
and supported tailored therapeutic choices, particularly when considering stimulant or non-
stimulant pharmacological options.Conclusions: A multidimensional algorithm combining 
neuropsychological testing with prodromal PD markers (REM behavior, hyposmia, stypsis) 
and actigraphy may enhance diagnostic accuracy and optimize treatment planning. Early 
identification of ADHD in PD could improve quality of life and promote preventive neuro-
protective strategies.

Keywords: sleep, behavioral addiction, ADHD, Parkinson, gambling
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3H–2

Physical activity, sleep, and impulsivity

LEA MORLACCHI¹, SERENA MARTEGANI², GLORIA POMPEA MINGOLLA³, 
MARCO GODI⁴, MARICA GIARDINI⁴, GIOVANNI ALBANI⁴

¹University of Leuven
²Campus Le Terrazze, Verona
³University of Verona
⁴Fondazione Maugeri Veruno

Physical activity, sleep, and impulsivity are dynamically interconnected behavioral domains 
that jointly influence cognitive control, emotional regulation, and long-term health outcomes. 
This presentation examines how regular physical activity may modulate impulsive behav-
ior both directly, through neurobiological adaptations in executive network and indirectly 
by improving sleep quality and circadian stability. Physical activity emerges as a potential 
protective factor: aerobic and resistance training have been linked to enhanced executive 
functioning, reduced stress reactivity, and more stable affective states, all of which may re-
duce impulsive responding. Moreover, engaging in daytime physical activity can strengthen 
sleep–wake rhythms, shorten sleep onset latency, and increase sleep efficiency, thereby sup-
porting self-regulation capacity the following day. In our study, special attention is given to 
clinical populations such as ADHD, SA, BA and PD, where impulsivity and sleep problems 
frequently co-occur and where movement-based interventions may be particularly impactful. 
In our experimental approach we used UPPS-P Impulsive Behavior Scale, Baratt Impul-
siveness Scale (BIS-11), International Physical Activity Questionnaire) Sedentary Behaviour 
Questionnaire.and QUIPRS. For analysis of covariates we used PSQI (sleep quality) PHQ-9 
(depression) and/or GAD-7 (anxiety) ASRS v1.1 (adult ADHD screener). The presentation 
also addresses practical considerations, including dose–response relationships, timing of ex-
ercise, and individual differences in chronotype and baseline sleep disruption. Overall, inte-
grating physical activity into preventive and therapeutic strategies may represent a feasible 
and scalable approach to improving sleep and attenuating impulsivity, ultimately enhancing 
cognitive resilience and behavioral health.

Keywords: sleep, behavioral addiction, ADHD, Parkinson, gambling
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Sleep, impulsivity and Parkinson’s disease

GLORIA POMPEA MINGOLLA¹, GIOVANNI ALBANI²

¹University of Verona
²Fondazione Maugeri Veruno

Sleep disturbances are highly prevalent in Parkinson’s disease (PD) and represent a major 
non-motor contributor to reduced quality of life and functional impairment. Beyond fatigue 
and daytime sleepiness, disrupted sleep may also influence higher-order cognitive and af-
fective processes, including impulsivity. Impulsivity in PD is clinically relevant because 
it can manifest as impulsive-compulsive behaviors (ICBs) such as pathological gambling, 
compulsive shopping, hypersexuality, and binge eating, often exacerbated by dopaminergic 
therapies. Emerging evidence suggests that poor sleep quality, insomnia symptoms, REM 
sleep behavior disorder, fragmented nocturnal sleep, and excessive daytime sleepiness can 
interact with dopaminergic dysregulation and frontostriatal dysfunction, potentially increas-
ing vulnerability to impulsive decision-making and impaired inhibitory control. Mechanisti-
cally, sleep loss may reduce prefrontal cortex efficiency, alter reward sensitivity, and impair 
cognitive flexibility, thereby amplifying maladaptive responses to rewarding stimuli. We use 
an approach of protocol by a combination of mindfulness with transcranial direct current 
stimulation (tDCS) or repetitive transcranial magnetic stimulation (rTMS) on sleep disorders 
in individuals with PD. Patients with clinically significant sleep disturbance (Parkinson’s 
Disease Sleep Scale-2 [PDSS-2]) follow a protocol including from 1th and 12th session by 
rTMS, and from 3th to 10th tDCS stimulation for a total of 12 sessions over 2 weeks. Pri-
mary outcome is change in sleep quality (PDSS-2; Pittsburgh Sleep Quality Index [PSQI]) 
from baseline to post-treatment and 4-week follow-up. Secondary outcomes include daytime 
sleepiness (Epworth Sleepiness Scale), mood (HADS), cognition (MoCA), and impulsiv-
ity/ICBs (QUIP-RS). Targeting sleep disturbances through behavioral, pharmacological, and 
neuromodulation strategies may represent a promising avenue to mitigate impulsivity and 
improve outcomes in individuals with PD.

Keywords: sleep, behavioral addiction, ADHD, Parkinson, gambling
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3H–4

Sleep disorders, impulsivity, and addictive behaviors in adult ADHD

GIACOMO GRASSI, EDOARDO SCILLITANI, CHIARA CECCHELLI,  
FABIO FIERINI

Brain Center Firenze

Sleep disturbances are highly prevalent in adults with Attention-Deficit/Hyperactivity Dis-
order (ADHD) and may exacerbate core symptoms, impair cognitive functioning, and in-
crease vulnerability to impulsive and addictive behaviors. This study aimed to investigate 
the impact of poor sleep quality on impulsivity and behavioral addictions in an adult ADHD 
sample. Approximately 300 adults with ADHD were assessed and stratified according to 
sleep quality. Participants were classified as having poor sleep quality based on subjective 
measures and/or objective actigraphy parameters, and compared with individuals showing 
sleep quality within normative ranges. Outcomes included cognitive performance (atten-
tion, impulsivity, executive functions, and memory), clinical characteristics, and symptoms 
of behavioral addictions, including problematic internet use, compulsive pornography use, 
food addiction, and compulsive shopping. Preliminary findings indicate that participants with 
sleep disturbances and/or poor sleep quality exhibit a distinct cognitive and clinical pheno-
type. These preliminary results highlight sleep quality as a key contributor to heterogeneity 
in adult ADHD and support the clinical relevance of identifying sleep-related subgroups. 
Prioritizing sleep assessment and targeted interventions may represent an important strategy 
to reduce impulsive and addictive behaviors and optimize ADHD treatment outcomes.

Keywords: sleep, behavioral addiction, ADHD, Parkinson, gambling
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Addiction profiles and sleep quality: Clinical insights from gambling, 
technology, substance, and alcohol use disorders

HAKAN COŞKUNOL

Ege University, Izmir, Türkiye

This study aimed to evaluate sleep disorders among 500 individuals diagnosed with gam-
bling, technology, substance, and alcohol use disorders who were under follow-up at Yeşilay 
Counseling Centers (YEDAM). Participants completed a Sociodemographic and Clinical 
Data Form, the Addiction Profile Index – Clinical Form (API-C), and the Pittsburgh Sleep 
Quality Index (PSQI). These instruments allowed for a multidimensional assessment of par-
ticipants’ addiction histories, psychological risk factors, and sleep quality. Conducted with 
a cross-sectional design, the study compared sleep quality across parameters such as type of 
addiction, severity, and remission duration. Findings revealed that sleep disturbances varied 
according to addiction type. Individuals with gambling and technology addictions showed 
higher scores in sleep latency and daytime dysfunction, whereas those with substance and 
alcohol addictions exhibited more pronounced depression and anxiety levels, which strongly 
influenced sleep quality. Results from the API-C indicated that psychological risk factors 
differed by addiction type. Gambling disorder patients demonstrated higher impulsivity and 
sensation-seeking scores, while substance and alcohol users scored higher on depression and 
anxiety dimensions. These psychological risk factors were closely linked to PSQI scores, sug-
gesting that elevated impulsivity and anxiety were associated with longer sleep latency and 
reduced sleep efficiency. Sociodemographic data further highlighted that lower educational 
attainment and unemployment negatively affected sleep quality. Additionally, individuals 
with early onset of addiction and those exposed to gambling or substance use within family 
and peer environments were more likely to experience sleep disturbances. These findings 
emphasize the role of social context in shaping both addictive behaviors and sleep health. In 
conclusion, addiction type, psychological risk factors, and sociodemographic characteristics 
emerged as significant determinants of sleep quality. Regular evaluation of sleep disorders 
during YEDAM follow-up is crucial for treatment planning and rehabilitation. These results 
underscore the importance of integrating sleep health into addiction treatment and highlight 
the need for multidisciplinary approaches. Early identification of sleep problems may en-
hance treatment effectiveness and contribute to sustained remission.

Keywords: sleep, behavioral addiction, ADHD, Parkinson, gambling
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Problematic pornography use severity, not frequency of use,  
predicts poorer partnered sexual functioning: A two-year, multi-sample 
longitudinal study

CAMPBELL INCE¹, JEGGAN TIEGO¹,², LUCY ALBERTELLA¹,³, BEÁTA BŐTHE⁴, 
LEONARDO F. FONTENELLE⁵, MURAT YÜCEL³, SAMUEL R. CHAMBERLAIN⁶,⁷, 
KRISTIAN ROTARU⁸,¹

¹Monash University, Australia
²Monash Biomedical Imaging, Monash University, 770 Blackburn Rd, Clayton, VIC 3800, Australia
³QIMR Berghofer Medical Research Institute, Herston, QLD, Australia
⁴�Département de Psychologie, Université de Montréal, Montréal, Canada; Centre de recherche 
interdisciplinaire sur les problèmes conjugaux et les agressions sexuelles (CRIPCAS), Canada

⁵�Institute of Psychiatry, Federal University of Rio de Janeiro; D'Or Institute for Research and 
Education (IDOR)

⁶Department of Psychiatry, Faculty of Medicine, University of Southampton, UK
⁷Southern Health NHS Foundation Trust, Southampton, UK
⁸Monash Business School, Monash University

Introduction: Associations between pornography use and sexual health is a subject of in-
tense academic debate. Recent findings suggest that problematic pornography use (PPU), 
rather than the mere frequency of pornography consumption, is associated with poorer 
sexual health. However, the field is limited by a scarcity of longitudinal studies and a lack 
of methodological nuance. Specifically, clinical accounts and qualitative research link PPU 
with poorer sexual functioning with partners, but preserved function during pornography use. 
Yet, prior empirical research typically fails to distinguish sexual functioning across different 
behaviours, thereby obscuring potentially important insights regarding the scope of sexual 
functioning pertaining to PPU. To this end, the current study examined the longitudinal as-
sociations between pornography use frequency, PPU severity, and sexual functioning across 
different contexts (partnered sexual activity and pornography-assisted masturbation) over 
two years. Methods: Two independent online samples of male pornography users (Sample 1: 
Baseline N = 1,219, 2-year N = 390; Sample 2: Baseline N = 903, 2-year N = 515) completed 
assessments over two years (five waves with six month intervals). Univariate and multivari-
ate linear mixed models with random intercepts examined the within-person (fluctuations) 
and between-person (stable differences) associations of pornography use frequency and PPU 
severity with behaviour-specific sexual functioning (with real partners, ASEXpartner; during 
pornography use, ASEXporn), controlling for age and psychological distress. Results: Across 
both samples, PPU severity, but not frequency of pornography use, was associated with 
poorer sexual functioning with partners (ASEXpartner), whereas sexual functioning during 
pornography use (ASEXporn) remained generally preserved. While between-person effects 
were relatively more robust, within-person effects signalled that increased PPU severity was 
also associated with poorer sexual functioning with partners. Discussion: This study provides 
the first longitudinal evidence that PPU severity (rather than mere frequency of pornography 
use) may be differentially associated with behaviour-specific sexual functioning. Findings 
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support a functional dissociation model wherein PPU appears associated with poorer sexual 
functioning during partnered sex but not for pornography consumption. The dominance of 
between-person effects suggests PPU operates primarily as a stable individual characteristic 
across the observed period, though state-dependent fluctuations also appear relevant. These 
findings have clinical implications for assessment and treatment and highlight the importance 
of behaviour-specific measurement in sexual functioning research.

Keywords: compulsive sexual behavior disorder, problematic pornography use, sexual health, cross-
cultural research, adolescence

4A–2

Pornography use characteristics and sexual well‑being across genders 
and relationship contexts: A large-scale survey study

MÓNIKA KOÓS¹, KYEONGWOO PARK², MARIANNE DANELLA³, LÉNA NAGY⁴, 
SHANE KRAUS⁵, MARC N. POTENZA⁶,⁷,⁸, ZSOLT DEMETROVICS⁹,⁴,¹⁰,  
BEÁTA BŐTHE³,¹¹

¹�Institute of Forensic Psychiatry and Sex Research, Center for Translational Neuro-and Behavioral 
Science, University of Duisburg-Essen, Essen, Germany

²Department of Psychiatry, Yale School of Medicine, Yale University
³Département de Psychologie, Université de Montréal, Montréal, Canada
⁴Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
⁵Department of Psychology, University of Nevada, Las Vegas, Las Vegas, NV, USA
⁶�Departments of Psychiatry and Neuroscience and Child Study Center, Yale School of Medicine,  
New Haven, CT, United States

⁷Connecticut Council on Problem Gambling, Wethersfield, CT, United States
⁸Connecticut Mental Health Center, New Haven, CT, United States
⁹College of Education, Psychology and Social Work, Flinders University, Adelaide, Australia
¹⁰Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar
¹¹�Centre de recherche interdisciplinaire sur les problèmes conjugaux et les agressions sexuelles 

(CRIPCAS), Université de Montréal, Montréal, Canada

Background: Pornography use is widespread across cultures, with most individuals engaging 
without harm, yet a subset experience problematic pornography use (PPU) characterized by 
distress, loss of control, and negative consequences. Both pornography use frequency (PUF) 
and PPU have been linked to sexual wellbeing outcomes such as sexual satisfaction, func-
tioning, and distress, but findings remain mixed. Prior research has largely focused on hetero-
sexual men and women, leaving gaps regarding gender diverse populations, as well as the role 
of relational context. Method: Data will be drawn from the International Sex Survey, a large 
cross‑cultural dataset including over 80,000 participants from 42 countries. The associations 
between PUF, PPU and sexual wellbeing indicators (sexual function, sexual distress, and 
partnered sexual satisfaction among those in a relationship) will be examined using structural 
equation modeling (SEM). Multigroup SEM will test invariance across groups based on the 
interaction between gender and relationship status, while controlling for age and masturba-
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tion frequency. Expected results: We hypothesize that both PUF and PPU will predict poorer 
sexual wellbeing, with PPU showing stronger and more consistent negative associations. 
Specifically, higher PPU is expected to relate to lower sexual function and satisfaction and 
higher sexual distress. Group differences are anticipated, with men showing stronger nega-
tive links between PUF and satisfaction, and women showing stronger associations between 
PPU and distress, with most effects expected to be stronger among partnered individuals. 
Analyses involving gender diverse groups will be exploratory. Implications: This study will 
provide an overview of how pornography use characteristics may relate to sexual wellbeing 
among cross‑cultural, diverse populations. Findings will clarify whether associations gener-
alize to diverse samples (e.g., gender-diverse individuals), highlight the importance of the 
relational context, and inform inclusive sexual health research and interventions.

Keywords: compulsive sexual behavior disorder, problematic pornography use, sexual health, cross-
cultural research, adolescence

4A–3

A spectrum of unwanted sexual experiences and their potential 
associations to sexual compulsivity and well-being: An exploratory topic 
modeling study

LÉNA NAGY¹,², MÓNIKA KOÓS³, ZSOLT DEMETROVICS⁴,¹,⁵, SHANE KRAUS⁶, 
MARC N. POTENZA⁷,⁸,⁹, BEÁTA BŐTHE¹⁰,¹¹

¹Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
²Doctoral School of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
³Institute of Forensic Psychiatry and Sex Research, University of Duisburg-Essen, Essen, Germany
⁴College of Education, Psychology and Social Work, Flinders University, Adelaide, Australia
⁵Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar
⁶Department of Psychology, University of Nevada, Las Vegas, Las Vegas, NV, USA
⁷�Departments of Psychiatry and Neuroscience and Child Study Center, Yale School of Medicine,  
New Haven, CT, United States

⁸Connecticut Council on Problem Gambling, Wethersfield, CT, United States
⁹Connecticut Mental Health Center, New Haven, CT, United States
¹⁰Département de Psychologie, Université de Montréal, Montréal, Canada
¹¹Centre de recherche interdisciplinaire sur les problèmes conjugaux et les agressions sexuelles 
(CRIPCAS), Université de Montréal, Montréal, Canada

Background: A wide range of abusive or otherwise unwanted sexual experiences (USEs) 
are posited to be associated with sexual and psychological problems, including dysregu-
lated or compulsive sexual behavior (CSB). However, little empirical work has examined 
the broader spectrum of USEs or their specific associations with CSB and sexual well-being 
(e.g., sexual distress, satisfaction). Given accumulating evidence that sexual trauma and re-
lated stress- and affect‑regulation difficulties are linked to dysregulated sexual behavior, it 
is important to test whether a wider range of USEs show distinct associations with CSB and 
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sexual well-being. Aim: Using a large, culturally, sexually, and gender‑diverse sample and a 
computational bottom‑up approach to identify a wider range of USEs than traditional survey 
measures typically capture (e.g., non-consensual recording), we aim to explore how differ-
ent forms of USEs are associated with CSB and sexual well-being. We will also examine 
whether these associations persist after adjusting for key sociodemographics. Method: Data 
are sourced from the International Sex Survey, a 42-country, multi-lingual, online self-report 
survey. Participants responded to the Sexual Abuse History Questionnaire’s (SAHQ) items 
about five forms of USEs (e.g., touching genitals) during their lifetime and provided open-
ended text responses to a sixth item about “other unwanted sexual experiences”. A total of 
7880 participants provided text responses describing USEs. A form of topic modeling (Latent 
Dirichlet Allocation, LDA) will be used to identify emerging topics (i.e., forms or themes 
of USEs). We will compare the associations between different forms of USEs and CSB and 
sexual well-being considering gender-related differences.
Implication: By linking a broader spectrum of USEs to CSB and sexual well-being indica-
tors, this study will highlight the need for comprehensive trauma screening in clinical settings 
addressing sexual concerns.

Keywords: compulsive sexual behavior disorder, problematic pornography use, sexual health, cross-
cultural research, adolescence

4A–4

Psychosexual correlates of problematic pornography use in Mexican 
and Spanish adolescents

ALEJANDRO VILLENA-MOYA¹,², ROSER GRANERO³,  
FERNANDO FERNÁNDEZ-ARANDA⁴, SUSANA JIMÉNEZ-MURCIA⁴,  
CARLOS CHICLANA-ACTIS⁵, GEMMA MESTRE-BACH⁶

¹�Instituto de Transferencia e Investigación (ITEI) - Universidad Internacional de La Rioja, La Rioja, 
Spain

²Behavioral Addictions Research Unit – Piénsatelo Psicología Project, Madrid, Spain
³�Ciber Fisiopatología Obesidad y Nutrición (CIBERObn), Instituto de Salud Carlos III, Barcelona, 
Spain; Departament de Psicobiologia i Metodologia de les Ciències de la Salut, Universitat 
Autònoma de Barcelona, Barcelona, Spain

⁴�Ciber Fisiopatología Obesidad y Nutrición (CIBERObn), Instituto de Salud Carlos III, Barcelona, 
Spain; Psychoneurobiology of Eating and Addictive Behaviors Group, Neuroscience Program, 
Bellvitge Biomedical Research Institute (IDIBELL), Barcelona, Spain

⁵Unidad de Sexología Clínica y Salud Sexual, Consulta Dr. Carlos Chiclana, Madrid, Spain
⁶Universidad Internacional de La Rioja, La Rioja, Spain

Background: Pornography use has increased significantly among adolescents, raising ques-
tions about its correlates with sexual health and psychosexual development. For some ado-
lescents, this behavior may become problematic. Previous research has suggested associa-
tions between problematic pornography use (PPU), maladaptive sexual attitudes, and psy-
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chosexual vulnerabilities, yet findings remain heterogeneous. This project examines how 
PPU relates to key sexual health variables, including online sexual victimization, sexual 
double standards, and sexual risk behaviors, as well as sociodemographic factors. Method: 
A cross-sectional study was conducted with N = 1810 adolescents from Spainand Mexico. 
Participants completed validated questionnaires assessingsociodemographic variables (sex, 
sexual orientation, religiosity, family relationships), PPU, online sexual victimization, sexual 
double standard, sexual risk behaviors, and loneliness. Structural equation modeling (SEM) 
and network analysis were used to explore associations and underlying mechanisms. Results: 
PPU was associated with poorer indicators of sexual health. Online sexual victimization 
emerged as a robust correlate of greater vulnerability to developing PPU. PPU was also as-
sociated with sexual double standards, endorsing unequal gender norms. Higher pornography 
use was additionally linked to sexual risk behaviors, including reduced protection use and 
relationships occurring under the effects of alcohol and drugs. Differences by sex, religiosity, 
and sexual orientation further shaped these patterns, indicating that the impact of PPU varies 
across individual profiles. Conclusions: Findings provide consistent empirical evidence link-
ing PPU with several dimensions of sexual health, although results show varied patterns that 
reflect the complexity of adolescent sexuality. Online sexual victimization, sexual standards, 
and sexual risk behaviors appear central, with effects moderated by individual differences 
such as sex, religiosity, and sexual orientation. These results underscore the need for preven-
tive interventions incorporating comprehensive sexuality education, a gender perspective, 
and pornography literacy, as well as longitudinal research to clarify causal directions.

Keywords: compulsive sexual behavior disorder, problematic pornography use, sexual health, cross-
cultural research, adolescence
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4B–1

The Interaction of Person-Affect-Cognition-Execution (I-PACE) model: 
Updates and current interpretations

MATTHIAS BRAND1,2,3

1�General Psychology: Cognition, Faculty of Computer Science, University of Duisburg-Essen, 
Germany

2�Center for Behavioral Addiction Research (CeBAR), Center for Translational Neuro- and Behavioral 
Sciences, University Hospital Essen, University of Duisburg-Essen, Germany

3Erwin L. Hahn Institute for Magnetic Resonance Imaging, Essen, Germany

Background: The Interaction of Person-Affect-Cognition-Execution (I-PACE) model for ad-
dictive behaviors was published in 2016 and is frequently used in research to formulate 
explicit hypotheses about affective and cognitive mechanisms that play a role in the de-
velopment and maintenance of behavioral addictions. Based on recent empirical findings, 
the model was updated in 2019. Given that research on behavioral addictions is a rapidly 
evolving field, the core authors of the I-PACE model provided current interpretations of 
specific elements and processes in a 2025 viewpoint article. Method: Narrative review that 
aims to provide a critical evaluation of specific interpretations of the model and to address 
controversial debates. The review also includes background information about why and how 
the current interpretations were generated. Results: Almost all parts of the I-PACE model 
were critically examined. The positive and negative reinforcement processes have been mod-
eled non-linearly. Desire thinking and permissive beliefs have been added to the concepts of 
cue-reactivity and craving. Self-control has been distinguished more precisely into general 
and stimulus-specific processes. Punishment (in)sensitivity has also been discussed. For the 
interactions of the affective, cognitive, and executive mechanisms, a cascade model has been 
suggested, i.e. that reduced self-control may be risk factor for developing behavioral addic-
tions, but may decline further in the course of addictive behaviors, particularly when cue-
reactivity and craving as well as habitual behaviors increase. Conclusions: The more detailed 
interpretations of the I-PACE model, which hopefully provide greater precision and clarity, 
may help stimulate behavioral addiction research and theoretical controversies. The current 
interpretations may also advance clinical care as clinicians may ask more specific questions 
to better understand individual driving factors among individuals with addictive behaviors.

Keywords: problematic usage of the internet, food addiction, pornography



Symposia and parallel sessions	 Session 4B

ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye 	 126

References:
Brand, M., Müller, A., Wegmann, E., Antons, S., Brandtner, A., Müller, S. M., Stark, R., Steins-Loeber, 
S., & Potenza, M. N. (2025). Current interpretations of the I-PACE model of behavioral addictions. 
Journal of Behavioral Addictions, 14(1), 1-17. https://doi.org/10.1556/2006.2025.00020 
Brand, M., Wegmann, E., Stark, R., Müller, A., Wölfling, K., Robbins, T. W., & Potenza, M. N. (2019). 
The Interaction of Person-Affect-Cognition-Execution (I-PACE) model for addictive behaviors: Up-
date, generalization to addictive behaviors beyond Internet-use disorders, and specification of the pro-
cess character of addictive behaviors. Neuroscience and Biobehavioral Reviews, 104, 1-10. https://doi.
org/10.1016/j.neubiorev.2019.06.032 
Brand, M., Young, K. S., Laier, C., Wölfling, K., & Potenza, M. N. (2016). Integrating psychological 
and neurobiological considerations regarding the development and maintenance of specific Internet-use 
disorders: An Interaction of Person-Affect-Cognition-Execution (I-PACE) model. Neuroscience and 
Biobehavioral Reviews, 71, 252-266. https://doi.org/10.1016/j.neubiorev.2016.08.033

4B–2

An update on problematic usage of the internet

MARC N. POTENZA 

Department of Psychiatry, Yale University School of Medicine, New Haven, CT, USA

Background: Digital technologies have changed rapidly, leading to psychiatric, public health 
and policy challenges. Method: Data from multiple sources will be reviewed to provide in-
sight into problematic usage of the internet. Sources will include the Lancet Psychiatry Com-
mission Report on problematic usage of the internet and new findings from the Adolescent 
Brain Cognitive Development (ABCD) data. Results: The Lancet Psychiatry Commission 
Report has considered multiple forms of problematic usage of the internet (online gambling, 
gaming, shopping/buying, usage of pornography and social media and behaviors like stream-
ing and usage of chatbots). Prevalence, costs, theoretical considerations, and policy, preven-
tion and treatment approaches will be discussed. Data from the ABCD will also include 
neurobiological and clinically relevant findings including how connectome-based predictive 
modeling may provide insights into severities of problematic gaming and usage of social me-
dia in developing youth. Conclusions: Problematic usage of the internet represents a growing 
concern globally, especially for developing youth. Using multiple approaches to understand 
and address the concerns related to problematic usage of the internet is important.

Keywords: problematic usage of the internet, food addiction, pornography
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4B–3

Food Addiction: Clinical and therapy updates

FERNANDO FERNÁNDEZ-ARANDA

Department of Clinical Psychology, University Hospital of Bellvitge-IDIBELL and CIBERobn, 
University of Barcelona, Spain

Background: Over the past 15 years, research on Food Addiction (FA) has expanded signifi-
cantly, evolving from animal models to human studies examining associated psychological 
and biological traits. Recently, interest has grown in establishing a phenotypical characteriza-
tion of individuals with FA, incorporating neurocognitive features and treatment response. 
Methods: We present data on neurocognitive traits in individuals with FA across different 
populations, including patients with obesity (OBE), other behavioral addictions such as gam-
bling disorder (GD), eating disorders (ED), and metabolic syndrome patients (MSP). Results: 
The prevalence of FA ranged from 7.7% to 90%, with the highest rates observed in individu-
als with bulimia nervosa and binge eating disorder (BED). Higher FA severity was associated 
with greater cognitive impairment, increased impulsivity, and poorer treatment outcomes. 
Crossoverdiagnosis may be partially explained by FA-positive status. Conclusions: FA ap-
pears to represent a construct linked to more severe symptomatology and a distinct cognitive 
profile. Differentiating FA within clinical populations may be essential for developing per-
sonalized interventions and identifying predictors of poor therapeutic response.

Keywords: problematic usage of the internet, food addiction, pornography
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From cognitive vulnerabilities to treatment response:  
A comprehensive view of gambling disorder
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Background: Gambling Disorder (GD) is a complex condition characterized by executive 
dysfunction, impulsivity, compulsivity, specific personality traits often worsened by comor-
bid substance use. These factors influence clinical severity and treatment response. To syn-
thesize evidence on neurocognitive, personality and comorbidity with substance use disor-
ders in GD and their impact on treatment outcomes, considering sex differences and con-
textual variables. Methods: Findings from recent clinical and neuropsychological research 
were integrated, focusing on executive functioning, impulsivity, compulsivity, personality 
traits, comorbidity and treatment predictors in GD. Results: GD patients show significant 
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deficits in decision-making, inhibitory control, and cognitive flexibility, alongside elevated 
novelty seeking and harm avoidance. These impairments correlate with maladaptive gam-
bling patterns and poorer engagement in therapy. Comorbid substance use predicts higher 
psychopathological distress, worse neuropsychological performance, and increased dropout 
risk. Gambling type also matters: strategic gambling preferences are linked to greater se-
verity. Although involvement of concerned significant others (CSOs) has been proposed as 
protective, its impact on treatment outcomes appears limited. Sex differences are notable: 
women with GD exhibit higher impulsivity and compulsivity than men, suggesting a need 
for gender-sensitive interventions. Conclusions: Integrating cognitive assessment, substance 
use evaluation, and individualized behavioral profiling into GD treatment may enhance pre-
cision and sustainability. Interventions should target executive dysfunction and impulsivity/
compulsivity, with tailored strategies for women and patients with comorbid substance use.

Keywords: gambling disorder, executive functions, treatment outcomes
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Background: For many adolescents, pornography has become a primary source of sexual 
information, potentially fostering distorted sexual beliefs and problematic patterns of use 
linked to behavioral addictions. In this context, early and comprehensive sex education 
(CSE) may serve as a protective factor by promoting critical thinking, healthy sexuality, and 
prevention of online risks. However, empirical research specifically addressing CSE remains 
limited. This study aimed to analyze perceptions and opinions regarding CSE among the 
educational community, including teachers, parents, and adolescents aged 12–18 years, as 
well as experts in sexual education. Method: Eighteen focus groups were conducted with 
16 teachers, 16 parents, and 56 adolescents to explore stakeholders’ perceptions. Addition-
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ally, a two round Delphi study with 64 experts was carried out to assess expert consensus. 
Questionnaires were structured into nine thematic blocks addressing content, digital environ-
ments, program format, family involvement, teaching staff, methodological strategies, evalu-
ation, and perceived barriers. Results: Eight core categories emerged across teachers, parents, 
and adolescents: personal experiences; barriers and challenges; content and methodology; 
information sources and digital technologies; online risks and prevention strategies; emo-
tional well being and development; collaboration between families and educational centers; 
and proposals for improvement. Experts prioritized content related to tolerance, inclusion, 
and respect; gender equality, stereotypes, and gender based prejudice; and consent, privacy, 
and physical integrity across all educational stages. Preferred formats included long term, 
in person programs, comprehensive family training, and the creation of a compulsory sub-
ject, emphasizing continuity over short term interventions. Interactive methodologies such as 
group dynamics, debates, games, audiovisual resources, and contextualized experiences were 
strongly recommended, while purely theoretical approaches were discouraged. No substan-
tial disagreements were identified. Conclusions: Educational stakeholders emphasized the 
importance of both content and format in CSE, with broad consensus on addressing sexuality 
positively before age twelve, and expert concerns regarding pornography consumption and 
digital risks.

Keywords: pornography, sexual education, adolescents
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4C–1

Breaking the cycle: A rapid evidence review of gambling relapse

NICKI DOWLING1, CHLOE HAWKER1, SAM CHAMBERLAIN2,  
STEPHANIE MERKOURIS1, JON GRANT3, ANNA THOMAS1,  
IOANNIDIS KONSTANTIONOS2, JEREMY SOLLY2

1Deakin University, Australia
2University of Southampton, UK
3University of Chicago, US
E-mail: nicki.dowling@deakin.edu.au

Over recent decades, gambling research has expanded significantly, with growing interest in 
the clinical dimensions of harmful gambling, including relapse, and improved methodolo-
gies. Despite widespread recognition that relapse is a core feature of harmful gambling – and 
a key contributor to personal, family, and societal harm – no systematic synthesis has been 
conducted to assess the current state of evidence. This gap leaves service providers, public 
health agencies, policymakers, and researchers without a comprehensive resource to under-
stand relapse trajectories, risk and protective factors, or how best to reduce the likelihood of 
relapse. This presentation describes the findings of a rapid review, conducted by researchers 
from leading clinical gambling research teams, in which the aim was to identify, synthesis, 
and critically appraise the existing literature that directly examines gambling relapse before 
treatment, after treatment, and in community samples. Specifically, the aims were to examine 
the: (1) definitions of relapse; (2) prevalence and trajectories of relapse; (3) warning signs 
of relapse; (4) determinants (i.e., risk and protective factors) of relapse; (5) consequences or 
harms associated with relapse; and (6) relapse prevention, aftercare, and continuing care in-
terventions explicitly designed to address relapse. The findings will be contextualised within 
the broader addiction literature to enhance interpretation, relevance, and impact. This rapid 
review has generated evidence-based insights to inform global gambling treatment, public 
health strategies, and policy.

Keywords: gambling, relapse, treatment, community

4C–2

Pulling out of gambling treatment: Research, service, practitioner, and 
client perspectives

CHLOE HAWKER, STEPHANIE MERKOURIS, NICKI DOWLING, ANNA THOMAS

Deakin University, Australia
E-mail: c.hawker@deakin.edu.au

Background: Early disengagement from psychological gambling treatment is common and 
may limit clinical benefit, yet little is known about when clients pull out, why this occurs, the 
consequences, or how services might better support retention. Research has largely relied on 
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session-based definitions of “dropout,” which may oversimplify engagement and overlook 
non-linear change or early goal attainment. This study examined definitions, prevalence, pre-
dictors, reasons, consequences, and potential solutions related to pulling out of psychological 
gambling treatment in Aotearoa New Zealand. Methods: This mixed-methods project inte-
grated evidence from four complementary studies, informed by an Expert Advisory Panel of 
people with lived experience of gambling harm: (1) a scoping review of gambling treatment 
literature (2004–2025; 66 studies); (2) a retrospective analysis of 10 years of routinely col-
lected data from specialist gambling treatment services (n = 18,642); (3) an online survey 
and follow-up hui with gambling treatment practitioners (n = 15); and (4) a two-timepoint 
client survey conducted at treatment entry and one-month follow-up (n = 67). Results: Across 
datasets, approximately one in three clients pulled out of treatment, most commonly within 
the first one-to-two sessions. Few consistent predictors emerged, suggesting disengagement 
reflects a combination of individual, gambling-related, and treatment-experience factors. Cli-
ents and practitioners identified similar reasons for early disengagement, including practical 
barriers, low readiness or motivation, concerns about treatment, lack of support, and in some 
cases early goal attainment. Evidence on consequences was limited, but emerging findings 
suggest early disengagement may be associated with poorer gambling and mental health 
outcomes, alongside occasional perceived benefits such as increased insight. Conclusions: 
Pulling out of gambling treatment is common, typically occurs early, and reflects diverse 
engagement pathways. Findings highlight the need to prioritise early engagement, strengthen 
therapeutic relationships, reduce logistical barriers, and adopt flexible, client-centred, and 
culturally responsive approaches to improve retention and outcomes.

Keywords: gambling, treatment, dropout, engagement
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3Ministry of Foreign Affairs of Türkiye, Ambassador
4Department of Public Health, Faculty of Medicine, University of Health Sciences
5�Department of Psychiatry, Cerrahpasa Medical Faculty, Istanbul University-Cerrahpasa, Istanbul, 
Türkiye

6Private Practice in Psychiatry, Izmir, Türkiye
E-mail: nisa.sen@yesilay.org.tr

Background: Gambling disorder is a behavioral addiction marked by fluctuating treatment 
engagement. Early treatment dropout is a major barrier to sustainable recovery, with reported 
rates between 27% and 52% (Hawker et al., 2025; Chamberlain et al., 2024; Roberts et al., 
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2020). Previous studies have identified predictors of dropout such as male gender, young-
er or older age, low perceived control, higher education, and increased gambling severity 
(Hawker et al., 2025; Roberts et al., 2020), as well as comorbid psychiatric conditions and 
unclear treatment expectations (Ronzitti et al., 2017). This study aims to comparatively ex-
amine predictors of early treatment dropout in individuals seeking treatment for gambling 
disorder using nationwide clinical data. Method: This retrospective study analyzed data from 
17,265 individuals who sought gambling treatment at YEDAM between 2021 and 2025. 
Demographic and gambling related characteristics, Addiction Profile Index (BAPI-K) and 
Gambling Risk Screening Scale (GRSS) scores were evaluated. Predictors of early treatment 
dropout were identified using binary logistic regression. Results: Logistic regression identi-
fied female gender (OR = 1.425), lower education (primary or below: OR = 2.162; middle/
high school: OR = 1.563), anger management problems (OR = 1.080), and no intention to 
quit gambling (OR = 2.216) as predictors of early dropout. Older age (OR = 0.977), higher 
lack of assertiveness (OR = 0.951), and higher total GRSS scores (OR = 0.977) were associ-
ated with lower dropout risk (p < .05). Conclusions: Early treatment dropout and continuity 
reflect a multidimensional, dynamic process rather than single-factor effects. Treatment drop-
out should be conceptualized within the non-linear nature of recovery. Early identification of 
at-risk individuals and individualized interventions are important role to improve treatment 
retention and support sustainable recovery.

Keywords: gambling disorder, early treatment dropout, treatment retention
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4C–4

The role of family sessions in the treatment of gambling disorder: 
A comparative analysis of participants with and without family 
involvement

ZEYNEP EROĞLU1, HÜMEYRA MUTLUTÜRK2, BÜŞRA YAMANEL ÖZSOY3,  
YASIN KAVLA4, MEHMET GÜLLÜOĞLU5, HAKAN ÇOŞKUNOL6,  
ÖZDENUR ÇAKIR7

1Turkish Green Crescent Foundation Green Crescent Counselling Center, Turkey
2Turkish Green Crescent Foundation Green Crescent Counselling Center, Turkey
3�Green Crescent Counselling Center, Istanbul
4�Department of Psychiatry, Cerrahpasa Medical Faculty, Istanbul University-Cerrahpasa, Istanbul, 
Türkiye

5Ministry of Foreign Affairs of Turkey, Ambassador
6Private Practice in Psychiatry, Izmir, Turkey
7Green Crescent Counselling Center, Istanbul
E-mail: zeynep.eroglu@yesilay.org.tr

Background: Gambling disorder is a multifaceted disorder that affects not only the indi-
vidual but also family members. In the literature, addiction is frequently conceptualized as a 
“family disease” due to the reciprocal interactions among family members. This interaction 
underscores the importance of family involvement in the treatment process. This study aims 
to examine the role of family sessions in the treatment of gambling disorder and to compare 
treatment continuity, treatment retention, remission, and drop-out rates between clients who 
receive family sessions and those who do not. Method: The study was conducted on 16,342 
clients who applied to YEDAM for gambling disorder between 2021 and 2025. Of these 
clients, 12,794 attended at least one follow-up session after the initial assessment, and 5,770 
were followed for at least three months. A total of 7,738 clients received family sessions. 
Follow-up attendance, drop-out behavior, early remission, and the number of follow-up ses-
sions were evaluated based on recorded clinical data. The family member participating in the 
sessions (mother, father, spouse) was also examined. Relationships between variables were 
analyzed using Pearson’s Chi-Square test and Student’s t-test. A significance level of p<0.01 
was accepted. Results: The drop-out rate after the initial assessment was higher among cli-
ents who did not receive family sessions (p<0.01). Clients who received family sessions had 
significantly higher remission rates (p<0.01). In addition, those who received family ses-
sions attended a greater number of follow-up sessions (p<0.01). Furthermore, clients whose 
parents participated in family sessions attended more follow-up sessions compared to those 
whose spouse participated (p<0.01). Conclusions: The findings indicate that family sessions 
have a protective effect on treatment continuity, remission, and drop-out rates in the treat-
ment of gambling disorder. Clients who received family sessions attended more follow-up 
sessions and achieved higher remission rates. Parental participation was associated with a 
greater number of follow-up sessions compared to spousal participation. Existing literature 
also shows that family involvement supports treatment engagement and recovery.

Keywords: gambling disorder, treatment, family functioning
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4C–5

The evolution of Cognitive Behaviour Therapy (CBT) for gambling 
harms: Foundational elements and future directions

VENETIA LEONIDAKI

Central North West London, United Kingdom
E-mail: venetialeonidaki@gmail.com

With the increased recognition of gambling harms as a public health concern in England, UK, 
and the development of a network of public-funded treatment clinics, the National Institute 
for Health and Clinical Excellence (NICE) issued clinical guidelines for gambling harms 
(NICE, 2025).

The guidelines recommend Cognitive Behavioural Therapy (CBT) as the treatment of 
choice for gambling disorder (GD) (NICE, 2025) but key questions for clinicians remain 
unanswered. Such questions include how to choose among the 32 therapist-delivered CBT 
protocols reviewed by the NICE (2025) and how to adapt them to meet the needs of a highly 
heterogenous client group in real-world settings. This abstract critically reviews the theoreti-
cal and technical developments of CBT for GD over the last 30 years and their limitations. It 
discusses how contemporary streams of CBT in the broader psychotherapy field (e.g. Hayes 
& Hoffman, 2018) call for shifting our attention in treatment away from discrete manuals and 
towards effective shared components and formulation-based decision making. A comparable 
shift in the CBT framework for GD would have clear clinical and research implications. Such 
a framework would emphasise taxonomies of shared evidence-based elements of CBT for 
GD, treated as the building blocks of effective treatment and the foundations of core training. 
Process-based formulations (e.g. Bonnaire and Billieux, 2022) would instrumentally guide 
CBT interventions. Future research about CBT for GD would examine the specific efficacy 
of treatment elements, potentially through a component analysis, and pay increased attention 
to mediating or moderating mechanisms.

Keywords: CBT, gambling-harms, process-based, NICE
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4D–1

Glutamatergic and GABAergic alterations in gambling disorder: 
Evidence from PET/MR and cortical synaptic plasticity

HANG SU, HAIFENG JIANG, MIN ZHAO

Shanghai Mental Health Center, Shanghai Jiao Tong University School of Medicine

Background: Imbalances between glutamatergic and GABAergic neurotransmission are im-
plicated in addiction pathophysiology, but their role in gambling disorder remains unclear. 
Methods: We investigated receptor availability and cortical excitability in 20 patients with 
gambling disorder. Using PET/MR, GABA receptor distribution was assessed with [¹⁸F]FMZ 
and metabotropic glutamate receptor 5 (mGluR5) with [¹⁸F]PSS232. Cortical synaptic plas-
ticity was evaluated via transcranial magnetic stimulation (TMS) measuring GABA-ergic 
(short- and long-interval intracortical inhibition (SICI and LICI)) and glutamatergic (intra-
cortical and short-interval intracortical facilitation (ICF and SICF)) excitability of M1 from 
each subject. Results: PET imaging revealed no significant alterations in GABA receptor 
availability. However, patients showed reduced mGluR5 availability in bilateral striatal re-
gions. TMS assessments indicated impaired GABA-mediated cortical inhibition, reflected in 
reduced SICI, while glutamatergic facilitation measures remained intact. Conclusion: Gam-
bling disorder is associated with distinct abnormalities in striatal glutamatergic (mGluR5) 
signaling and cortical GABAergic inhibition, suggesting a dissociation between receptor 
expression and functional inhibitory circuitry. These findings highlight potential targets for 
neuromodulatory interventions.

Keywords: behavioral addictions, neurobiological mechanisms, intervention strategies, internet addic-
tion, smartphone addiction, psychological intervention

4D–2

Modeling daily sleep–gaming processes in high-risk gamers: A dynamic 
structural equation approach combining wearable tracking and self-
report data

YAN ZHAO, ZHAOYANG XIE, JIANG DU

Shanghai Mental Health Center, Shanghai Jiao Tong University School of Medicine

Background: This study examined the dynamic associations between sleep and gaming dura-
tion among Chinese university students with high-risk gaming behaviors, and tested the me-
diating role of daily physical activity. Methods: 40 participants (92.5% for male; Mean age= 
18.43, SD = 1.30) who met criteria for high-risk gaming behavior completed a 28 day daily 
diary protocol. Using a combination of self report and wearable data, participants reported 
daily gaming duration and subjective sleep quality, while objective sleep duration and daily 
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step counts were captured via Huawei wearable devices. Dynamic structural equation model-
ing was used to separate within person and between person variance and to estimate lagged 
day to day effects. Results: Better subjective sleep quality predicted longer gaming time on 
the following day, whereas objective sleep duration was not associated with next day gaming 
duration. Neither subjective sleep quality nor objective sleep duration predicted subsequent 
physical activity. In contrast, higher levels of objective physical activity were associated with 
shorter gaming duration. Daily gaming duration also showed strong temporal stability, with 
longer gaming on one day reliably predicting longer gaming on the following day. Conclu-
sions: These findings suggest that sleep quality, rather than sleep duration, is more relevant 
for understanding gaming behavior among high risk gamers. When designing sleep based 
interventions for this population, clinicians should consider individuals’ behavioral habits 
and may need to combine sleep focused strategies with guidance that promotes engagement 
in alternative activities such as physical exercise.

Keywords: behavioral addictions, neurobiological mechanisms, intervention strategies, internet addic-
tion, smartphone addiction, psychological intervention

4D–3
Current status and psychological intervention strategies of Internet 
addiction and smartphone addiction in China

XIAOJUN XIANG

Xiangya Second Hospital, Central South University, 139 Middle Renmin Road, Changsha,  
Hunan Province, China

 
Background: Behavioral addiction has been classified under “addiction category” in the 
DSM-5 (2013), with internet addiction listed as “other conditions that may be the focus of 
clinical attention”. Since 2015, with the rapid development of China's internet technology 
and the widespread popularity of various online games and smart phones, internet and smart 
phone addiction have become increasingly prominent among teenagers and even the elderly. 
The COVID-19 pandemic has further exacerbated this trend. Methods: Based on relevant 
research reports and epidemiological surveys conducted both domestically and internation-
ally, this paper systematically reviews the prevalence, influencing factors, and psychosocial 
consequences of Internet and smartphone addiction in China, and synthesizes the theoretical 
and practical foundations underlying existing intervention strategies. Results: The overall 
prevalence rate of Internet addiction in China is 36.7%, with 2.8% classified as severe cases. 
Furthermore, the widespread accessibility, low entry barriers, and variable reward mecha-
nisms of smartphones have exacerbated addictive behaviors. The prevalence of smartphone 
addiction among Chinese adolescents reaches as high as 71.7%. Such addictive behaviors 
significantly impair emotional regulation capacities, contributing to heightened levels of 
anxiety, loneliness, and other psychological distress, while also leading to academic malad-
justment and family conflict. Additionally, emerging trends indicate a growing tendency to-
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ward short video addiction among the elderly, which has become a significant risk factor for 
depressive symptoms. To address these challenges, researchers and governmental agencies 
have promoted psychotherapy as the cornerstone of behavioral addiction intervention, advo-
cating multidimensional strategies that integrate cognitive restructuring, behavioral modifi-
cation, familial and environmental support. Conclusion: Internet and smartphone addiction 
has emerged as a significant public health concern in China. Future interventions should 
prioritize systematic approaches, such as integrating mindfulness-based training, virtual real-
ity technology, and family-centered psychotherapy, to strengthen individual self-regulation 
capacities and foster supportive environments.

Keywords: behavioral addictions, neurobiological mechanisms, intervention strategies, internet addic-
tion, smartphone addiction, psychological intervention



Session 4E	 Symposia and parallel sessions 

139	 ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye 

4E–1

Inhibitory control across neutral, food, and alcohol contexts:  
The roles of mindfulness, BMI, and alcohol consumption

ALEXANDER LOGEMANN1,2, ZSÓFIA LOGEMANN-MOLNÁR1,3, JOELLE FREIJ1,3, 
AFEWORK TSEGAYE1, ANNA VERES-SZÉKELY1, ZSOLT DEMETROVICS1,4,5, 
RENÁTA CSERJÉSI1

1Institute of Psychology ELTE, Eötvös Loránd University, Budapest, Hungary
2�Department of Clinical, Neuro and Developmental Psychology, Vrije Universiteit Amsterdam, 
Amsterdam, Netherlands

3Doctoral School of Psychology ELTE, Eötvös Loránd University, Budapest, Hungary
4�Flinders Institute for Mental Health and Wellbeing, College of Education, Psychology and Social 
Work, Flinders University, Bedford Park, SA, Australia

5Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar, Gibraltar
E-mail: alexander.logemann@ppk.elte.hu

Background: Previous research suggests that overweight and obesity are associated with 
reduced inhibitory performance, particularly in the presence of palatable food. The pres-
ent online study examined whether this reduction extends to alcohol-related contexts and 
whether alcohol use moderates this relationship. Additionally, we further explored the as-
sociation between trait mindfulness and inhibitory control. Method: In this study, 892 adults 
(501 women, 379 men, 12 non-specified; mean age = 24, SD = 4.1) participated, including 
238 individuals with obesity and 655 of normal weight. Participants filled out the Alcohol 
Use Disorders Identification Test (AUDIT-C), the Mindfulness Attention Awareness Scale 
(MAAS), and performed an adaptation of a Go/No-Go task with a neutral, food, and alcohol 
condition. Results: Participants with overweight and obesity did not show a significantly 
reduced inhibitory performance, and there was no significant moderation by reward context 
and alcohol use. Trait mindfulness was positively associated with inhibitory control in neu-
tral and food contexts and negatively correlated with alcohol consumption. Conclusions: 
These findings suggest that, in this sample, overweight and obesity were not significantly 
associated with general or reward-specific inhibitory deficits, while mindfulness may support 
inhibitory control and lower alcohol use.

Keywords: inhibition, reward, BMI, mindfulnes, alcohol use
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4E–2

Attentional bias in gambling: Integrating free-viewing eye-tracking and 
dot-probe measures

MELISSA D’ETTORRE, ADOLFO DI CROSTA, PIERO PORCELLI,  
MARIA CRISTINA VERROCCHIO, ROCCO PALUMBO, DANIELA MARCHETTI

'G. d'Annunzio' University of Chieti-Pescara, Italy
E-mail: melissa.dettorre@phd.unich.it

Background: Attentional bias (AB) is a key cognitive factor in the development and main-
tenance of problem gambling. Although systematic reviews report significant AB toward 
gambling-related stimuli, findings may be influenced by methodological heterogeneity and 
the use of non-specific or unvalidated materials. Eye tracking is widely regarded as the gold 
standard for assessing attentional processes. However, many studies employ behavioral tasks, 
including the dot-probe task. The present study examined the relationship between AB and 
gambling severity using both methodologies together with a set of validated stimuli. Meth-
ods: A total of 60 adults, ranging in age from 19 to 55 years (M = 25.98; SD = 7.86), partici-
pated in a survey that assessed their sociodemographic characteristics, gambling habits, and 
the Problem Gambling Severity Index (PGSI). In the subsequent phase of the study, partici-
pants were presented with pairs of validated gambling-related stimuli, representing different 
gambling activities and neutral images. This was administered through a free-viewing, eye-
tracking paradigm. Eye movements were recorded to measure attentional allocation. A dot-
probe task was also administered, measuring AB through response-time differences to probes 
replacing gambling-related versus neutral images. Results: The participants were classified 
according to PGSI scores, ranging from no risk to problem gambling. Preliminary analyses 
indicated the potential modulation of attentional bias as a function of gambling severity. In 
participants reporting higher levels of gambling involvement, both eye-tracking metrics and 
behavioral performance appeared to show patterns consistent with increased attentional al-
location toward gambling-related stimuli. Conclusion: These findings underscore the role of 
AB in gambling severity and highlight the value of comparing eye-tracking and behavioral 
measures. Furthermore, the necessity of employing controlled and validated research stimuli 
in future studies is emphasized. Limitations and future research directions, including the ex-
ploration of other relevant cognitive and behavioral factors, will be discussed.

Keywords: gambling, attention, eye-tracking
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4E–3

Understanding decision-making deficits in problematic usage of the 
internet from a computational modeling perspective

YUAN-WEI YAO

The University of Hong Kong, Hong Kong S.A.R. (China)
E-mail: ywyao@hku.hk

Background: Problematic usage of the internet (PUI) is an umbrella term including multiple 
potential behavioral addictions related to internet use, such as internet gaming disorder (IGD) 
and problematic social media use (PSMU). Individuals with PUI typically exhibit excessive 
internet use despite negative consequences, suggesting deficits in decision-making and learn-
ing. With the emergence of computational psychiatry, computational modeling has become 
a powerful approach for quantifying cognitive alterations in psychiatric disorders. Method: 
Leveraging this approach, we have conducted a series of studies to examine decision-mak-
ing and learning alternations in PUI, using a combination of behavioral tasks and computa-
tional models (e.g., reinforcement learning models). Results: Individuals with PUI generally 
showed worse performance in most tasks at the behavioral level. Moreover, computational 
modeling enabled us to precisely characterize dysfunctional processes, such as reward ex-
pectation, feedback learning, and cognitive control. Conclusions: These findings highlight 
the potential of computational modeling in elucidating the cognitive mechanisms underlying 
PUI and other addictions. This approach not only advances our theoretical understanding of 
PUI but may also inform the development of targeted intervention strategies.

Keywords: problematic usage of the internet, decision-making, computational psychiatry

4E–4

Research on the cognitive neurotypical mechanism of gaming disorder 
based on reward-seeking and social withdrawal motivation

HUANG YUCHEN1, LIU YIFAN1, XIANG SHITONG2, ZHENG QIHONG1,  
ZHOU GUANGDONG3, SUN YAN1

1�Department of Neurobiology, School of Basic Medical Sciences, National Institute on Drug 
Dependence, Peking University, Beijing, China

2Institute of Science and Technology for Brain - Inspired Intelligence, Fudan University
3Faculty of Psychology, Tianjin Normal University, Tianjin 300387, China
E-mail: 1810305310@pku.edu.cn

Background: Online gaming has become a primary form of entertainment and an important 
social platform for children and adolescents, exerting a "double-edged sword" effect. Gam-
ing disorder, as a behavioral addiction, poses serious risks to the physical and mental health 
of young people. Identifying predictive indicators and mechanisms associated with addiction 
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risk among gamers holds significant societal implications. Gaming motivation is a core fac-
tor in the development and maintenance of gaming disorder. Previous literature suggests that 
socially motivated players engage in positive social interactions during gameplay, which may 
benefit mental health; whereas reward-seeking and socially withdrawn players may exhibit 
higher risks of gaming disorder, though longitudinal causal evidence and mechanistic studies 
are lacking. Based on a multi-omics follow-up cohort of college student gamers, this study 
aims to clarify the impact of different gaming motivations on addiction and related psychi-
atric symptoms, and to explore the similarities and differences in cognitive-behavioral and 
neuroimaging mechanisms among gamer subtypes with distinct motivational profiles. Meth-
ods: The study first conducted an online questionnaire survey among 4,463 college student 
gamers in Tianjin, from which 823 were recruited for follow-up in a multi-omics cohort. 
Questionnaires covered gaming usage patterns, mental health status, life events, social re-
ward processing, etc. (followed up every six months). Among them, 136 participants under-
went EEG scanning (Brain Products 32-channel portable EEG) during cognitive tasks (gam-
ing/social cue reactivity tasks), and 91 underwent fMRI scanning (3.0T Siemens Prisma) 
during cognitive tasks. EEG and fMRI data were collected annually. Behavioral data were 
analyzed using R 4.4.1, while EEG and neuroimaging data were processed via EEGLAB in 
MATLAB and SPM12, respectively. Results: 1) Binary factor analysis identified four gaming 
motivation subtypes: offline socialization, online socialization, reward-seeking, and social 
withdrawal. Reward-seeking and social withdrawal motivations were associated with sig-
nificantly higher levels of addiction and psychiatric symptoms compared to online or offline 
socialization motivations. Both reward-seeking and social withdrawal motivations showed 
significant positive correlations with gaming disorder severity and psychiatric symptom indi-
ces. 2) Longitudinal cross-lagged analysis revealed that increased reward-seeking motivation 
predicted later increases in addiction problems and psychiatric symptoms, whereas increased 
social withdrawal motivation was predicted by prior increases in addiction problems and 
psychiatric symptoms. 3) Neuroimaging findings indicated that under negative-positive gam-
ing cue conditions, the left inferior frontal gyrus was significantly activated. This activation 
was positively correlated with gaming disorder severity in non-social players, but negatively 
correlated in social players. Furthermore, activation in this region significantly mediated the 
negative association between offline socialization motivation and gaming disorder severity 
among social players. Conclusion: Social motivation serves as a protective factor against 
gaming disorder. Reward-seeking motivation leads to increased gaming disorder severity and 
psychiatric symptoms, whereas social withdrawal motivation is more likely a consequence 
of gaming disorder or psychiatric symptoms. Social and non-social players exhibit distinct 
neural mechanisms in processing gaming-related cues.

Keywords: gaming disorder, game motivation, neuroimage
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4E–5

The role of attentional bias in gambling and other behavioural 
addictions: A systematic review and meta-analysis

CRISTINA VILLALBA-GARCÍA1, ANDREA CZAKÓ1,2, ZSOLT DEMETROVICS1,2,3

1University of Gibraltar, Gibraltar (United Kingdom)
2Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
3�Institute for Mental Health and Wellbeing, College of Education, Psychology and Social Work, 
Flinders University, Adelaide, Australia

E-mail: cristina.villalba.info@gmail.com

Background: The current systematic review and meta-analysis will aim to compile up-to-date 
empirical evidence on attentional bias in gambling and other behavioural addictions. To date, 
and to the best of authors' knowledge, the few literature reviews on attentional biases in be-
havioural addiction have focused mainly on gambling or gaming behaviour. Therefore, there 
is a need to synthesize information on attentional bias among other behavioural addictions, 
as this could ultimately help us understand these disorders in greater depth while developing 
and implementing interventions based on modifying attentional biases. Methods: The current 
systematic review and meta-analysis will be conducted and reported in accordance with the 
Preferred Reporting Items for Systematic reviews and Meta-Analyses for Protocols 2015 
(PRISMA-P 2015) guidelines and will be registered in PROSPERO International Prospective 
Register of Systematic Reviews. Results: This section will be updated later. Discussion: This 
section will be updated later. Conclusion: This section will be updated later.

Keywords: attentional bias, behavioural addictions, systematic review, meta-analysis

4E–6

Impaired implicit learning in gambling disorder

ANGELA BRANDS, DAVID MATHAR, JAN PETERS

Department of Psychology, Biological Psychology, University of Cologne, Germany, Germany
E-mail: a.brands@uni-koeln.de

Computational psychiatry has vastly aided our understanding of mental disorders by shed-
ding light on underlying neurocomputational dynamics which ultimately result in observ-
able symptomatology. These advances are largely based on thorough investigations utilizing 
cognitive computational models depicting these latent constituent processes (Montague et 
al., 2012). Reinforcement learning (RL) theory has been especially informative, providing 
formalisations for processes characteristic of gambling disorder (GD) and behavioural ad-
dictions more broadly. In the current study we apply a computational modelling approach 
to investigate learning strategies and choice behaviour in an implicit learning task (Weather 
Prediction Task; Knowlton et al., 1994). To this end, we analyse and contrast data from 
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participants with GD symptomatology (N=30) and a matched control group (HC; N=27). 
Preliminary results indicate an overall reduced performance in the GD group, while reaction 
times were similar to HC participants. First model-based findings show differences in learn-
ing aub-components. Participants from the GD group exhibit lower learning rates for nega-
tive outcomes. Learning rates for positive outcomes as well as choice consistency were also 
somewhat reduced in the GD group. We are currently extending our model-based analysis 
approach to account for further decision-making components. Additionally, we plan to inves-
tigate associations between model-agnostic as well as model-derived task measures and self-
reported GD-related symptomatology. This way we aim to draw nuanced relations between 
clinical indices of GD and more elusive, abstract model-components, which may further our 
understanding of latent disease mechanisms.

Keywords: computational modeling, reinforcement learning, implicit learning, gambling disorder
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4F–1

What happens to the individual?

HAE KOOK LEE 

Department of Psychiatry, Catholic University of Korea, Medical College, Seoul, Korea

Gambling disorder is a behavioral addiction formally recognized in both the DSM and ICD-
11, characterized by persistent and recurrent gambling behavior that results in clinically sig-
nificant impairment or distress. It represents a chronic and potentially progressive condition 
involving dysregulation of reward processing, impaired impulse control, maladaptive cogni-
tive distortions related to probability and loss, and increased vulnerability to stress. Individu-
al harms associated with gambling disorder arise through interrelated mechanisms. Repeated 
activation of dopaminergic reward pathways reinforces gambling behavior, while loss-chas-
ing and escalating financial involvement intensify economic strain. At the same time, emo-
tional dysregulation, comorbid mood and anxiety symptoms, and increasing concealment 
contribute to social withdrawal and psychological distress. These processes interact to create 
a self-reinforcing cycle in which gambling behavior and individual harms mutually exacer-
bate one another. Individual-level harms can be broadly categorized into economic harms, in-
cluding debt accumulation and financial instability; mental health harms, such as depression, 
anxiety, and elevated suicide risk; physical harms, including sleep disturbance and stress-
related somatic symptoms; and social harms, encompassing family conflict, occupational 
impairment, and social isolation. Also, cognitive dysfunction may be occur. Economic and 
mental health harms are particularly intertwined and play a central role in the maintenance 
of the disorder. Effective responses require a continuum-of-care approach integrating early 
identification, evidence-based psychological interventions, treatment of comorbid psychiat-
ric conditions, financial counseling, family-based support, and long-term relapse prevention.

Keywords: gambling disorder, individual harm, mental health, suicide, behavioral addiction, family 
impact, public health, social costs, family, family burden

4F–2

What happens to the family?

MERIH ALTINTAŞ

Green Crescent Society Scientific Board, Psychiatry Clinic, Kartal Dr. Lütfi Kırdar City Hospital, 
Istanbul, Turkiye
 
Background: Gambling disorder is a chronic behavioral addiction that affects not only the 
individual but also the family system, leading to long-term and multidimensional conse-
quences. The gambling behavior often progresses covertly, resulting in delayed recognition 
by family members and the accumulation of serious financial losses, erosion of trust, role 
conflicts, and social isolation. The literature indicates that family members of individuals 
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with gambling disorder experience substantial stress and burden, with marked impairment in 
family functioning and quality of life. This presentation aims to review the literature address-
ing the challenges faced by families affected by gambling disorder from a comprehensive 
perspective. Method: This presentation is planned as a narrative review encompassing recent 
empirical and theoretical studies examining the impact of gambling disorder on families. The 
review focuses on economic difficulties, relational conflicts, caregiving burden, disruptions 
in social and occupational functioning, and associated emotional strain experienced by fam-
ily members. In addition, the presentation briefly refers to findings from a comparative study 
conducted by the authors, which examined depression, anxiety, hopelessness, and burnout 
among first-degree relatives of individuals with gambling disorder. Results: The literature 
demonstrates that gambling disorder is associated with significant financial problems, loss 
of trust, deterioration in marital and parental roles, and social withdrawal within families. 
Chronic stress related to these difficulties increases vulnerability to psychological distress 
among family members. Consistent with previous findings, the authors’ study revealed el-
evated levels of anxiety, hopelessness, and burnout among relatives of individuals with gam-
bling disorder. Conclusions: Gambling disorder imposes a substantial and often overlooked 
burden on families. Treatment approaches should extend beyond the affected individual and 
incorporate assessment and intervention strategies targeting the family system.

Keywords: gambling disorder, individual harm, mental health, suicide, behavioral addiction, family 
impact, public health, social costs, family, family burden
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4F–3

What happens to society?

DAVID C. HODGINS 

Department of Psychology University of Calgary, Canada

Gambling is widespread, yet its societal consequences extend far beyond individual problem 
gambling. This talk reviews research on the social costs of gambling, emphasizing direct, 
indirect, and intangible harms. Direct costs include expenditures on health care, treatment 
services, and the criminal justice system. Indirect costs capture productivity losses, financial 
strain, and impacts on families and communities, while intangible costs encompass psycho-
logical distress, reduced quality of life, and relational harms that are difficult to quantify. 
Evidence from multiple national contexts shows that social costs are broadly distributed and 
often disproportionately affect socioeconomically disadvantaged populations. Indirect and 
intangible harms frequently exceed direct costs and extend beyond the gambler to partners, 
children, and the wider community. Cross-national studies reveal both common patterns and 
contextual differences in how social costs emerge and are addressed. The presentation also 
highlights challenges in estimating these costs, including definitional boundaries, attribution, 
and measuring intangible effects. By framing gambling as a societal issue rather than solely 
an individual behavior, this review underscores implications for public health policy, preven-
tion, and harm reduction. The session concludes by outlining priorities for future research 
and strategies to mitigate the wide-ranging societal impacts of gambling.

Keywords: gambling disorder, individual harm, mental health, suicide, behavioral addiction, family 
impact, public health, social costs, family, family burden
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4G–1

Impulsivity and binge scrolling: Unraveling their roles in problematic 
internet and social media use among Turkish adults

MUSTAFA SAVCI1, EROL UGUR2, HALE SAVCI3, JON D. ELHAI4

1Firat University, Turkiye
2Duzce University, Turkiye
3Firat University, Turkiye
4University of Toledo, USA
E-mail: msavci@firat.edu.tr

In the present study, we aimed to examine the relationships among impulsivity, binge scroll-
ing (BS), problematic internet use (PIU), and problematic social media use (PSMU). Data 
were collected online from 251 adults in Turkey and analyzed using structural equation mod-
eling. Our hypothesized model tested direct effects of impulsivity on BS, and BS on PIU and 
PSMU, as well as indirect effects of impulsivity on PIU and PSMU through BS. The results 
indicated that impulsivity was significantly and positively associated with BS, which in turn 
was positively related to both PIU and PSMU. Furthermore, BS fully mediated the relation-
ship between impulsivity and both PIU and PSMU. An alternative model examining direct 
associations between impulsivity and PIU/PSMU was also tested and showed acceptable fit, 
with impulsivity positively related to PIU and PSMU. These findings highlight the role of 
binge scrolling as a key mediator linking impulsivity to problematic online behaviors. The 
results contribute to understanding mechanisms PIU and PSMU and have implications for 
theoretical models of problematic technology use.

Keywords: impulsivity, binge scrolling, problematic internet use, problematic social media use

4G–2

Ideal life pursuits and short-form video addiction among adolescents

RUIMEI SUN1,2, JUNLIN WANG1,2, WANXIN YIN1,2, ZIXUAN LUO1,2, HIO CHI ZHU3

1School of Health Humanities, Hubei University of Chinese Medicine, Wuhan, China
2Hubei Shizhen Laboratory, Wuhan, China
3Faculty of Education, University of Macau, Macao, China
E-mail: ruimeisun0306@hbucm.edu.cn

The rise of short-form video addiction among adolescents is a growing societal concern. 
Recent well-being research differentiates between the three types of pursuing ideal life, in-
cluding the pursuit of happiness, the pursuit of psychological richness, and the pursuit of 
meaningfulness. Whether and how these distinct life pursuits relate to short-form video ad-
diction remains under investigated. This study aimed to examine the potential protective 
roles of pursuing a happy life, a psychologically rich life, and a meaningful life against short-
form video addiction in adolescents. A cross-sectional survey was conducted with a total of 
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330 adolescents (52.40% male; Mage = 12.51, SD = 1.59, age ranged from 10 to 16 years). 
Bivariate correlations indicated that only the pursuit of meaningfulness was significantly 
correlated with short-form video addiction (r = -0.15, p < 0.01). When entered separately 
into regression models after controlling for demographics, only the pursuit of a meaningful 
life was a significant negative predictor of addiction (β = -0.17, p < 0.01). However, when 
all three pursuits were entered simultaneously, both the pursuit of a happy life (β = 0.24,  
p < 0.01) and a meaningful life (β = -0.31, p < 0.001) emerged as significant but opposite pre-
dictors. This study identifies that, when considered jointly, the pursuit of a meaningful life is 
a more salient protective factor than the pursuits of happiness or psychological richness. It is 
crucial to note that an excessive focus on the pursuit of happiness may potentially contribute 
to higher risks of short-form video addiction. Therefore, interventions should prioritize cul-
tivating a life orientation centered on meaning for adolescents, while simultaneously guiding 
them to develop a balanced and healthy approach to deriving happiness.

Keywords: short-form video addiction, ideal life pursuits, meaningfulness

4G–3

An online study on the extent of phubbing and its correlates among 
undergraduate medical students in Nepal

BIGYA SHAH1, SHREEYA GYAWALI2, JEEVAN THAPA3, KAMAL HAMAL4,  
ANUVA KHANAL5, NIDESH SAPKOTA6, RABI SHAKYA7

1Department of Psychiatry, Patan Academy of Health Sciences, Nepal
2Consultant Psychiatrist, Arogin Healthcare, Nepal
3Department of Community Health Sciences, Patan Academy of Health Sciences, Nepal
4Department of Psychiatry, Patan Academy of Health Sciences, Nepal
5Department of Psychiatry, Patan Academy of Health Sciences, Nepal
6Department of Psychiatry, Patan Academy of Health Sciences, Nepal
7Department of Psychiatry, Patan Academy of Health Sciences, Nepal
E-mail: shahbigya@gmail.com

Introduction: Phubbing is defined as attending to one’s mobile phone during face-to-face 
interaction. It has emerged as a growing concern with increasing smartphone and internet 
use, especially among medical students. However, there is dearth of research of phubbing 
among medical students. The aim of this study was to assess the extent of phubbing and 
examine its correlates among undergraduate medical students in Nepal. Methods: A cross-
sectional study was conducted among undergraduate medical students (N= 277) in a medical 
college in Nepal in using an anonymous, online questionnaire. Sociodemographic details, 
internet and social media use, and academic performance were collected. Phubbing Scale, 
Smartphone Addiction Scale–Short Version, PHQ-4, Fear of Missing Out Scale(FoMO), 
and Physical Activity Rating Scale were used. Descriptive statistics, group comparion and 
correlation analyses were performed. The level of statistical significance was considered at  
p < 0.05. Results: Mean duration of social media use was 3.52 ± 2.19 hours per day and inter-
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net use was 6.54 ± 2.66 hours per day. Mean phubbing score was 24.39 24.39 ± 5.21. Phub-
bing score showed a significant association with physical activity (p=0.003) and psychologi-
cal distress(PHQ-9 score)(p=0.032). Phubbing score was negatively correlated with physical 
activity score (p=0.031). It was positively correlated with duration of phone use(p=0.004), 
internet use(p<0.001, social media use(p<0.001), FOMO score (p<0.001), and smartphone 
addiction score (p<0.001). Conclusion: Phubbing is associated with reduced physical activi-
ty, greater psychological distress, greater fear of missing out, longer internet and social media 
use and higher levels of digital dependency. These findings highlight the need for awareness 
and targeted interventions to promote healthier digital behaviors in medical education.

Keywords: phubbing, smart phone addiction, medical students, social media use, internet use

4G–4

Latent profile analysis of digital literacy and problematic phone use 
among Chinese adolescents

DIYA DOU, WEIHAO YAN

The Hong Kong Polytechnic University, Hong Kong S.A.R. (China)
E-mail: diya.dou@polyu.edu.hk

Parents are devoted to cultivating their children's digital literacy and mitigating their digi-
tal addiction. While previous research has demonstrated the effectiveness of such family 
mediation, results were mostly based on variable-centered methods and overlooked the het-
erogeneity within adolescent populations. From a person-centered perspective, the present 
study explored whether different types of adolescent phone users exist. Digital literacy and 
problematic phone use constitute two important yet potentially independent aspects of digital 
engagement; examining them together may uncover distinct user patterns. We applied Latent 
Profile Analysis (LPA) to classify user types based on these two dimensions and explored 
their correlates. A total of 996 Chinese adolescents (52.7% female, grades 7-9) completed 
questionnaires assessing digital literacy, problematic mobile phone use, socioeconomic sta-
tus (SES), perfectionism, depressive symptoms, and perceived parental phubbing and digital 
mediation. LPA and BCH analyses were used. Three profiles were identified: high literacy-
high addiction, high literacy-low addiction, and low literacy-high addiction. SES was signifi-
cantly higher in both high literacy groups compared to the low literacy group. Students in the 
high literacy-high addiction group reported greater parental phubbing and more active me-
diation, whereas those in the low literacy-high addiction group experienced more maternal 
restrictive mediation. Regarding perfectionism, the high literacy-high addiction group scored 
high on both adaptive and maladaptive dimensions, while the low literacy-high addiction 
group was characterized by predominantly maladaptive perfectionism. Depressive symptoms 
were higher in both high addiction groups. This study identified three types of adolescent 
phone users and validated these profiles. Results indicate that SES is linked to digital literacy 
acquisition, while cognitive characteristics such as perfectionism patterns appear to play a 
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key role in determining whether high digital literacy is associated with addictive behaviors. 
These findings have implications for designing interventions tailored to adolescents' diverse 
needs.

Keywords: digital literacy, problematic phone use, latent profile analysis, adolescents
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4H–1

Global survey of addiction experts on problematic usage of the internet 
and health responses

ARASH KHOJASTEH ZONOOZI1, JOE SCHOFIELD2,  
FATEME SADAT ABOLGHASEMI1, MARC POTENZA3, ALEX BALDACCHINO2, 
HAMED EKHTIARI4

1Iranian National Center for Addiction Studies, Tehran University of Medical Sciences, Tehran, Iran
2�School of Medicine, Division of Population and Behavioural Science, University of St Andrews,  
St Andrews, United Kingdom

3�Departments of Psychiatry and Neuroscience and Child Study Center, Yale School of Medicine,  
New Haven, CT, USA

4Department of Psychiatry, University of Texas Southwestern (UTSW), Dallas, TX, USA
E-mail: rshkhojasteh@gmail.com

Background and Aims: Problematic usage of the internet (PUI) is a growing global concern, 
emerging among more than 5.3 billion people who use the internet worldwide. While specific 
forms such as online gaming and gambling are recognized as disorders or conditions for fur-
ther study in diagnostic manuals, global data on prevalence, treatment, and health responses 
to PUI remain limited. This study aimed to obtain perspectives from representatives of ad-
diction medicine/psychiatry societies regarding the scope, treatment, and health responses to 
PUI and identify gaps. Methods: A global survey was conducted through the International 
Society of Addiction Medicine's Global Expert Network (ISAM-GEN), involving addiction 
societies from 38 countries across Europe, Asia/Oceania, the Americas, and Africa. The sur-
vey assessed responses to non-specific PUI and five subtypes: online gaming, gambling, por-
nography, social media, and online shopping. It included case scenarios and questions on the 
significance and severity of PUI, and country-level health responses. Results: Online gam-
bling (94.8%) and gaming (86.9%) were the most frequently reported PUI forms, followed 
by social media (84.2%), pornography (68.3%), and online shopping (52.6%). Psychothera-
peutic approaches, particularly cognitive behavioral therapy, were the most widely available 
treatments, reported as accessible by over 70% of country respondents. Despite growing 
awareness—reflected in the formation of PUI interest groups in 44.7% of societies—gaps 
were reported, including lack of professional certification (78.9%), insufficient practitioner 
education (68.4%), and inadequate expert training (63.2%). Notably, 65.8% rated the 10-year 
severity of PUI as extremely or very important. Discussion and Conclusion: Global attention 
to PUI is increasing, but more robust healthcare responses are needed. Addressing existing 
gaps requires enhanced training and sustainable international efforts.

Keywords: internet addiction, global survey, pornography, technology addiction, video games
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4H–2

Connected adolescents, vulnerable adolescents:  
Toward a multidimensional evaluation of problematic internet use

JULIEN CABÉ1,2, GEORGES BROUSSE1,2, CÉCILE MIELE1,  
INGRID DE CHAZERON1,2

1University Hospital of Clermont-Ferrand, France
2Clermont Auvergne University, France
E-mail: jcabe@chu-clermontferrand.fr

Background: Problematic Internet Use (PIU) is increasingly recognized as a major public 
health issue among adolescents, who are particularly exposed to intensive digital practices. 
Although the World Health Organization has raised concerns about PIU, its clinical and psy-
chosocial consequences remain only partially understood. In particular, few studies have 
examined simultaneously the associations between PIU, mental health symptoms, quality of 
life, and substance use, or explored whether distinct vulnerability profiles can be identified. 
Such an approach is essential to improve early detection and to design targeted prevention 
strategies. Methods: We conducted a cross-sectional analysis using data from the French 
DOPADOS survey, based on a representative two-stage stratified cluster design. A total of 
4,861 adolescents from 61 educational institutions completed an electronic self-administered 
questionnaire assessing PIU (Internet Addiction Scale), psychoactive substance use, psycho-
logical distress, anxiety and depressive symptoms, quality of life, and sociodemographic 
factors. Multiple correspondence analyses were performed to identify specific vulnerability 
profiles associated with PIU. Results: More than half of the adolescents (53.1%) presented 
PIU, including 42.0% with risky use and 11.0% at risk of dependence. Girls were over-
represented in the high-risk PIU group. PIU was strongly associated with higher substance 
use, increased psychological distress, more anxiety and depressive symptoms, and a marked 
impairment in quality of life. Multivariate profiling revealed several distinct vulnerability 
profiles, underlining the heterogeneity of clinical and behavioral patterns linked to PIU. Con-
clusions: Our findings highlight a worrying level of digital vulnerability among adolescents. 
The strong interplay between PIU, mental health symptoms, substance use, and quality of 
life supports the need for integrated screening and prevention strategies. Identifying specific 
vulnerability profiles may help tailor early interventions and optimize preventive actions in 
adolescent populations.

Keywords: problematic internet use, adolescents, vulnerability profiles
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4H–3

Exploring interoceptive awareness and personality in Problematic 
Internet Use

GRACE WANG1, DOVILE SIMKUTE2, INGA GRISKOVA-BULANOVA2

1University of Southern Queensland, Australia
2Institute of Biosciences, Life Sciences Centre, Vilnius University, Lithuania
E-mail: grace.wang@unisq.edu.au

Background: Problematic Internet Use (PIU) has emerged as a growing concern, yet the 
cognitive-perceptual factors underlying this behaviour remain underexplored. Interoceptive 
awareness, one of cognitive-perceptual factors, refers to the ability to perceive internal bodily 
sensations and has been implicated in addictive behaviours but its role in PIU is unclear. 
Methods: This study examined the relationship between interoceptive awareness and PIU, 
and the moderating influence of personality traits in a non-clinical sample of 161 regular 
internet users (71 males). Participants completed the PIUQ-9 (Nine-Item Problematic Inter-
net Use Questionnaire), DPIU (Dimensions of Problematic Internet Use), Neo-Pi-R NEO 
(Personality Inventory-Revised) and MAIA (Multidimensional Assessment of Interoceptive 
Awareness) questionnaires. Spearman correlations and network analysis were conducted to 
assess relationships and interconnections among the variables. Results: Neuroticism emerged 
as a central factor, strongly linked to both PIU and interoceptive awareness. Network analysis 
highlighted specific negative connections between the interoceptive states of Trusting and 
Not-Distracting and PIU. Conclusion: These preliminary findings suggest that specific in-
teroceptive states and personality traits, particularly neuroticism, are significantly associated 
with PIU. By highlighting interoceptive dimensions as relevant factors, this study addresses 
a critical gap and underscores the need for further research into cognitive-perceptual mecha-
nisms underlying PIU.

Keywords: Problematic Internet Use, interoceptive awareness, personality

4H–4

Emotion regulation and cognitive flexibility as self-regulatory 
mechanisms in internet addiction

RISHITA PRAMANICK, VINEETHA SIVAKUMAR

Alliance University, Bengaluru, India
E-mail: rishitapramanick1997@gmail.com

Internet addiction is increasingly conceptualized as a behavioral addiction involving im-
paired self-regulation and maladaptive coping. While prior research has largely emphasized 
impulsivity and attentional deficits, the roles of emotion regulation and cognitive flexibility 
as underlying mechanisms remain comparatively underexplored. The present study aims to 
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examine the associations between internet addiction severity, difficulties in emotion regu-
lation, and cognitive flexibility among young adults. Emotion regulation is defined as the 
capacity to monitor and modulate emotional responses, whereas cognitive flexibility refers 
to the ability to adapt cognitive and behavioral strategies in response to changing demands. 
Drawing on self-regulation and executive dysfunction frameworks, the study proposes that 
deficits in emotion regulation may be linked to reduced cognitive flexibility, contributing to 
rigid and compulsive internet use patterns. A cross-sectional quantitative design is proposed. 
Standardized self-report measures will assess internet addiction, emotion regulation difficul-
ties, and cognitive flexibility. Correlational and regression analyses will be conducted to 
examine relationships among the study variables. This mechanism-oriented approach aims to 
advance understanding of self-regulatory processes underlying internet addiction and inform 
intervention strategies.

Keywords: internet addiction, emotion regulation, cognitive flexibility, self-regulation, behavioral ad-
diction

4H–5

The cyclical relationship between psychological dispositions and 
internet addiction: A two-wave study with gender moderation

BEYZA EKIN NIGAR, CIHANGIR ARKAÇ, MELIKE EĞER-AYDOĞMUŞ

Hacettepe University, Ankara, Turkiye
E-mail: cihangirarkac@gmail.com

Background: Behavioral addictions can act as both a cause and a consequence of self-com-
passion (SC) (Mitropoulou et al., 2022), self-esteem (SE) (Mei et al., 2016) and psycho-
logical wellbeing (PW) (Soriano-Molina et al., 2025), and these effects may differ based on 
gender (Bluth et al., 2017). This research aimed to be the first to evaluate the extent of the sig-
nificant cyclical relationship between psychological dispositions and Internet addiction (IA), 
considering the role of gender. Method: The study involved 527 participants (44% male, 
52% holding a bachelor's or postgraduate degree) aged 18–44, who completed the Psycho-
logical Well-Being Scale, the Self-Compassion Scale-Short Form, the Young Internet Addic-
tion Test-Short Form, and the Rosenberg Self-Esteem Scale online at three-month intervals.  
Results: An ANCOVA analysis showed that even when controlling for Wave 1 (W1) IA scores, 
males (Adjusted M = 28.90, SE = .43) exhibited higher IA than females (Adjusted M = 27.76, 
SE = .38) did in Wave 2 (W2). The moderated mediation tested via the PROCESS macro 
Model 7 (5,000 bootstrap samples) revealed a significant indirect effect of W1-SE on W2-IA 
via W2-PW, b=.03, 95% CI = [.00, .08]. The effect of W1-SE on W2-PW was significantly 
moderated by gender (t(527)= -2.20, b= -.25, 95%, p=.03) with a stronger effect for males  
(b =.74, p<.001) than females (b=.49, p<.001). Conversely, a PROCESS Model 4, inde-
pendent of gender, supported the reciprocal link by revealing a significant indirect effect of  
W1-IA on W2-PW, mediated by W2-SE, b= −.11, 95% CI=[−.17, −.06]. Conclusion: The 
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findings confirm longitudinal reciprocal relationship between Internet addiction and psycho-
logical dispositions, demonstrating that these constructs influence each other over time. Spe-
cifically, the strong, gender-moderated role of self-esteem highlights the need for targeted, 
gender-specific interventions. These influential mechanisms, particularly the effects tied to 
self-esteem and gender, warrant discussion within the framework of honor and collectivist 
cultures.

Keywords: internet addiction, self-esteem, self-compassion, psychological wellbeing, longitudinal cy-
clical relationship

References:
Bluth, K., Campo, R. A., Futch, W. S., & Gaylord, S. A. (2017). Age and gender differences in the as-
sociations of self-compassion and emotional well-being in a large adolescent sample. Journal of Youth 
and Adolescence, 46(4), 840-853.
Mei, S., Yau, Y. H., Chai, J., Guo, J., & Potenza, M. N. (2016). Problematic internet use, well-being, 
self-esteem and self-control: Data from a high-school survey in China. Addictive Behaviors, 61, 74–79.
Mitropoulou, E. M., Karagianni, M., & Thomadakis, C. (2022). Social media addiction, self-compas-
sion, and psychological well-being: A structural equation model. Alpha Psychiatry, 23(6), 298–304.
Soriano-Molina, E., Limiñana-Gras, R. M., Patró-Hernández, R. M., & Rubio-Aparicio, M. (2025). 
The association between internet addiction and adolescents’ mental health: A meta-analytic review. 
Behavioral Sciences, 15(2), 116.



Session 5A	 Symposia and parallel sessions 

157	 ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye 

5A–1

From restriction to resilience: A personalised digital tool to promote 
self-regulation and sustainable behaviour

SALLY GAINSBURY

University of Sydney, Australia
E-mail: sally.gainsbury@sydney.edu.au

Interventions to reduce gambling harm often focus on limiting risk or restricting behaviour, 
yet uptake of existing tools by consumers remains low. Many gamblers do not perceive these 
tools as personally relevant, particularly those who do not identify as experiencing problems. 
This creates a gap between the intention to promote safer gambling and the reality of limited 
engagement. This presentation outlines the development and early-stage evaluation of a nov-
el digital tool, Bet Well, designed to support financial capability and self-regulation among 
regular online gamblers as protective factors in gambling harm prevention. The tool enables 
individuals to upload their gambling activity from multiple operators and receive person-
ally tailored feedback on spending patterns, wins and losses, comparative social norms, and 
affordability. Rather than focusing on behavioural control or risk messaging, the tool aims 
to prompt intentional decision-making by increasing financial awareness and aligning gam-
bling with individual goals. The tool was developed using a user-centred co-design pro-
cess, incorporating insights from people with lived experience, clinicians, and behavioural 
scientists. It draws on principles from behavioural economics and digital mental health to 
maximise usability, engagement, and personal relevance, factors known to predict uptake and 
effectiveness across digital health tools. Feasibility and acceptability studies conducted with 
Australian and international gambling consumers (N=188) found moderate to high levels of 
perceived usefulness and engagement, particularly among higher-risk individuals. Motiva-
tions for using the tool included a desire for increased financial insight, better control over 
gambling spend, and curiosity about cumulative activity. The findings suggest the tool is 
well-positioned to fill a current gap in the prevention ecosystem, offering support to individu-
als who may not seek help, but who are open to reflecting on their behaviour when feedback 
is framed in personally meaningful, non-judgemental ways. The presentation will also share 
results from an experimental study involving approximately 200 regular Australian sports 
bettors, examining the immediate cognitive and intentional effects of using the tool with 
their own gambling data. Primary outcomes include changes in awareness of spend, planned 
gambling expenditure, perceived control, and confidence in managing gambling. These out-
comes are aligned with foundational elements of financial capability and self-regulation and 
may act as early mechanisms of longer-term behavioural resilience. By shifting the focus 
from restriction to resilience, this work proposes a new direction for digital interventions in 
gambling and behavioural addictions more broadly, one that supports autonomy, personal 
relevance, and sustainable behavioural patterns through increased self-knowledge and capa-
bility. Findings have implications for the design of digital interventions across behavioural 
addictions and for policy frameworks seeking to balance protection with autonomy.

Keywords: financial awareness, online gambling, player tracking, prevention
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5A–2

Optimising the identification of at-risk individuals on online gambling 
sites via machine learning

ROBERT HEIRENE, SALLY GAINSBURY

University of Sydney, Australia
E-mail: robert.heirene@sydney.edu.au

Background: Online gambling operators collect detailed behavioural data that can be used 
to identify customers at risk of harmful gambling. This study examined the value of ma-
chine learning in this context. We compared models trained on 30 days versus six months 
of behavioural data and explored whether incorporating self-reported survey responses en-
hanced performance. Methods: Customers from two Australian sports and race betting sites 
(N=1,470) completed a survey including the Problem Gambling Severity Index (PGSI) and 
measures of employment, income, gambling satisfaction, number of gambling accounts, and 
estimated past-30-day expenditure. Survey responses were matched to participants’ account 
data provided by operators. We built a series of machine learning models to classify partici-
pants into risk groups (PGSI 1-7 [no-to-moderate-risk] vs. PGSI ≥8 [high-risk]), comparing 
performance across data windows (30 days vs. six months), and with or without survey vari-
ables. Results: Models using only behavioural data achieved adequate classification accuracy 
(Area Under the Receiver Operating Characteristic curve [AUROC]=0.74–0.75), with simi-
lar performance across 30-day and six-month data windows. The most predictive account-
based variables were age, deposit intensity (deposits per active day), average stake size, 
and days since last bet. Combining behavioural data with self-reported variables substan-
tially enhanced performance (AUROC=0.76–0.85). Two self-reported variables—number of 
gambling accounts held and gambling satisfaction—were primarily responsible for improve-
ments. Conclusions: Machine learning models can effectively detect at-risk customers on 
online sports and race betting sites using only 30 days of behavioural data. Performance can 
be improved by adding minimal, non-intrusive self-report measures.

Keywords: gambling disorder, risk detection, artificial intelligence, algorithm, behavioural marker
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5A–3

Feasibility and acceptability of lower-risk gambling guidelines in 
Belgium and France: A qualitative study

EMELINE CHAUCHARD1, GUYONNE ROGIER2, CLAIRE SCHUMANN2, 
AURÉLIEN CORNIL3

1Université de Poitiers, France
2Saint Camillus International University of Health Sciences, Italy
3Liège University, Belgium
E-mail: emeline.chauchard@univ-poitiers.fr

Background and aims: The SAFEGUARD project aims to evaluate the feasibility and ac-
ceptability of the Lower-Risk Gambling Guidelines (LRGG) (Hodgins et al., 2023; Young 
et al., 2024), originally developed in Canada and previously tested in Finland (Egerer et al., 
2025; Palomäki et al., 2024), within Belgium, France and Italy. The LRGG provide evidence-
based recommendations intended to reduce gambling-related harms and include thresholds 
for gambling expenditure, frequency, and breadth of gambling activities. This qualitative 
study examines whether the LRGG are perceived as relevant, understandable, and acceptable 
across different cultural contexts and among key stakeholder groups involved in behavioral 
addictions. Methods: Focus groups are being conducted in Belgium and France with four 
categories of participants: regular gamblers (gambling at least once per week), individuals 
with problem gambling, relatives of individuals with gambling problems, and mental health 
professionals involved in the treatment of gambling disorder. During the focus groups, partic-
ipants discuss key gambling parameters addressed by the LRGG (e.g., expenditure, frequen-
cy, and number of gambling modalities) and express their views on the feasibility, accept-
ability, and potential limitations of each guideline. All sessions are audio-recorded and tran-
scribed verbatim. A thematic analysis is conducted independently by two researchers, with 
discrepancies resolved through discussion to achieve consensus. Results: The analysis aims 
to identify perceived barriers and facilitators related to the implementation of the LRGG, 
as well as culturally specific concerns and suggestions for adaptation. Particular attention is 
paid to reasons why certain quantitative thresholds may be considered unrealistic, unaccept-
able, or incompatible with lived gambling practices. Conclusions: Findings from this study 
will inform whether the LRGG can be adopted as currently formulated, require adaptation to 
European contexts, or face significant acceptability challenges. Overall, the SAFEGUARD 
project seeks to support the development of evidence-informed, culturally sensitive public 
health strategies and prevention campaigns addressing gambling-related harms in Europe.

Keywords: gambling, guidelines, harm reduction, qualitative study
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5A–4

Behaviourally derived guidelines for lower-risk online betting:  
Evidence and consumer validation

SALLY GAINSBURY, ROBERT HEIRENE

University of Sydney, Australia
E-mail: sally.gainsbury@sydney.edu.au

This presentation introduces a prevention-focused approach to supporting lower-risk online 
sports and race betting using empirically derived behavioural guidelines and new consumer 
validation data. Our recent research established Australian low-risk gambling guidelines 
(LRGGs) for online wagering using objective account-level behavioural data rather than self-
reported gambling. These guidelines define four behavioural thresholds associated with a 
significantly lower likelihood of gambling-related harm: depositing no more than 2% of pre-
tax household income per month, using no more than two wagering accounts, making four or 
fewer deposits per month, and betting on four or fewer types of sports or racing products. The 
value of these guidelines as a harm prevention strategy depends on how people who gamble 
understand and use them. This presentation extends our published work by presenting new, 
unpublished data from 271 Australian adults who regularly engage in online sports and race 
betting recruited from an online betting operator. The data examine consumer perceptions of 
the guidelines' acceptability, feasibility, and fairness, alongside preferences for alternative 
thresholds, timeframes, and additional behavioural indicators. Participants rated the guide-
lines as acceptable and feasible, exceeding pre-specified benchmarks, and judged them as 
generally fair across gambling risk levels. Gambling severity and readiness to change did 
not meaningfully predict these perceptions, indicating that behaviourally derived guidelines 
may support harm prevention across the full risk continuum. Participants consistently identi-
fied income-relative expenditure and deposit frequency as the most salient indicators of risk, 
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while expressing preferences for higher numerical thresholds and shorter timeframes. These 
responses highlight the tension between statistically derived risk thresholds and perceived 
behavioural realism. The findings demonstrate that effective harm prevention requires more 
than identifying behavioural risk thresholds. Guidelines must align with consumer under-
standing, values, and everyday gambling practices to support engagement. Framing LRGGs 
as universal self-monitoring tools, rather than interventions targeted at problem gambling, 
may reduce resistance and increase relevance, particularly among those who do not self-
identify as at risk.

This presentation discusses implications for clinicians, community practitioners, and poli-
cymakers. It outlines how behaviourally grounded guidelines can support early interven-
tion conversations, complement mental health and financial counselling services, and inform 
the design of safer gambling tools and consumer protection policy. By integrating objective 
behavioural evidence with consumer validation, this work advances a practical, credible ap-
proach to preventing gambling-related harm in technology-enabled gambling environments.

Keywords: online betting, guidelines
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From evidence to practice: Adapting lower-risk gambling guidelines for 
the Finnish context

SARI CASTRÉN1,2,3, MATTHEW M. YOUNG4,5,6, DAVID C HODGINS7,  
ANNE H SALONEN1

1National Institute for Health and Welfare, Finland
2Turku University, Social Sciences Department of Psychology, Turku, Finland
3Helsinki University, Department of Medicine, Helsinki, Finland
4Canadian Centre on Substance Use and Addiction, Ontario, Canada
5GREO, Guelph, Ontario, Canada
6Carleton University, Ottawa, Canada
7Alberta University, Alberta, Canada
E-mail: sari.castren@thl.fi

The Lower-Risk Gambling Guidelines (LRGG) represent an important advance in translating 
empirical evidence on gambling-related harm into clear public health guidance. Developed 
in Canada through extensive multi-method research, the LRGGs provide evidence-based 
thresholds for g expenditure, frequency, and breadth of participation associated with reduced 
risk of gambling-related harm. As they are disseminated internationally, effective implemen-
tation requires consideration of language differences, cultural norms, and regulatory con-
texts. This presentation examines the feasibility, acceptability, and applicability of adapting 
the LRGG to the Finnish environment.

Finland offers a distinctive setting for guideline adaptation due to its individualized finan-
cial norms, comprehensive population-level gambling data, and ongoing regulatory changes. 
A challenge in adapting the Canadian LRGG was use of household gross income as the basis 
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for the expenditure threshold. Drawing on Finnish quantitative and qualitative research, we 
describe the rationale for modifying expenditure limits from 1% of annual household income 
to 2% of personal net income. This adjustment improves cultural resonance, enhances clar-
ity for individuals who gamble, and aligns with existing Finnish survey practices, while re-
maining conservative and consistent with the original evidence base. The Finnish adaptation 
demonstrates that empirical fidelity and contextual flexibility are compatible in public health 
guideline development. By maintaining the underlying harm-risk logic while improving in-
terpretability and acceptability, the adapted LRGGs are more likely to support uptake and 
preventive impact. This case illustrates the importance of culturala adaptation and evidence 
translation and provides a model for how the LRGGs can be adapted across diverse jurisdic-
tions without undermining their scientific foundation.

Keywords: gambling, lower risk gambling, harms, prevention
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5B–1

Development of the Diagnostic Interview Schedule for Disorders due  
to Addictive Behaviours (DISDAB)

HANS-JÜRGEN RUMPF, LARA ZUMRODE, MARTINA OBST,  
WHO EXPERT GROUP ON DISORDERS DUE TO ADDICTIVE BEHAVIOURS

University of Lübeck, Germany
E-mail: hans-juergen.rumpf@uksh.de

Background: Assessments of internet use disorders (IUDs) primarily rely on screening ques-
tionnaires. However, most of these instruments have not been validated using clinical inter-
views. This may decrease the clinical utility and the appropriateness of cutoff scores. In gen-
eral, few diagnostic interviews for IUDs exist. Furthermore, there are currently no standard 
instruments for assessing IUDs. For this purpose, the WHO has developed the Diagnostic 
Interview Schedule for Disorders due to Addictive Behaviours (DISDAB). Methods: The 
DISDAB was developed using existing tools from Japan, Korea, Australia, and Germany 
based on the diagnostic requirements for gaming and gambling disorders according to the 
11th edition of the International Classification of Diseases (ICD-11). An international group 
of experts rated the usefulness of each item. Additionally, items were evaluated to ensure they 
cover various aspects of the diagnostic requirements. Several rounds of expert meetings eval-
uated the draft, leading to the final version. Subsequently, the DISDAB for gaming disorder 
was adapted for gambling disorder. Results: The DISDAB covers diagnostic requirements 
such as impaired control, prioritizing gaming over other activities, and continuing to game 
despite negative consequences. It also covers items for harmful and hazardous use, as well 
as additional clinical features such as tolerance, withdrawal, and craving. While the latter 
are not necessary for diagnosing gaming and gambling disorder, they are useful for clinical 
and research purposes. The DISDAB allows for distinction between lifetime and past-year 
diagnoses. The tool has been translated into several languages and will be validated in a 
large, multisite, international study. In addition to gambling and gaming, an adapted version 
for social media use disorder is available. Adaptations for shopping and pornography use 
disorders are also suggested. Conclusions: The DISDAB shows promise as an international 
standard tool. It will improve the precision of diagnoses and make them more comparable 
across samples and countries.

Keywords: gambling disorder, gaming disorder, diagnostic interview, WHO
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5B–2

Could Screen Use Disorder exist? Item response theory analysis of the 
DSM-5 substance use criteria adapted to screen use

AXEL ALLACHE1, JEAN-MARC ALEXANDRE1, PIERRE-EMANUELLE ROZIEZ3, 
MARIE-HELENE BRU-DURE2, THIBAULT CHENEVIERE3, MARC AURIACOMBE1, 
FUSCHIA SERRE1

1SANPSY CNRS/UB UMR 6033, France
2Commune d'agglomeration Pau, France
3Centre hospitalier des Pyrenees, Pau, France
E-mail: axel.allache@u-bordeaux.fr

Aim: Worldwide, screen exposure has increased significantly, and reports of related adverse 
outcomes have been documented. Excessive screen use may share common mechanisms 
with addictions. In a context where the line between pathological and recreational use is 
blurred, the development of diagnostic tools is essential to better understand these behaviors. 
Objective: To evaluate the psychometric properties of a Screen Use Disorder (ScUD) scale 
composed of the 11 DSM-5 Substance Use Disorder (SUD) criteria adapted to screen. Meth-
od: These 11 ScUD criteria have been assessed through a self-administered questionnaire 
among adult participants recruited online in French general population. Unidimensionality, 
local independence, and psychometric properties of the scale was explored by confirmatory 
factor analysis (CFA) and a two-parameter Item Response Theory (IRT) model (2PL) to as-
sess discrimination (a, the item’s ability to distinguish severity) and difficulty (b, the severity 
level at which the item is endorsed) of each item. Results: The sample included 3,038 par-
ticipants, (73.4% women; age 42.2 (SD = 13.9)). Among them, 79.1% (n = 2,403) reported 
at least one ScUD criterion, and 16.3% (n = 494) reported five or more criteria. CFA con-
firms unidimensionality. The most frequently reported criterion was “larger/longer” (67.3%), 
whereas the least reported was “tolerance” (4.7%). The IRT model shows good discrimina-
tion for most items (a ≈ 1.9–2.4), with difficulty parameters spanning a wide continuum (b = 
−0.60 to 2.15). The “craving” criterion shows strong discrimination (a = 1.87) and difficulty 
level in the core range of the severity continuum (b = 1.43). Conclusion: Results shown that 
the 11 ScUD criteria constituted a globally consistent, unidimensional, and psychometrically 
robust scale, suggesting they may be useful indicators of various severity of ScUD. Further 
analyses should explore if alternative subsets of items may offer different diagnostic po-
tential. Financial Support: This research was supported by University of Bordeaux’s IdEx 
“Investments for the Future” program/GPR BRAIN_2030 (Adapsy project); doctoral grants 
2024, co-sponsored by IReSP and INCa (AAP-2024-CADDOC-363509); France.

Keywords: psychometric analysis, screen use



Session 5B	 Symposia and parallel sessions 

165	 ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye 

5B–3

Validating the Gaming Disorder Identification Test in English, Chinese, 
Dutch and Indonesian

GARY CHAN1, DANIEL STJEPANOVIC1, JOHN SAUNDERS1, STEPHANIE FONG1, 
CAITLIN MCCLURE-THOMAS1, ANNE MARIJE KAAG2, JIANG LONG3,  
KRISTIANA SISTE4, WIM VAN DEN BRINK2, PIM WIDDERSHOVEN2, MIN ZHAO3, 
NA ZHONG3, JANNI LEUNG1

1The Univrsity of Queensland, Australia
2Vrije Universiteit Amsterdam, The Netherlands
3Shanghai Jiao Tong University School of Medicine, China
4Faculty of Medicine, Universitas Indonesia
E-mail: c.chan4@uq.edu.au

Background: Gaming disorder has been formally recognized by the World Health Organiza-
tion as a mental disorder in the ICD-11, but validated screening tools remain limited. We 
aim to assess the Gaming Disorder Identification Test (GADIT) for screening for gaming 
disorder across multiple languages and countries. Methods: The GADIT was translated into 
Chinese, Dutch, and Indonesian and validated using data from 1,519 participants (played 
video games at least 3 hours per week) across five countries (Australia, China, Indonesia, 
Netherlands, USA) recruited through the Nielsen Global Insight online panel. We conduct-
ed: (1) item response theory (IRT) analyses and reliability assessment for each diagnostic 
requirement, (2) multi-group confirmatory factor analysis across countries, (3) IRT analy-
ses, and (4) validation analyses examining associations with the Internet Gaming Disorder 
Test (IGDT-10), depression (PHQ-2), anxiety (GAD-2), gaming intensity (high vs low), and 
gaming-related financial problems (yes vs no). Results: The GADIT had excellent internal 
consistency (≥0.85). Confirmatory factor analysis supported factor loading invariance across 
countries (χ²(28)=19.36, p=.886; RMSEA=.054; CFI=.986; TLI=.984), indicating a single-
factor structure of gaming disorder. There were variations in sensitivity, showing lower sensi-
tivity for the physical complaint item in China and Indonesia, where high scores on continu-
ing to play despite adverse impact on health may not necessarily indicate gaming problem. 
It had strong concurrent validity (all p<0.001) with the IGDT-10 (b=0.67) and was signifi-
cantly associated with depression (b=0.38, R²=20.66%), anxiety (b=0.35, R²=19.74%), gam-
ing intensity (OR=3.11), and gaming-related financial problems (OR=3.11). Conclusions: 
The GADIT screening tool for gaming disorder generally demonstrates robust psychometric 
properties and high validity, but some cultural or language revisions may further improve its 
international use.

Keywords: gaming disorder, video game, psychometrics, validation, scale
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5B–4

Gaming disorder assessment tools: Psychometric foundations and 
application in neurobiological research
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CHRISTINA R. GALANIS1, SANNI BEHM1, HENRIETTA BOWDEN-JONES3,4,  
JOEL BILLIEUX5,6, SIMONE RODDA7, STÉPHANIE BAGGIO8,9,  
KATAJUN LINDENBERG10, MATTHIAS BRAND11,12,13, MARC N. POTENZA14,  
ZSOLT DEMETROVICS1,15,16, PAUL DELFABBRO1, DANIEL KING1

1�Flinders University Institute for Mental Health and Wellbeing, College of Human Sciences & 
Culture, Flinders University, Adelaide, Australia

2School of Biomedicine (Pharmacology), The University of Adelaide, Adelaide, Australia
3National Centre for Behavioral Addictions, London, United Kingdom
4Department of Psychiatry, University of Cambridge, Cambridge, United Kingdom
5Institute of Psychology, University of Lausanne, Lausanne, Switzerland
6�Centre for Excessive Gambling, Addiction Medicine, Lausanne University Hospitals (CHUV), 
Lausanne, Switzerland

7Auckland University of Technology, Psychology and Neuroscience, Auckland, New Zealand
8Institute of Primary Health Care (BIHAM), University of Bern, Switzerland
9Laboratory of Population Health (#PopHealthLab), University of Fribourg, Switzerland
10Department of Psychology, Heidelberg University, Germany
11�General Psychology: Cognition, Faculty of Computer Science, University of Duisburg-Essen; 

Duisburg, Germany
12�Center for Behavioral Addiction Research (CeBAR), Center for Translational Neuro- and Behavioral 

Sciences, University Hospital Essen, University of Duisburg-Essen; Essen, Germany
13Erwin L. Hahn Institute for Magnetic Resonance Imaging; Essen, Germany
14Yale School of Medicine, Yale University, New Haven, Connecticut, United States
15Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary School Psychology
16Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar, Gibraltar The 
17University of Adelaide, Australia
E-mail: muddsar.hameed@flinders.edu.au

The recognition of gaming disorder (GD) in the ICD-11 has led to global research efforts to 
advance screening methods. The measurement landscape is complex, with numerous tools 
differing in their conceptual foundation and test content and structure. This talk will present 
the findings of a comprehensive review of GD screening instruments, analysing 49 tools used 
across 1,292 peer-reviewed studies. This focus of this review was on tools’ conceptual basis, 
diagnostics, psychometric information, and applications in different types of research. Find-
ings show consistent expansion in available measures, including 17 new tools since 2019. 
The review underscores that many neurobiological studies have applied GD screening instru-
ments that lack robust psychometric validation, highlighting the urgent need for standard-
ized, reliable tools. By mapping nearly three decades of tool development, this review pro-
vides a major update on the status of GD assessment practices and suggests future directions.

Keywords: gaming disorder, screening tools, psychometrics, neurobiology
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5B–5

Measuring digital well-being beyond addiction:  
Development and validation of a multidimensional scale

PAOLO RIVA, LUCA PANCANI

Departiment of Psychology, University of Milano-Bicocca, Italy
E-mail: paolo.riva1@unimib.it

The growing pervasiveness of digital technologies in everyday life—accelerated by remote 
work, mobile connectivity, and algorithm-driven platforms—has prompted increasing con-
cern for individuals’ digital well-being (DW). While early research has often focused on 
problematic or addictive use, recent approaches emphasize DW as a subjective and mul-
tidimensional experience, encompassing both the benefits and the potential drawbacks of 
digital life. However, a validated, theory-driven instrument to assess digital well-being in its 
complexity is still lacking. This project introduces and validates a new Digital Well-Being 
Scale, designed to capture a broad spectrum of physical, emotional, cognitive, and social ex-
periences related to digital technology use. In two cross-sectional studies (total N = 750), we 
employed state-of-the-art psychometric procedures. In Study 1, we developed a large item 
pool based on the existing literature and conducted exploratory factor analysis to identify 
the underlying dimensions and reduce item redundancy. In Study 2, we tested the factorial 
structure using confirmatory factor analysis and assessed construct and convergent validity. 
The final version of the scale reflects some specific experiential domains, including digital 
fatigue, physical strain, self-efficacy, multitasking stress, intrusion into offline life, privacy 
concerns, social connection, and growth/purpose. Correlational analyses explored associa-
tions with mental well-being, job satisfaction, technostress, and existing measures of digital 
well-being. Our findings suggest that digital well-being cannot be reduced to screen time or 
addiction risk but should be understood as a dynamic interplay between control, satisfaction, 
and integration of digital tools into daily life. The scale offers a novel instrument for both 
researchers and practitioners interested in promoting healthy digital habits and preventing 
digital burnout in the general and working population.

Keywords: digital well-being, problematic technology use, digital health, scale development, psycho-
metric validation
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5B–6

Trustworthiness in qualitative research: A focus on gambling and 
gaming harm

SIMONE RODDA, RIMKE BIJKER, JASON LANDON

Auckland University of Technology, New Zealand
E-mail: simone.rodda@aut.ac.nz

Background: Qualitative research is central to understanding gambling and gaming harm 
because it documents lived experience and captures processes that are difficult to measure 
quantitatively. Confidence in qualitative findings relies on how clearly researchers describe 
their analytic decisions and strategies for establishing trustworthiness. However, little is 
known about how these practices are reported in gambling and gaming research. Aim: The 
aim of this study was to systematically review recent qualitative gambling and gaming stud-
ies to identify how approaches to trustworthiness are reported. Methods: We reviewed quali-
tative studies published in the past five years that examined the experiences of people with 
gambling or gaming problems. Studies were identified using a systematic search and anal-
ysed using a structured coding framework focused on the reporting of trustworthiness prac-
tices. Results: Studies were coded for whether they reported data triangulation, respondent 
validation or member checking, audit trails, deviant case analysis, and researcher reflexivity 
or positionality. Reporting of these practices varied across studies. Many papers provided 
limited detail on how trustworthiness was considered during analysis. Conclusions: Quali-
tative studies form an important part of the evidence base on gambling and gaming harm. 
Clearer reporting of trustworthiness practices would support more confident interpretation of 
findings and strengthen the contribution of lived experience research in this field.

Keywords: qualitative, methodology, research design, reproducibility of results
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5C–1

Daily gaming-related conflicts and parent-adolescent relationship 
quality: Quantitative and qualitative insights

CAMILLA K.M. LO, EDWARD W.W. CHAN

The Hong Kong Polytechnic University, Hong Kong S.A.R. (China)
E-mail: camilla.lo@polyu.edu.hk

Background: The rapid expansion of digital technology has created new sources of parent-
child tension. Parental concerns about excessive device use often lead to disagreements re-
garding rules, limits, and monitoring. Despite the prevalence of adolescent gaming and its 
potential to intensify autonomy-related disputes, how gaming conflicts shape daily parent-
child relationship quality and conflict resolution remains underexplored. Methods: Study 1 
is part of a longitudinal project utilizing a 14-day ecological momentary assessment. For this 
presentation, we analyzed the daily measures captured across the 14-day period. The study 
involved 63 Chinese parent-adolescent dyads (adolescents aged 12 to 18 who self-identified 
as gaming ≥21 hours/week). Daily measures included parent-child relationship satisfaction 
and gaming/non-gaming related parent-child conflicts. Pre-assessment parent-child attach-
ment was also measured. Study 2 involved qualitative interviews with 10 parents/adolescents 
exploring their experiences and resolution strategies (including repairment strategies) for 
gaming-related conflicts. Results: Using a multilevel actor-partner interdependence model, 
Study 1 revealed that daily game-related conflict between parents and children were statisti-
cally significantly associated with worse daily parent-child relationship satisfaction at the 
actor level only (β = -0.063, 95% CI = -0.102−-0.024, p = 0.0017). This association was 
non-significant at the partner level (β = -0.001, 95% CI = -0.038−0.037, p = 0.9742). Mod-
erated multilevel actor-partner interdependence analyses showed that attachment anxiety  
(β = -0.001, 95% CI = -0.009−0.008, p = 0.8637) and attachment avoidance (β = 0.001, 95% 
CI = -0.005−0.007, p = 0.7956) did not moderate this relationship. Qualitative findings from 
Study 2 will be finalized and presented at the conference. Conclusions: This research sug-
gests that daily gaming conflicts negatively impact adolescents’ or parents’ own perception of 
relationship quality, independent of their partner’s experience. These findings, together with 
forthcoming qualitative insights from Study 2, highlight the need for targeted interventions 
to address gaming-related parent-child disputes.

Keywords: gaming, parent-child conflict, daily diary
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Interparental (in)congruence in parenting: Implications for adolescent 
problematic social media use

XIAOQIN ZHU, JUNYI GAN, XIAOHONG LUO

The Hong Kong Polytechnic University, Hong Kong S.A.R. (China)
E-mail: xiaoqin.zhu@polyu.edu.hk

Problematic social media use (PSMU) among adolescents has been a public health concern 
given its high prevalence and linkage with poor outcomes such as sleep disorders, poor aca-
demic performance, and increased mental health issues. Parenting has long been identified 
as one predictor of adolescent PSMU. However, limited research has examined how pa-
rental discrepancies in parenting affect adolescent PSMU. The present study investigated 
the associations between interparental (in)congruence in autonomy-relevant parenting and 
adolescents’ PSMU using polynomial regression and response surface analysis (RSA). 2,356 
Chinese adolescents (Mean age = 14.06 ± 1.63; 54.8% girls) reported perceived maternal and 
paternal psychological control (PC) and autonomy support (AS) and PSMU. Results revealed 
that interparental congruence in PC (a1 = 0.380, p < .001) and AS (a1 = -0.219, p < .001) 
was positively and negatively associated with PSMU, respectively. In addition, both associa-
tions demonstrated significant inverted-U-shaped effects (PC: a2 = -0.097; AS: a2 = -0.099,  
ps < .001). Unexpectedly, interparental discrepancies in both PC (a4 = -0.109, p < .05) and 
AS (a4 = -0.082, p < .05) were associated with lower levels of PSMU, regardless of the di-
rection of the discrepancy (i.e., whether maternal PC/AS were higher or lower than paternal  
PC/AS). Our findings suggest that interparental congruent high PC may exacerbate adoles-
cent PSMU, whereas congruent high AS generally functions as a protective factor. Neverthe-
less, interparental discrepancies in autonomy-relevant parenting were not a risk factor for 
adolescent PSMU in the present study, suggesting that having one parent with low PC or high 
AS may buffer against the adverse effect associated with the other parent’s less supportive 
parenting. Overall, these findings highlight the roles of interparental (in)congruence in par-
enting in adolescent PMSU and provide implications for interventions aimed at reducing the 
risk of adolescent PMSU from an interparental discrepancy perspective.

Keywords: problematic social media use, interparental discrepancy, parenting, adolescents, polyno-
mial regression
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5C–3

Developing a parenting needs assessment tool for engaging parents in 
treatment of youth gaming disorder

HYEKYUNG CHOO1, SARAH LEAN1, ANITA LOW-LIM2, STELLA TEO2,  
WHEE PENG CHAN1, ESTHER TAY1

1National University of Singapore, Singapore
2TOUCH Community Services
E-mail: swkch@nus.edu.sg

Background: Despite growing public concerns about Gaming Disorder (GD) among children 
and adolescents, evidence-based treatment models remain under-developed. While treatment 
studies and systematic reviews highlight the importance of parental engagement in treatment, 
empirical knowledge and clinical guidelines regarding specific parental support intervention 
needs and implementation strategies are lacking. This study investigated parenting needs 
among parents of adolescents with GD participating in a community-based treatment pro-
gram in Singapore, aiming to develop a parenting needs assessment tool for practitioners. 
Method: We employed concept mapping methodology with 15 parents and 13 counselors 
through sequential focus group sessions for brainstorming and sorting-rating of parenting 
needs. Individual qualitative interviews with the parents were conducted to contextualize 
needs and identify barriers to treatment engagement. Results: Hierarchical cluster analysis of 
concept mapping data identified nine parenting needs clusters: handling GD-inflicted prob-
lem behaviors; damaged parent-child relationships; communication breakdowns; inconsis-
tent discipline and boundary-setting on child gaming; managing parents' emotional reactions 
to child gaming; inadequate knowledge and stress about GD; worries about child safety, 
health, education, and future; finding healthy gaming alternatives; and lack of support from 
schools and the community. Interview analysis revealed parents primarily used intrapersonal 
coping strategies (e.g., mindset changes and emotional regulation) while identifying limited 
service capacity and help-seeking stigma as barriers to receiving support. Parents requested 
enhanced psychoeducation on child GD across systemic levels as well as emotional and 
practical support interventions. Conclusion: Four domains emerged for a parenting needs as-
sessment tool: 1) managing GD-inflicted behaviors, damaged parent-child relationships and 
communication breakdown; 2) comprehensive GD knowledge and digital literacy; 3) paren-
tal emotional burden and mental health; and 4) practical support needs. A domain-specific as-
sessment tool with corresponding items will be developed through Delphi expert consensus 
methodology to facilitate clinician-parent engagement in adolescent GD treatment.

Keywords: youth gaming disorder, gaming disorder treatment, parenting, parenting assessment
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5C–4

Navigating digital parenting across cultures: Malaysian parents’ 
perspectives on technology for managing children’s screen time

AZWANIS ABDUL HADI1, NUR ZAFIRAH ZAUDDIN2,  
SITI ROSHADAI MOHD ARIFIN1

1International Islamic University Malaysia
2Ministry of Health, Malaysia 
E-mail: azwanis@iium.edu.my

Background: Children’s excessive screen use is an increasing concern due to its association 
with adverse physical, behavioural, and psychosocial outcomes. Although parents employ 
various approaches to manage screen exposure, the use of technology-based mediation—
particularly technical restriction strategies such as parental control tools—remains limited. 
This is especially evident in culturally diverse contexts such as Malaysia. This study aimed to 
explore Malaysian parents’ perspectives, beliefs, and needs regarding the use of digital tools 
to manage their children’s screen time. Methods: A qualitative study was undertaken involv-
ing twenty-one parents from four cultural backgrounds in Malaysia, recruited through pur-
posive sampling. Semi-structured interviews were conducted either face-to-face or online, 
based on participant preference. Interviews were audio-recorded, transcribed verbatim, and 
analysed thematically using NVivo version 15. Results: Analysis yielded thirty-seven initial 
categories, which were consolidated into twelve sub-themes and four overarching themes. 
Realities of Digital Parenting described parental concerns about the impact of screen use on 
children’s development, behaviour, and family life. Balancing Parenting Values highlighted 
how parental approaches were influenced by lived experiences, children’s developmental 
stages, and cultural or religious considerations. Navigating Technology-Based Mediation re-
flected varying levels of engagement with digital tools, shaped by digital literacy and chal-
lenges integrating existing solutions into daily routines. Needs in Digital Parenting Tools 
emphasised expectations for tools that are intuitive, adaptive, and culturally sensitive, along-
side institutional and policy-level support. Conclusion: Although parents acknowledge the 
potential role of technology-based mediation in managing children’s screen time, practical 
barriers related to usability and integration limit uptake. Digital parenting tools that align 
with real-world parenting practices and are supported by broader stakeholder collaboration 
may enhance effective adoption.

Keywords: digital parenting, technology-based mediation, Malaysia, screen time, qualitative research
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5D–1

Putting design into practice: Proof-of-concept evaluation of  
a player-tailored online responsible gambling promotion framework

HARRIET ROSE GALVIN1, LEROY SNIPPE2, REINOUT WIERS2,3,  
MARILISA BOFFO1

1�Center for Substance Use and Addiction Research (CESAR), Department of Psychology,  
Education and Child Studies, Erasmus School of Social and Behavioural Sciences,  
Erasmus University Rotterdam, Rotterdam, the Netherlands

2�Addiction Development and Psychopathology (ADAPT) Lab, Department of Psychology,  
University of Amsterdam, Amsterdam, the Netherlands

3�Centre for Urban Mental Health (UMH), and Department of Psychology, University of Amsterdam, 
Amsterdam, the Netherlands

E-mail: boffo@essb.eur.nl

Background: Effective prevention in digital gambling environments requires adaptive sys-
tems that respond dynamically to behavioural risk, yet most responsible gambling (RG) tools 
remain static, narrowly targeted at high-risk players, and weakly integrated with real-time 
data. We developed an evidence-based, risk-based RG intervention framework to enable 
player-tailored promotion of more sustainable gambling under real-world conditions. Meth-
ods: Using a population-level interrupted time series (ITS) design, this study evaluated the 
proof-of-concept deployment of the framework among 5,808 UK online gamblers on a live 
operator platform, spanning a 6-month baseline and 6-month intervention period. Players 
received monthly RG tool packages comprising regulatory and pseudorandomised add-on 
interventions, assigned according to a 30-day dominant risk classification. Behavioural out-
comes, tool engagement, and longitudinal risk patterns were examined using high-frequency, 
player-level tracking data. Results: Preliminary analyses showed significant reductions in 
gambling frequency, monetary involvement, and time spent gambling following deployment, 
with no evidence of platform attrition. Median risk levels decreased across the intervention 
period, with the most marked improvement observed among moderate-risk players. These 
reductions coincided with expanded RG tool adoption and voluntary limit-setting behaviour 
beyond system prompts; comprehensive engagement analysis continues. To better quantify 
risk transition dynamics, a Bayesian multi-state Markov model (Low, Moderate, High, Inac-
tive) will be applied to estimate changes in escalation, recovery, and stability probabilities; 
final posterior estimates will be presented. Conclusions: Preliminary findings demonstrate 
the feasibility and impact of deploying a scalable, adaptive RG intervention framework in 
a live operator setting. The combination of public health evaluation, engagement analysis, 
and transition modelling offers a robust approach to evaluating next-generation RG systems.

Keywords: responsible gambling, online gambling, behavioural tracking
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5D–2

Preliminary evidence of the efficacy of an intervention to reduce 
cognitive distortions related to online trading in adolescents

MARIA ANNA DONATI1, CAROLA BECCARI1, GIUSEPPE IRACI SARERI2, 
CATERINA PRIMI1

1NEUROFARBA Department, University of Florence, Italy
2Gruppo Incontro, Pistoia, Italy
E-mail: mariaanna.donati@unifi.it

Online trading (OT) refers to the buying and selling of financial assets electronically through 
an internet-based trading platform or brokerage service. Although most brokerage platforms 
legally require users to be at least 18 years old to open and manage a trading account, there is 
a rising trend among 16-17 years youth. The goal of this study was to develop and evaluate a 
targeted intervention aimed at reducing cognitive distortions related to OT among adolescent 
gamblers. Indeed, OT is associated with gambling frequency and problem gambling, and 
salient similarities exist with gambling, among which the risk for cognitive distortions, such 
as illusions of control. Participants were 177 young gamblers (58% males, Mage = 17.35,  
SD = .92) attending high school in Italy and assigned to an experimental group (n = 127), 
who was involved in two didactic units about cognitive distortions related to gambling and 
OT, and a control group (n = 50), who regularly carried out the school activity. Cognitive dis-
tortions related to OT were measured at the pre- and post-test session with a new developed 
self-report instrument, preliminarily subjected to psychometric analysis. The two groups 
turned out to be equivalent in terms of OT-related cognitive distortions. A mixed ANOVA 
with Time (pre-test, post-test) as within factor and Group (Experimental, Control) as between 
factor was performed. A significant interaction effect (p = .044, ηp² = .045) was found. Paired 
t-tests attested that a significant decrease in cognitive distortions related to OT was obtained 
only in the Experimental group (p < .001, d = .479) and not in the Control group (p = .307, 
d = .086). Although preliminary, findings suggest the efficacy of the intervention in reducing 
cognitive distortions related to OT among adolescent gamblers.

Keywords: online trading, gambling, adolescents, cognitive distortions, intervention
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5D–3

Using online behavioural marker data to identify differences in product 
risk

PAUL DELFABBRO, JONATHAN PARKE

Adelaide University, Australia
E-mail: paul.delfabbro@adelaide.edu.au

Background: Many studies have been conducted to identify potentially useful behavioural 
markers of harmful behaviour using online gambling data sourced from operators. How-
ever, less is known about how such markers could be used to identify higher risk products. 
This paper presents findings from 2 studies conducted using very large datasets to examine 
the relationship between exposure different gambling products and risk indicators. Method: 
Measures included individual-level expenditure data across multiple forms of gambling and 
a series of literature-informed behavioural markers of harm including declined deposits, 
within-session repeat deposits (or ‘top-ups’), and gambling at unusual hours. Study 1 used 
data from 100,000 gamblers active in the UK over a 6-month period and Study 2 examined 
data from 21464 online gamblers who also completed the PGSI. Results: The markers co-
varied with the number of active days engaging in specific product types, most notably slots, 
in-playing betting and some forms of complex sports bets. PGSI scores were positively asso-
ciated with the incidence of behavioural risk indictors. Conclusions: These findings highlight 
the potential value of using measurable markers to differentiate the risk and potential harm 
associated with different online products.

Keywords: product risk, behavioural markers, harm
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5D–4

When algorithms gamble: Implications for player protection and public 
health policy
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3School of Medicine, University of Minho, Campus de Gualtar, 4710-057, Braga, Portugal
4ICVS Research Institute, University of Minho, Campus de Gualtar, 4710-057, Braga, Portugal
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E-mail: artemisa@ess.ipp.pt

The integration of advanced technologies, particularly Artificial Intelligence and other deep 
tech systems, into the entertainment industry has enhanced user engagement in digital games 
while simultaneously introducing emerging public health concerns. These risks demand timely 
and coordinated responses from governments, regulatory authorities, academia, and society. 
This landscape is further intensified by the rapid growth of both licensed and unlicensed online 
gambling platforms and by pervasive, persuasive marketing practices. Methods included a sys-
tematic review of the literature addressing the use of deep technologies in online gambling, an 
analysis of relevant legal and regulatory frameworks, and qualitative interviews with experts in 
the social and human sciences, technology professionals, and gamblers. Results indicate that, in 
the context of online gambling, such technologies are increasingly deployed to maximize play-
er acquisition and retention through highly immersive, data-driven design features that can am-
plify harmful behaviours, including impulsive and excessive gambling. Game personalisation 
mechanisms, the lack of harmonized technical safeguards, limited digital oversight, and gaps in 
existing protective measures create an environment conducive to the escalation of risk. There-
fore, the findings suggest a structural imbalance between technological innovation and protec-
tive governance, highlighting how platform design, regulatory fragmentation, and insufficient 
enforcement contribute to increased exposure to gambling-related harm, particularly among 
vulnerable populations. To conclude, strengthening legislation, improving regulatory coordina-
tion, and implementing robust, evidence-based, technology-informed player protection mea-
sures are essential to reconceptualize digital gambling environments as socio-technical systems 
with measurable health impacts. These steps are crucial to advancing cross-sector regulatory 
modernization, promoting healthier online ecosystems, and safeguarding market integrity.

Keywords: deep technology, AI, gambling disorder, pathologic gambling, harm reduction, harm mini-
mization, safer gambling
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Human-centred design for responsible gambling interventions:  
A qualitative inquiry into player experiences
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2�Addiction Development and Psychopathology (ADAPT) Lab, Department of Psychology,  
University of Amsterdam, Amsterdam, the Netherlands

3�Centre for Urban Mental Health (UMH), and Department of Psychology, University of Amsterdam, 
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Background: Responsible gambling (RG) tools are increasingly embedded in online gam-
bling platforms, yet their design remains dominated by regulatory and industry perspectives. 
Human-centred design approaches to RG and qualitative research on how players experience 
these tools and what shapes their engagement remain sparse. This study examined players’ 
perceptions of and experiences with RG tools and communication styles across two regu-
lated European markets. Methods: Two qualitative research streams were integrated. Semi-
structured interviews (n = 17) with UK players exposed to risk-tailored RG tools and Dutch 
players using nationally mandated RG tools were sampled across gambling risk-transition 
groups (stable, escalating, decreasing, drop-out). Interviews explored discovery and use of 
tools, user experience, tolerability, and perceived behavioural impact. Focus groups (n = 6) 
with Dutch players, stratified by risk level (low, moderate, high), examined RG messaging 
(content, tone, wording) through open discussion and Q-methodology sorting exercises to 
assess personal relevance, perceived effectiveness, and emotional response. All sessions have 
been transcribed; analysis is underway using reflexive thematic analysis, complemented by 
inspection of Q-sorting patterns across risk segments. Results: Preliminary interview find-
ings suggest risk trajectory functions not only as a behavioural classification but as a marker 
of motivational readiness, reflecting orientation toward change. Context-insensitive delivery 
of RG interventions (e.g., mid-session pop-ups) and contradictory communications pairing 
RG warnings with promotional content emerged as barriers to RG tool engagement and oper-
ator trust. Preliminary inspection of Q-sort patterns indicates moderate-risk participants often 
perceived warning-based messaging as relevant for others but not themselves, echoing the 
“not for me” phenomenon. Across risk segments, participants preferred shorter, information-
dense messages containing concrete data over generic cautionary language. Conclusion: Ef-
fective RG strategies cannot advance without shifting towards a player-centred research and 
design approach. Triangulating findings across jurisdictions and risk segments, full results 
will provide actionable, evidence-based recommendations on communicative and design fea-
tures that support player-centred RG tool development.

Keywords: responsible gambling, online gambling, lived experience
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A mindfulness-based program for social network use disorder:  
A two-wave pilot randomized controlled clinical feasibility trial

JOHANNES FENDEL, SARAH LY BRINKMANN, FRANZISKA LANDGREBE, 
ANNABELLE CHRIST

Department of Psychosomatic Medicine and Psychotherapy, Medical Center - University of Freiburg, 
Faculty of Medicine, University of Freiburg, Freiburg, Germany
E-mail: johannes.fendel@uniklinik-freiburg.de

Background: Social Networks Use Disorder (SNUD) describes the addictive use of social 
networking sites and online communication platforms, leading to negative consequences 
and functional impairment in daily life. Although SNUD is highly prevalent, evidence-based 
treatment options remain limited. Methods: The oral presentation will summarize findings 
from two waves of a preregistered pilot randomized controlled trial (RCT) evaluating the 
feasibility and preliminary efficacy of a novel eight-week mindfulness-based program (MBP) 
specifically developed for SNUD (Registration: DRKS00036699). The primary outcome was 
a reduction in SNUD symptom severity. Secondary outcomes included depressive and anxi-
ety symptoms as well as functional impairment. Proposed mechanisms of change included 
craving, inhibitory control, state mindfulness, and affect, assessed via momentary assess-
ment (wave 1) or end-of-day diaries (wave 2). Feasibility indicators comprised attendance, 
intensity of home practice, and participant satisfaction. Results and Conclusions: The project 
follows an iterative, formative evaluation approach, combining qualitative interviews with 
quantitative outcome assessment. Data from the first wave (April-September 2025) were 
promising and informed refinements of both the MBP and assessment procedures implement-
ed in the second wave (October 2025-March 2026). Data from both waves will be available 
for presentation at the ICBA in August 2026.

Keywords: social networks, mindfulness, RCT
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Gender differences in the effectiveness of psychotherapeutic 
interventions for behavioral addictions: A systematic review  
and individual patient data meta-analysis
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Background: Psychotherapeutic interventions for behavioral addictions are widely used and 
generally effective, yet it remains unclear whether men and women benefit equally. Existing 
evidence suggests meaningful gender differences in prevalence, symptom profiles, and co-
morbidities, underscoring the need for a systematic investigation of gender-specific treatment 
outcomes. To date, no review has comprehensively synthesized treatment effects by gender 
across behavioral addiction diagnoses. Objective: This systematic review and individual pa-
tient data meta-analysis (IPD-MA) aims to synthesize the current evidence on gender dif-
ferences in the effectiveness of psychotherapeutic interventions for behavioral addictions 
and, where possible, quantify gender-specific treatment effects using individual-level data. 
Methods: A comprehensive multi-database search (October 2025) identified 51,492 records 
for screening, sourced from PubMed (10,197), Web of Science (9,443), PsycINFO (8,276), 
Scopus (7,660), Lilacs (6,818), PubPsych (6,238), Cochrane Trials (1,846), Livivo (594), and 
ClinicalTrials.gov (420). Eligible studies include randomized intervention trials reporting 
gender-specific treatment outcomes, subgroup comparisons, or providing access to individu-
al patient data. Screening, data extraction, and risk of bias assessment follow PRISMA 2020 
guidelines. Principal investigators of eligible trials are being contacted to request IPD; where 
datasets cannot be shared, standardized gender × treatment effect estimates will be obtained. 
Results: At the time of submission, study screening, risk of bias assessments, and IPD acqui-
sition are ongoing. Synthesis including narrative and quantitative components is expected to 
be completed before the conference. Discussion: This project will provide the first compre-
hensive synthesis and quantitative estimation of gender-specific treatment outcomes across 
behavioral addictions. The findings will highlight gaps in the current evidence base, inform 
gender-responsive clinical recommendations, and guide future research priorities.

Keywords: gender differences, behavioral addictions, treatment, IPDMA, individual patient data meta-
analysis



Session 5E	 Symposia and parallel sessions 

181	 ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye 

5E–3

The Center for Advanced Research on Addictive Behaviours (CAR-AB) 
for addressing digital technology-related addictions and youth mental 
health in India
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Background: India is experiencing rapid digital expansion alongside a large youth popula-
tion, contributing to rising behavioral addictions such as problematic use of the internet, gam-
ing, smartphones, social media, gambling, and other online activities. These behaviors are 
linked to stress, anxiety, depression, and addiction. Despite high prevalence and significant 
public-health impact, India lacks evidence-based, scalable prevention and intervention strate-
gies, standardized digital-wellness curricula, and predictive tools for early identification. In 
response, the Indian Council of Medical Research funded the Centre for Advanced Research 
on Addictive Behaviours (CAR-AB) to systematically address these gaps through a national, 
multisectoral initiative. Objectives: CAR-AB aims to develop AI-based predictive models to 
detect vulnerability to excessive/problematic technology use among youth; create and validate 
prevention-focused intervention packages for youth, parents, and teachers; develop and evalu-
ate a Screening, Brief Intervention and Referral to Treatment (SBIRT) model for early detec-
tion and harm reduction; build standardized training modules for educators and health-sector 
staff to promote digital well-being; generate evidence-based national recommendations on 
digital-wellness promotion and behavioral-addiction prevention. Methods: CAR-AB consists 
of five interlinked studies employing cross-sectional surveys, qualitative inquiry, mixed-meth-
ods evaluation, quasi-experimental designs, and randomized controlled trials across multiple 
sites. Data collection includes validated psychological scales, digital-phenotype measures, 
and cognitive tasks. Machine-learning approaches will be used for model development with 
SHAP/LIME-based interpretability. Intervention packages will undergo iterative qualitative 
development, feasibility testing, and process evaluation using established frameworks. SBIRT 
effectiveness will be tested via a randomized controlled trial. Expected Results: The initiative 
is expected to generate a validated AI-driven predictive algorithm for early risk identifica-
tion; modular prevention packages for youth, parents, and teachers; a tested SBIRT protocol 
for technology-use–related harms; standardized national training resources for educators and 
health professionals; policy and programmatic recommendations to integrate digital-wellness 
strategies within mental-health and education systems. Conclusions: CAR-AB represents the 
first comprehensive national initiative in India combining AI, behavioral science, and imple-
mentation research to address digital-technology–related addictions. Its outputs aim to shift 
the focus from clinical treatment alone to scalable, preventive, and system-level approaches 
that strengthen youth mental health and contribute to global digital-wellness efforts. The mod-
el is adaptable for other low- and middle-income contexts.

Keywords: internet addiction, gaming disorder, gambling disorder, social media addiction
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Fear of Missing Out (FOMO) as a driver of social media addiction: 
An empirical study and the role of Digital Tabayyun as an ethical 
intervention
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The rapid expansion of social media platforms has intensified concerns regarding behav-
ioral addiction, particularly among young adults. One prominent psychological mechanism 
associated with problematic social media use is the Fear of Missing Out (FOMO), which 
manifests through compulsive checking, excessive engagement, and anxiety-driven online 
behavior. While existing studies have extensively examined the prevalence and psychologi-
cal correlates of FOMO, limited attention has been given to ethical–cognitive interventions 
that promote self-regulation and reflective digital behavior. This study aims to examine the 
role of FOMO-related behavioral patterns in driving social media addiction and to explore 
Digital Tabayyun as an ethical intervention framework for mitigating compulsive social me-
dia use. Employing a quantitative survey design, data were collected from 215 respondents, 
predominantly young adults and university students, to assess social media usage behavior 
and self-regulatory practices related to information engagement. Descriptive analysis, cor-
relation, and regression tests were conducted to examine behavioral patterns and their pre-
dictive relationships. The findings indicate a high level of social media engagement, with 
prolonged daily usage and strong behavioral tendencies associated with compulsive interac-
tion. Statistical analysis reveals a significant and strong relationship between social media 
use behavior and self-regulatory practices, suggesting that increased engagement is closely 
linked to heightened cognitive and behavioral involvement. These patterns reflect charac-
teristics commonly associated with FOMO-driven problematic social media use, including 
loss of control, habitual checking, and heightened responsiveness to online stimuli. Building 
on these findings, the study proposes Digital Tabayyun as an ethical–cognitive intervention 
model that emphasizes reflective delay, critical awareness, and self-restraint in digital en-
gagement. Rather than functioning as a technical moderation tool, Digital Tabayyun is con-
ceptualized as a human-centred framework that supports behavioral regulation and ethical 
decision-making in online environments. This study contributes to the growing discourse on 
behavioral addictions by offering an empirically informed, ethically grounded intervention 
framework that complements existing psychological and technological approaches to ad-
dressing social media addiction.

Keywords: social media addiction, Fear of Missing Out (FOMO), problematic social media use, ethi-
cal self-regulation, Digital Tabayyun
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Elibrè Digital: A Novel 90-day integrated protocol for Problematic 
Internet Use treatment: Preliminary results from initial implementation
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Background: Problematic Internet Use (PIU) poses significant challenges to mental health 
and social functioning in adolescents and young adults. Evidence-based integrated inter-
ventions combining intensive immersion with longitudinal care remain limited. This study 
presents the Elibrè Protocol, a structured 90-day program combining a 3-day immersive 
experience with digital detox, family engagement, psychoeducation and lifestyle medicine 
interventions, followed by a 90-day evidence-based outpatient treatment program. Method: 
The protocol comprises three phases: psychiatric screening for eligibility (Days -30 to -7), 
intensive immersion and digital detox at a nature-based boutique hotel (Days 0-3), and lon-
gitudinal follow-up program, using evidence-based treatment (Days 1-90). Phase 1 (hotel 
immersion) includes structured activities (mindfulness, physical activity, psychoeducational 
talks), psychiatric lectures, and the mental health screening (questionnaires, InBody 770 
bioimpedance, type-4 polysomnography). Phase 2 (outpatient treatment program) involves 
weekly psychology sessions, biweekly psychiatry when needed, psychoeducational webi-
nars, in-person group meetings, and continuous metrics monitoring (screen time, sleep and 
other validated screening tools). The protocol will be applied to the first cohort of patients 
between March and May 2026. Results: (expected outcomes) Based on the protocol's evi-
dence-based design and integration of best practices for behavioral addiction treatment, we 
anticipate improvements in mental health parameters, reduction in PIU and gaming disorder 
symptoms, and enhanced self-regulation skills. Family engagement is expected to be a key 
therapeutic element. Preliminary results from this initial implementation will be presented 
at this congress. Conclusions: The Elibrè Protocol represents an innovative, evidence-based 
approach to PIU treatment integrating intensive psychoeducation immersion with sustained 
longitudinal care. This presentation will introduce the protocol's design rationale and present 
preliminary outcomes from the first patient cohort. Larger prospective studies are warranted 
to establish long-term effectiveness and cost-benefit analysis.

Keywords: Problematic Internet Use, gaming disorder, behavioral addictions
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5E–6

Effectiveness of a program using self-control strategies to reduce 
relapse among a sample of individuals dependent on behavioral 
addictions

SARA ELSAYED

Al-Azhar University, Faculty of Humanities, Egypt
E-mail: elsharkawys767@gmail.com

Introduction: The rapid spread of behavioral addictions and the continuous increase in the 
number of addicts in all societies represent one of the most critical contemporary problems. 
The most dangerous challenge in dealing with this phenomenon is relapse and its underlying 
causes. Relapse—returning to addictive behaviors after a period of abstinence—leads to the 
loss of all recovery efforts. In many cases, behavioral addictions serve as a primary catalyst for 
severe psychological and behavioral deterioration, and understanding how to manage relapse 
through self-control is essential . Problem of the Study: What is the effectiveness of using a 
self-control strategies treatment program in reducing relapse rates among individuals depen-
dent on behavioral addictions? Objective of the Study: The current research aims to reduce 
relapse rates among a sample of individuals dependent on behavioral addictions through a 
treatment program utilizing self-control strategies. Hypotheses of the Study There are statisti-
cally significant differences between the mean ranks of the experimental and control groups 
in readiness for relapse in the post-test measurement, in favor of the post-test experimental 
group. There are statistically significant differences between the mean ranks of the experimen-
tal group in the pre- and post-test measurements regarding readiness for relapse, in favor of 
the post-test measurement. There are no statistically significant differences for the experimen-
tal group in readiness for relapse between the post-test and follow-up measurements. Study 
Sample: The study sample consisted of 20 male and female participants dependent on behav-
ioral addictions who received treatment in addiction treatment clinics, aged (20–45 years). 
They were divided into two equal groups: an experimental group and a control group (10 
participants each.) Study Tools (. Relapse Situations Questionnaire (RSQ) – Prepared by Prof. 
Abdalla Asker 2004).) Self-Control Scale. Self-Control Strategies Treatment Program – Pre-
pared by the researcher. Statistical Methods: The researcher used the Wilcoxon Signed Ranks 
Test to calculate differences between paired related scores, alongside Z-values. Results: Post-
test results show statistically significant variations in the averages between the control and 
experimental groups across all dimensions of the Relapse Situations Questionnaire (RSQ) and 
its total score, in favor of the experimental group. There are significant variations in the aver-
age results of both pre- and post-tests on the total score of the Relapse Situations Question-
naire and its dimensions, in favor of the post-test. Post-test results show statistically significant 
variations in the averages between the control and experimental groups across all dimensions 
of the Self-Control Scale and its total score, in favor of the experimental group. There are 
significant variations in the average results of both pre- and post-tests on the total score of the 
Self-Control Scale and its dimensions, in favor of the post-test.

Keywords: self-control, relapse and behavioral addictions
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5F–1

Opponent process dynamics in pornography use:  
Evidence from Ecological Momentary Assessment

NATHAN HENRY1, MANGOR PEDERSEN2, MATT WILLIAMS3, LIESJE DONKIN2

1University of Western Australia, Australia
2Auckland University of Technology, New Zealand
3Massey University, New Zealand
E-mail: nathan.henry@uwa.edu.au

Background: The causal mechanisms linking problematic pornography use (PPU) to mental 
health outcomes, such as depression, are poorly understood. While cross-sectional research 
consistently links PPU to depression, the temporal dynamics associated with pornography 
use and masturbation remain unquantified. We investigated whether pornography use and 
masturbation generate "opponent processes" - specifically, whether the initial hedonic peak 
during sexual experiences (a-process) is followed by a transient period of negative affect 
(b-process), and whether moral incongruence moderates these dynamics. Method: We uti-
lized an exploratory Ecological Momentary Assessment (EMA) design to capture high-
resolution temporal data from 22 participants over four weeks. Participants completed five 
daily prompts and event-based surveys surrounding sexual episodes. We employed Bayesian 
hierarchical mixed-effects models to estimate the temporal dynamics (spikes and exponential 
decays) of cognitive and affective states preceding and following pornography use and mas-
turbation. Results: Participants with high moral incongruence exhibited distinct opponent 
process dynamics. This group experienced significant post-episode spikes in shame, guilt, 
relationship disconnectedness, and mood deterioration, which followed an exponential de-
cay back to baseline over several hours. Conversely, low-incongruence participants showed 
reduced negative after-effects but exhibited paradoxical post-episode spikes in craving, sug-
gesting sensitization. Notably, both groups reported increased "difficulty thinking" post-ep-
isode, providing quantitative support for a possible mechanism leading to "brain fog" fol-
lowing pornography use. Conclusions: These findings offer preliminary evidence that moral 
incongruence moderates the affective dynamics of pornography use. The results support an 
allostatic opponent process model, suggesting that for high-incongruence individuals, the ac-
cumulation of transient negative after-effects (b-processes) may drive depressive symptoms. 
These results highlight the necessity of high-resolution temporal data in distinguishing prob-
lematic pornography use from normative behavior.

Keywords: pornography, problematic pornography use, opponent process, depression, Ecological 
Momentary Assessment
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Moderating effects of trait sexual motivation on the relationship 
between personality and problematic pornography use
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Germany

2Department of Psychology and Psychotherapy, University of Witten/Herdecke, Witten,  
Germany
3Department of General Psychology, University of Siegen, Siegen, Germany
E-mail: julian.p.discher@psychol.uni-giessen.de

Background: Drawing on the I-PACE model (Brand et al., 2019), this study examines how 
the interaction between general predispositions and domain-specific factors influences prob-
lematic pornography use (PPU). While broad personality traits are known risk factors, it 
remains unclear how they interact with behavior-specific dispositions. This research aims 
to investigate whether Trait Sexual Motivation (TSM) functions as a moderator that am-
plifies the relationship between personality traits (impulsivity, reward sensitivity, Big Five) 
and PPU. Method: A cross-sectional observational design is employed, where data is col-
lected from a non-clinical sample of pornography users via an online panel. Participants 
complete the Problematic Pornography Consumption Scale (Bőthe et al., 2018), the Trait 
Sexual Motivation Questionnaire (Stark et al., 2015), and established measures for impulsiv-
ity, reward sensitivity, and the Big Five. Multiple linear regression and simple slopes analy-
ses are conducted separately for men and women to test for moderation effects. Results: It 
is hypothesized that TSM significantly moderates the associations between personality and 
PPU. Specifically, higher TSM is expected to strengthen the positive associations between 
PPU and impulsivity, reward sensitivity, and neuroticism. Furthermore, we test whether the 
negative associations of agreeableness and conscientiousness with PPU are more pronounced 
at higher levels of TSM. Exploratory analyses further investigate the role of solitary sexual-
ity and potential mediation models. Conclusions: The findings will provide a more nuanced 
understanding of how general vulnerabilities and domain-specific drives jointly contribute to 
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PPU. By testing core assumptions of the I-PACE model, the results will potentially highlight 
the necessity of integrating individual sexual motivation into the clinical assessment and 
prevention of problematic sexual behaviors.

Keywords: problematic pornography use, trait sexual motivation, I-PACE, personality
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Profiles of pornography consumption based on frequency of use, 
problematic pornography use and emotional distress
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Background: Emotional distress is a core characteristic across multiple behavioral addic-
tions, such as gambling disorder, gaming disorder, or compulsive buying, in which elevated 
levels of depression, anxiety, and stress are associated with greater symptom severity and 
functional impairment (Mishra et al., 2023). In this context, problematic engagement in 
addictive behaviors is not defined solely by frequency of involvement, but by emotional 
and psychological correlates (Brand et al., 2019). Similar patterns have been observed in 
pornography consumption: frequency of use does not distinguish between problematic and 
non-problematic use, whereas elevated emotional distress emerges as a central feature in 
individuals with PPU (Bőthe et al., 2020; Vieira & Griffiths, 2024). Most studies have exam-
ined emotional distress as a consequence of PPU rather than as part of the clinical picture, 
resulting in limited knowledge about the coexistence of distinct patterns of pornography 
consumption and emotional distress. The aim of this study was to identify subtypes of por-
nography users based on frequency of use, emotional distress, and problematic pornography 
use (PPU). Method: A total of 645 adults (55.8% women; Xage= 29.2, SD= 10.5) completed 
an online survey assessing frequency of pornography consumption (single ad hoc item rated 
on an 8-point Likert scale), PPU (PPCS-18), and emotional distress (depression, anxiety, and 
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stress measured by the DASS-21). All indicators were standardized and included in a latent 
profile analysis. Results: A six-profile solution with freely estimated variances showed the 
best fit to the data (BIC= 7352; entropy= 0.84). The profiles revealed substantial heterogene-
ity among consumers. The largest profile (27.3%) showed moderate-to-high consumption 
with low emotional distress and low PPU (frequent but non-problematic users). In contrast, a 
smaller but clinically relevant profile (5.7%) exhibited extremely high emotional distress and 
very high PPU despite low-to-moderate consumption. Remaining profiles reflected interme-
diate configurations across consumption, emotional distress, and PPU severity. Classification 
accuracy was high (AvePP= 0.85–0.93). Conclusions: These findings support heterogeneous 
subtypes of pornography consumers and indicate that consumption frequency alone is insuf-
ficient to characterize problematic patterns. Emotional distress and problematic use severity 
are key dimensions for distinguishing clinically relevant profiles, including those marked 
by low consumption but high emotional distress. The results underscore the importance of 
person-centered approaches for PPU. 

Keywords: pornography, problematic pornography use, emotional distress, latent profile analysis 
(LPA)
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Compulsive sexual behavior disorder in the public eye:  
Media narratives, stigma, and their impact on support and 
communication
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Background and aims: Public understanding of compulsive sexual behavior disorder (CSBD), 
including stigma and willingness to discuss the topic, remains poorly documented. Media 
narratives may shape how CSBD is perceived socially, yet their downstream implications for 
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public support and communication are unclear. This study aimed to map the societal context 
of CSBD in Poland and test a model in which sensationalist media portrayals are associated 
with perceived stigma, which in turn relates to support for CSBD-related programs and will-
ingness to talk about CSBD.Method: We conducted an online survey in large, population-
representative sample of Polish adults (aged 18+; N = 2515; 1349 women, 1160 men). Par-
ticipants answered questions about media portrayals of CSBD and perceived stigma, reported 
support for treatment, research funding, and educational initiatives as well as indicated their 
willingness to discuss CSBD (in general and with friends, family, partners, and clinicians). 
A structural equation model (SEM) tested four latent constructs and the hypothesized paths. 
Results: The model showed acceptable-to-good fit (scaled χ²(86) = 636.31, p < .001; robust 
CFI = .944, TLI = .932, RMSEA = .058 [90% CI .053, .062], SRMR = .046). Sensationalist 
media portrayals strongly predicted higher perceived stigma (β = .850, p < .001; R² = .723). 
Perceived stigma predicted greater support for CSBD-related programs (β = .400, p < .001; 
R² = .160). Willingness to talk was predicted by program support (β = .234, p < .001) and 
perceived stigma (β = .131, p < .001; R² = .097). Conclusions: Results suggest that sensation-
alist media narratives are closely tied to CSBD-related stigma. Importantly, higher perceived 
stigma co-occurred with stronger support for programmatic responses and, to a lesser extent, 
greater willingness to talk - highlighting stigma-informed public education and clinical com-
munication as actionable targets.

Keywords: compulsive sexual behavior, stigma, support
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Prevalence of problematic pornography use in the Turkish population: 
Evidence from a national health survey
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1Mimar Sinan Fine Arts University
2Erciyes University
3Istanbul University-Cerrahpasa
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5Hasan Kalyoncu University
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Background: Problematic pornography use (PPU) is increasingly recognized as a public 
health concern globally. However, existing literature relies heavily on convenience samples 
from Western, Educated, Industrialized, Rich, and Democratic (WEIRD) populations, limit-
ing the generalizability of findings to culturally conservative and non-Western societies. Em-
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pirical data from Muslim-majority countries like Turkey are particularly sparse. This study 
aims to fill this gap by providing the first population-based estimates of PPU prevalence, 
derived from a nationally representative sampling frame of the Turkish general population. 
It further investigates the impact of data collection modalities (face-to-face vs. self-adminis-
tered) on disclosure rates and examines the relationship between moral disapproval and PPU 
severity. Methods: The study employed a stratified two-stage cluster sampling strategy based 
on the Address-Based Population Registration System to select a representative sample of the 
From the total sample of the Turkish adult population (N = 35,292), the pornography module 
was completed by 4,248 participants who volunteered to answer the pornography use related 
questions. To mitigate social desirability bias associated with sensitive sexual behaviors, a 
mixed-mode design was utilized: 72.3% of participants completed the survey via Comput-
er-Assisted Personal Interviewing (CAPI), while 27.7% opted for Computer-Assisted Self-
Interviewing (CASI). PPU was assessed using the Brief Problematic Pornography Consump-
tion Scale (PPCS-6) with a validated cut-off score of ≥20. Moral disapproval of pornography 
use was measured using a single item extracted from the Turkish Measure of Moral Disap-
proval of Pornography Use. Results: Among participants with lifetime pornography expo-
sure (n = 1,079), the overall prevalence of PPU was found to be 8.4%. Contrary to common 
assumptions associating PPU with emerging adulthood, prevalence was significantly higher 
in the 35–44 age group (12.8%). A critical finding was the significant influence of administra-
tion method on reported prevalence: PPU rates were 5.2% in the CAPI group versus 13.2% 
in the CASI group. This effect was most pronounced among women; female PPU prevalence 
rose from 2.3% in face-to-face interviews to 12.0% in self-administered conditions, effec-
tively closing the gender gap observed in the CAPI group. Furthermore, correlation analysis 
revealed a negative association between moral disapproval and PPU severity (ρ = –0.31, 
p < 0.001), suggesting that strong moral disapproval acts as a protective factor rather than 
a source of distress-induced reporting (supporting "moral congruence" rather than "moral 
incongruence" in this context). Conclusions: This study provides a robust epidemiological 
benchmark for PPU in a non-Western setting, challenging prior estimates derived from bi-
ased online samples. The findings highlight that the "gender gap" in PPU may be largely a 
methodological artifact resulting from underreporting in non-private settings. The dramatic 
increase in disclosure rates via CASI underscores the necessity of privacy-preserving meth-
ods for accurate assessment of sexual behaviors in conservative cultures. Additionally, the 
results support the moral congruence hypothesis, indicating that moral/religious values may 
curb problematic use in the general population.

Keywords: pornography, compulsive behavior, sexual behavior, problematic pornography use
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5G–1

Motivational pathways to work addiction and work engagement across 
85 cultures
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Introduction: Self-determination theory (SDT), a leading framework for understanding hu-
man motivation, has been applied across various domains, including the workplace. Work 
addiction and work engagement are two forms of heavy work investment that differ in their 
motivational underpinnings. This study examined the associations between motivation types, 
work addiction, and work engagement using data from the Global Research on Work Ad-
diction project. Methods: The sample included 32,097 full-time employees (63.4% female) 
from 85 cultures across six continents. Participants completed the ultra-brief Multidimen-
sional Work Motivation Scale, the International Work Addiction Scale, and the Utrecht Work 
Engagement Scale (UWES-3). Structural equation models were used to test six motivation 
types (amotivation, external–social, external–material, introjected, identified, and intrinsic) 
as predictors of work addiction and work engagement within each culture. Results: Control-
ling for other motivation types, work addiction was positively associated with amotivation 
(63.5% of cultures), external–social motivation (49.4%), and introjected motivation (56.5%), 
and negatively associated with intrinsic motivation (47.1%). Few significant associations 
were found in the opposite directions; the remaining relationships were nonsignificant.
For work engagement, the most consistent associations were negative with amotivation 
(95.3% of cultures) and positive with identified motivation (48.2%) and intrinsic motivation 
(100% of cultures). Additional multilevel modeling results, with motivation types specified 
as Level-1 predictors, will be presented. Discussion and conclusions: As the largest cross-
cultural study on SDT in terms of cultural coverage, this research reveals distinct motiva-
tional patterns underlying work addiction and work engagement. Work addiction was primar-
ily associated with amotivation and introjected regulation, suggesting a maladaptive pattern 
driven by internal pressure or a lack of purposeful direction. In contrast, work engagement 
was linked to more autonomous forms of motivation, particularly intrinsic and identified 
regulation, highlighting a healthier and more self-directed approach to work.

Keywords: motivation, workaholism, work addiction, work engagement
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Longitudinal associations between work addiction, problematic alcohol 
use, and rumination across three waves
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Background: Work addiction (WA) is a behavioral addiction characterized by excessive and 
compulsive work involvement and is associated with chronic overload, elevated stress, un-
healthy lifestyle patterns, and more frequent use of psychoactive substances. Individuals with 
WA also tend to show higher negative affectivity, emotional lability, and insecurities related 
to low self-esteem. These characteristics suggest potential links between WA, problematic 
alcohol use (PAU), and rumination. Although pairwise associations have been reported, their 
reciprocal relationships have not been examined longitudinally, nor have all three constructs 
been studied simultaneously. Methods: Data were drawn from the four-wave Budapest Lon-
gitudinal Study (2019–2022), based on a representative sample of Budapest residents aged 
18–34 years at Wave 1. Analyses were conducted separately for men (N = 883) and women 
(N = 877), including participants who completed all three measures across all waves. WA 
was assessed using the Bergen Work Addiction Scale, PAU with the Alcohol Use Disorder 
Identification Test, and rumination with the Ruminative Response Scale. Four-wave random 
intercept cross-lagged models were estimated to demonstrate within-person changes. Re-
sults: Among men, WA at Wave 1 positively predicted PAU at Wave 2. Between Waves 2 and 
3, rumination positively predicted WA, while WA negatively predicted rumination; PAU at 
Wave 2 positively predicted rumination at Wave 3. Between Waves 3 and 4, WA positively 
predicted rumination. Among women, WA and rumination at Wave 1 both positively pre-
dicted PAU at Wave 2, while WA negatively predicted rumination. Between Waves 2 and 
3, rumination positively predicted WA, PAU positively predicted both subsequent PAU and 
rumination, and rumination negatively predicted itself. Between Waves 3 and 4, WA posi-
tively predicted rumination. Conclusion: The results demonstrate time-specific, reciprocal 
longitudinal associations among work addiction, problematic alcohol use, and rumination, 
reflecting both reinforcing and compensatory processes related to emotional regulation, with 
notable gender differences.

Keywords: work addiction, rumination, problematic alcohol use
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The psychometric properties of the International Work Addiction Scale 
(IWAS) using CTT and IRT in a nationally representative UK sample
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Work addiction is a compulsive drive to work relentlessly and a preoccupation with work 
activities, often leading to personal harm, distress, and impaired relationships. It is charac-
terised by seven criteria: salience, mood modification, tolerance, withdrawal, conflict, re-
lapse and problems. Despite scholarly attention, it is not formally recognised in diagnostic 
manuals. This study validated the seven-item (IWAS-7) and five-item (IWAS-5) versions of 
the International Work Addiction Scale. Data were collected from two UK samples: a non-
representative employee sample (n = 245, mean age = 28.93) and a nationally representative 
sample (n = 1,001). To enhance validity, analyses were conducted on employed individuals 
(n = 764, mean age = 44.45). Confirmatory Factor Analysis confirmed a single latent fac-
tor for both scales, with the IWAS-5 demonstrating superior psychometric properties. Both 
versions demonstrated internal consistency, convergent validity with the Bergen Work Ad-
diction Scale, and criterion validity with relevant constructs. Scalar measurement invariance 
was established across genders, with no differences in latent means. Item Response Theory 
indicated the IWAS-7 performed best at moderate to high levels of work addiction (θ ≈ 1–3), 
particularly items 5-7. The IWAS-5 provides a brief, reliable measure of work addiction in 
the UK, consistent with the components model of addiction.

Keywords: work addiction, workaholism, international work addiction scale, psychometrics
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5G–4

Analysis of the cognitive profile of students at risk of problematic 
overstudying

ALEKSANDRA BUŹNIAK, MICHAŁ HARCIAREK, PAWEŁ ATROSZKO

Institute of Psychology, University of Gdańsk, Poland
E-mail: aleksandra.buzniak@phdstud.ug.edu.pl

Compulsive overstudying, also conceptualised as study addiction, is an emerging behavioural 
addiction, affecting an estimated 10% of students. This pattern is linked with poorer mental 
and physical health, elevated stress, and lower academic performance despite increased study 
time. The major negative outcome of study addiction is academic burnout, which may further 
exacerbate emotional exhaustion. Study addiction is viewed as an early form of work addic-
tion, potentially contributing to long-term dysfunction. Behavioural and substance addictions 
share common mechanisms, including deficits in executive functions, impulsivity, and mal-
adaptive cognitive patterns. However, no study has directly examined cognitive functioning 
in relation to study addiction. Premises from work addiction and other behavioural addictions 
suggest possible distinct cognitive profiles among individuals with study addictive patterns. 
This is theoretically important given the paradox that studying is generally associated with 
enhanced cognitive abilities, while excessive, compulsive studying may be linked to less 
adaptive cognitive functioning. The study aims to examine whether people with a high risk 
of study addiction exhibit poorer performance in any domain of cognitive functioning. The 
research addresses a major literature gap by investigating cognitive functioning among stu-
dents using standard methods, including Go/No-Go, Tower of Hanoi, Wisconsin Card Sort-
ing Test, Digit Span forward/backward, Corsi Block Tapping forward/backward, alongside 
the measurement of study addiction (BStAS) and psychosocial correlates (i.a., perfectionism, 
impulsivity, depression, stress, rumination). Data collection will finish in February 2026, and 
the results of analyses of associations between cognitive and psychosocial functioning and 
study addiction will be presented during the conference. The study's results may contribute 
to prevention efforts targeting academic burnout and early work addiction, thereby enhancing 
students' well-being. Future studies should aim to examine the longitudinal changes in cogni-
tive and psychosocial functioning of people at risk of study addiction.

Keywords: study addiction, compulsive overstudying, cognitive functioning, executive functions, neu-
ropsychological assessment
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5G–5

Not all support helps: Work-related social support as a moderator 
between work addiction and burnout

ZSUZSANNA VIKTÓRIA PESTHY1,2,3, EDYTA CHARZYŃSKA4, PAWEŁ ATROSZKO5, 
BERNADETTE KUN1

1Doctoral School of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
2Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
3�Institute of Cognitive Neuroscience and Psychology, HUN-REN Research Centre for Natural 
Sciences, Budapest, Hungary

4University of Silesia in Katowice, Poland
5FLAME University, Pune, India
E-mail: zsuzsanna.pesthy@gmail.com

Background: Although social support is considered a protective factor in preventing work 
addiction, far less is known about how it operates once addiction is already present. Does 
social support attenuate the severity of burnout, which is often associated with work addic-
tion—and does the source of that support matter? To address this question, we examined 
whether work-related support from supervisors, co-workers, and close others, as well as non-
work-related support from close others, moderates the associations between work addiction 
and burnout, expecting higher levels of support to weaken these links. Methods: We con-
ducted an online survey with 1,101 full-time employees (Mean age = 40.33 years, SD = 9.91; 
54.4% female) from the Hungarian sample of the Global Research on Work Addiction proj-
ect. Work addiction was assessed using the Bergen Work Addiction Scale, burnout with four 
items from the Oldenburg Burnout Inventory, and social support with single items assessing 
work-related support from close others, supervisors, and co-workers, and non-work-related 
support from close others. Results: Several forms of social support significantly moderated 
the association between work addiction and burnout, but in the opposite direction of our 
hypothesis: higher levels of co-worker support and work-related support from close others 
strengthened this link. Other moderation effects were non-significant. Conclusion: The fact 
that significant effects emerged mainly for work-related support suggests that such support 
may reinforce work involvement rather than individual well-being. More broadly, these find-
ings may reflect a reverse buffering effect, whereby poorly matched or excessive support can 
inadvertently intensify stress and difficulties linked to work addiction. Alternatively, indi-
viduals with more severe burnout symptoms may seek greater levels of support, contribut-
ing to the observed effects. Overall, the findings highlight the importance of differentiating 
between the types and quality of social support to better understand effective support in the 
context of work addiction.

Keywords: work addiction, social support, burnout
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5G–6

Where is the link between workaholism and personality?  
Exploring personality facets

ANNIKA FRACH, JACEK BUCZNY, REINOUT E. DE VRIES

Vrije Universiteit Amsterdam, The Netherlands
E-mail: a.frach@vu.nl

Despite strong indicators that personality is an important predictor of important life outcomes 
closely related to workaholism, previous studies have failed to find a strong relationship 
between workaholism and personality. This missing link is likely due to previous studies not 
accurately measuring personality domains and missing analysis at the facet level. In the pres-
ent study, we investigated the connection between workaholism and personality by using a 
complete representation of personality domains, analysing personality at the facet level and 
testing for potential masking and cancellation effects. To investigate the relation between 
personality and workaholism, we collected data on workaholism using the Multidimensional 
Workaholism Scale and personality using the HEXACO from 455 participants in the UK 
and the USA. We used correlations, linear regressions at the domain and facet level, LASSO 
regression, and a difference test to examine masking and cancellation effects. Our findings 
show that previous research might have missed important connections between workaholism 
and personality by not completely representing personality domains and neglecting facet- 
level analysis. Especially for the domains Honesty-Humility and Conscientiousness, facet-
level analysis is important due to masking and cancellation effects. We discuss how our 
findings can be interpreted in line with previous research on workaholism and behavioural 
addictions. Overall, we uncovered the potential of personality to explain a large variance of 
workaholism with a few selected personality facets.

Keywords: workaholism, work addiction, personality, masking, cancellation
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6A–1

10 years “Git good, get real”: Advantages of a partial therapeutic 
strategy for adolescents with internet gaming disorder

DANIEL ILLY 

Asklepios Fachklinikum Brandenburg, Germany

The inclusion of “internet gaming disorder” as a diagnosis in the ICD-11 is imminent. The 
diagnosis was controversially discussed in the context of other behavioral addictions. At the 
same time, the dependent use of the so-called new media is on everyone's lips, but has so far 
received little attention even in specialist circles. Dr. med. Daniel Illy, chief physician, double 
specialist in adult and child and adolescent psychiatry, himself a video gamer and founder of 
four outpatient consultations, author of many German books (including two manuals) on this 
topic, has been trying for years to bring video game and internet addiction into the spotlight. 
Video game, social media and Internet addiction often leads to school abstinence and breaks 
in life for children, adolescents and (young) adults. It is usually accompanied by other mental 
illnesses. The disorder is often met with false ideas. Illy wants to change that. His concept: 
therapy at eye level, aware of the fascination of the media. In this symposium he presents an 
insight into the therapeutic approach based on the therapy manual he wrote and which he is 
been using für 10 years now. It will soon be updated and republished as an English version, 
including updated data on the effectiveness.

Keywords: gaming disorder, treatment, CBT, help-seeking

6A–2

Common practice elements of cognitive behavior therapy for gaming 
disorder

MARCELA RADUNZ¹, MATTHEW STEVENS², SANNI BEHM¹,  
MUDDSAR HAMEED¹, PAUL DELFABBRO³, ZSOLT DEMETROVICS¹,  
DANIEL KING¹

¹Flinders University, Australia
²Flinders University, Adelaide
³Adelaide University, Australia

Although there is emerging support for cognitive behavior therapy (CBT) for gaming disor-
der (GD), few treatment guidelines and practical clinical texts are available. This presenta-
tion will report on findings from an international systematic review of CBT treatment stud-
ies for GD, which aimed to extract the common practice elements from treatment manuals 
and protocols of identified CBT interventions. Guided by an international expert panel, this 
review identified CBT studies and then evaluated their associated treatment manuals, guide-
lines, handouts, and related resources. A database search yielding 8479 results identified 28 
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studies from 12 countries reporting on 22 CBT interventions (n=7 individual; n=7 group; 
n=8 mixed). Study authors were invited to share intervention materials, which were then in-
dependently coded and synthesized by two raters and the expert panel. Overall, 14 common 
practice elements were identified. The most frequent element was emotion regulation (n=21; 
95.5%), followed by psychoeducation (n=20; 90.9%) and cognitive restructuring (n=19; 
86.4%). Exposure techniques and therapy for self-esteem or self-concept were the least fre-
quent (n=6; 27.3%). All individual CBT interventions used behavioral activation, psycho-
education, and relapse prevention, whereas emotion regulation was the most frequently used 
element in group CBT. These findings reveal the fundamentals of CBT in the GD evidence 
base and summarize established and less utilized therapeutic techniques. Shared understand-
ing and standard implementation of CBT is foundational to advancing GD clinical research 
and a model of best practice.

Keywords: gaming disorder, treatment, CBT, help-seeking

6A–3

Help-seeking and harms across different problem gaming risk profiles

JAIME NUSKE, MATTHEW STEVENS, DANIEL 

Flinders University, Australia

Gaming disorder (GD) has been linked to impulsivity, emotional dysregulation and internal-
ising symptoms, yet it remains unclear how these risk factors co-occur within gamers or how 
they relate to help-seeking behaviour. This online cross-sectional study recruited adult gam-
ers via Prolific (N = 1036) who reported playing more than 13 hours per week. Hierarchical 
and k-means cluster analysis was conducted on impulsivity subtypes, emotional dysregula-
tion, depression, anxiety and GD symptoms, identifying four distinct profiles: impulsive dys-
regulated gamers, dysregulated gamers, impulsive gamers and low-symptom gamers. These 
profiles were then compared on gaming hours, gaming-related harms, ADHD symptoms, 
wellbeing and subtypes of emotional dysregulation. Impulsive dysregulated gamers reported 
the highest GD symptoms, internalising symptoms, emotional dysregulation difficulties and 
harms, followed by dysregulated gamers, with impulsive gamers and low-symptom gam-
ers showing progressively lower risk. Past, current and future consideration of help-seek-
ing across professional, self-help, informal and peer-online formats also differed by profile. 
Overall, the findings indicate that distinct gamer profiles, defined by different constellations 
of impulsivity, emotional dysregulation and internalising symptoms, differ in terms of harm 
and help-seeking.

Keywords: gaming disorder, treatment, CBT, help-seeking
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6A–4

Normality-disorder boundary issues in gaming disorder research

DANIEL KING¹, JOEL BILLIEUX², SANNI BEHM¹, PAUL DELFABBRO³

¹Flinders University, Australia
²University of Lausanne, Lausanne, Switzerland
³Adelaide University, Australia

A longstanding challenge in the behavioral addictions field has been determining the point at 
which gaming involvement becomes clinically significant problematic use. Gaming disorder 
(GD) and hazardous gaming as recent ICD-11 diagnoses have attracted polarized perspec-
tives due in part to the global popularity of recreational gaming and gaming culture. The 
broad continuum of gaming can often be perceived differently by different parties, including 
gamers themselves; what might be seen as regular, harmless, and normative to some, may 
be considered risky and problematic by others. The ICD-11 guidelines provide some clarity 
by advising that gaming disorder should not be diagnosed based on persistent gaming alone; 
that gaming as part of a routine, developing skills, changing mood, or relieving boredom, or 
facilitating social interaction is not sufficient for a diagnosis; and that cultural and peer group 
norms should be considered in diagnosis. This presentation will draw from recent papers, 
including critical commentaries and empirical works, to examine gaming normality-disorder 
boundary issues in the areas of conceptualization, assessment, and interventions.

Keywords: gaming disorder, treatment, CBT, help-seeking

6A–5

Red Box, Green Box for adolescent gaming: Validation and mental 
health correlates

MATTHEW STEVENS¹, MARCELA RADUNZ¹, CHRISTINA GALANIS²,  
SANNI BEHM², JAIME NUSKE², DANIEL KING²

¹Flinders University, Adelaide
²Flinders University, Australia

In epidemiology and treatment research, quantifying patterns of problematic use is important 
for monitoring. Conventional frequency measures for gaming (e.g., asking individuals to 
self-report typical weekly gaming hours) have limitations due to lack of contextual informa-
tion. A new approach, termed the ‘red box, green box’ method, has had promising initial 
results in adult samples. The method delineates gaming behaviors into two types: (1) time 
spent gaming during ‘free’ or leisure time (Green Box), and (2) time spent gaming at times 
when the respondent should be doing something else. The aim of the present study was to 
evaluate the measure in a large adolescent sample. We recruited 1897 South Australian ado-
lescents aged 12-18 years (51% female) to evaluate the psychometric properties of the Box 
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method. This presentation will discuss links between Red Box, Green Box hours and gaming 
disorder symptoms (10-item Internet Gaming Disorder Test [IGDT-10]), as well as relation-
ships between Red Box, Green Box patterns and the perceived negative impact of gaming. 
Further analyses examined broader indicators of wellbeing, including anxiety and depression 
(Revised Child Anxiety and Depression Scale [RCADS-11]), and psychosocial factors such 
as bullying experiences and school engagement. Study implications for behavioural assess-
ment approaches in youth populations will be discussed.

Keywords: gaming disorder, treatment, CBT, help-seeking
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6B–1

From screen to sweat: A study protocol of combined computer-based 
therapy and HIIT approach for adolescents with Internet Gaming 
Disorder

EVA SURYANI¹, TJHIN WIGUNA², LISTYA TRESNANTI MIRTHA³,  
KRISTIANA SISTE⁴, RINI SEKARTINI⁵, SABARINAH PRASETYO⁶,  
ALIDA HARAHAP⁷, LUH NYOMAN ALIT ARYANI⁸

¹School of Medicine and Health Sciences Atma Jaya Catholic University of Indonesia, Indonesia
²�Division of Child and Adolescent Psychiatry, Cipto Mangunkusumo General Hospital, Faculty of 
Medicine, Universitas Indonesia, Jakarta, Indonesia

³�Department of Sports Medicine, Faculty of Medicine University of Indonesia-dr. Cipto 
Mangunkusumo General Hospital, Jakarta, Indonesia

⁴�Division of Addiction Psychiatry, Cipto Mangunkusumo General Hospital, Faculty of Medicine, 
Universitas Indonesia, Jakarta, Indonesia

⁵�Department of Pediatrics, Faculty of Medicine, University of Indonesia-dr. Cipto Mangunkusumo 
General Hospital, Jakarta, Indonesia

⁶�Department of Biostatistics and Population Studies, Faculty of Public Health, University of 
Indonesia-dr. Cipto Mangunkusumo General Hospital, Jakarta, Indonesia

⁷�Department of Clinical Pathology, Faculty of Medicine Universitas Indonesia-dr. Cipto 
Mangunkusumo General Hospital, Jakarta, Indonesia

⁸�Department of Psychiatric Medicine, Faculty of Medicine, Udayana University/Sanglah General 
Hospital Denpasar, Bali, Indonesia

Background: Internet Gaming Disorder (IGD) is an emerging problem especially due to rapid 
advances in the development of technology and digital platforms, including gaming. Adoles-
cents are particularly vulnerable to IGD due to increased biopsychosocial risk factors associ-
ated with their developmental stage (including immature executive control function) which 
leads to physical, mental, and social impairments. This is a study protocol of a clinical study to 
examine the effectiveness of computer-based game and high-intensity interval training towards 
improvement of clinical symptoms and executive function in adolescents with IGD. Methods: 
27 participants will be recruited from junior high schools in Jakarta to join this study. This is a 
8-week longitudinal clinical trial, with a one group pre and post-test design. Assessments will 
take place at baseline (T0), 4th week (T1) and post-intervention / 8th week (T2). Improve-
ment of clinical symptoms evaluated with Ten-Item Internet Gaming Disorder Test (IGDT-10) 
questionnaire, and executive function assessed with Behavior Rating Inventory of Executive 
Function (BRIEF) questionnaire. Intervention: Participants will undergo a total of 20 sessions 
of computer-based game (three times a week) and 16 sessions of High-Intensity Interval Train-
ing (HIIT) (two times a week) over the course of 8 weeks. The computer-based game is about 
delivering fruits as a fruit truck driver and each session will be 30-45 minutes. The HIIT session 
incorporates 8 moveset and will only take 4-8 minutes, each movement ranging from 20 to 30 
s. Conclusions: We anticipate that a combined intervention of computer-based game and high-
intensity interval training will enhance clinical symptoms improvement and executive function 
in adolescents with IGD, offering a new modality in IGD management.

Keywords: gaming disorder, behavioral addiction, digital addiction, gambling disorder, adolescent
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6B–2

Addressing digital wellness among youth in India: Center for Advanced 
Research on Addictive Behaviours (CAR-AB)

YATAN PAL SINGH BALHARA

Behavioral Addictions Clinic (BAC), All India Insatiate of Medical Sciences (AIIMS), New Delhi, 
India

India’s rapid digital growth, combined with its large youth population, has led to a rise in 
behavioral addictions, including problematic use of the internet, gaming, smartphones, social 
media, gambling, and other online activities. These behaviors are closely associated with 
mental-health concerns such as stress, anxiety, depression, and addiction. Despite their high 
prevalence and public-health significance, India currently lacks scalable, evidence-based 
prevention and intervention strategies, standardized digital-wellness curricula, and reli-
able tools for early risk identification. To address these gaps, the Indian Council of Medical 
Research established the Centre for Advanced Research on Addictive Behaviours (CAR-
AB) as a national, multisectoral initiative. CAR-AB aims to develop AI-driven predictive 
models to identify youth at risk of excessive or problematic technology use; design and 
validate prevention-oriented intervention packages for youth, parents, and teachers; develop 
and evaluate a Screening, Brief Intervention, and Referral to Treatment (SBIRT) model for 
early detection and harm reduction; create standardized training modules for educators and 
healthcare professionals to promote digital well-being; and generate evidence-based national 
recommendations for digital-wellness promotion and behavioral-addiction prevention. The 
centre comprises five interconnected studies employing cross-sectional surveys, qualitative 
research, mixed-methods evaluations, quasi-experimental designs, and randomized con-
trolled trials across multiple sites. Data collection includes validated psychological measures, 
digital-phenotyping indicators, and cognitive tasks. Machine-learning techniques with SHAP 
and LIME interpretability methods will be used to develop predictive models. Intervention 
packages will undergo iterative qualitative development, feasibility assessments, and process 
evaluations using established frameworks, while SBIRT effectiveness will be tested through 
a randomized controlled trial. Expected outcomes include a validated AI-based risk-predic-
tion algorithm, modular prevention programs for youth, parents, and teachers, a tested SBIRT 
protocol for technology-related harms, standardized national training resources for educa-
tors and health professionals, and policy-relevant recommendations for integrating digital-
wellness strategies into mental-health and education systems. CAR-AB represents India’s 
first comprehensive national effort integrating AI, behavioral science, and implementation 
research to address digital-technology–related addictions. By shifting the focus to scalable, 
preventive, therapeutic and system-level approaches, the initiative aims to strengthen youth 
mental health and contribute to global digital-wellness efforts, with a model adaptable to 
other low- and middle-income settings.

Keywords: gaming disorder, behavioral addiction, digital addiction, gambling disorder, adolescent
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6B–3

The efficacy of a early intervention mode for preventing Gaming 
Disorder in China

NA ZHONG 

Shanghai Mental Health Center, Shanghai Jiaotong University School of Medicine

Gaming Disorder (GD) cause severe health problem to Chinese adolescent and young adults. 
To better prevent GD, we try to build a joint preventive mode for GD among health, educa-
tional, community and family department, this preventive mode for GD including the early 
identification and referral system, school-based intervention system, community support for 
the family, and comprehensive intervention in health institution. This preventive mode has 
been tested in two high school (one is control, and the other one is intervention) in Shang-
hai, China, total of 99 adolescents meet the diagnostic guideline of Hazardous gaming were 
recruited in the study (50 in intervention school, and 49 in control school). The intervention 
group recieved 12 sessions psychosocial intervention in half year, and the control group 
just had regular psycho-education lessons. After intervention, the intervention group showed 
improvements in Health literacy, mood regulation, and decreasing the frequency and time 
spending on gaming. The study elucidate the promising future of the preventive mode imple-
mentation in preventing the GD. Brief introduction of institution: Shanghai Mental Health 
Center (Mental Health Center affiliated to Shanghai Jiao Tong University School of Medi-
cine) was founded in 1935, with Mercy Hospital and Shanghai Psychiatric Hospital being its 
predecessors. The center consists of Xuhui campus and Minhang campus. There are more 
than 1,100 full-time medical staff and more than 2,100 open beds. The center has a strong 
technical force in clinical sub-specialties, including general psychiatry, clinical psychology, 
mood disorder, child and adolescent psychiatry, geriatric psychiatry, rehabilitation center and 
addiction medicine. It is committed to developing and improving the clinical diagnosis and 
treatment of mental diseases, and is building a national psychiatric center. The center also un-
dertakes important functions such as WHO Collaborating Center for Research and Training 
in Mental Health, Shanghai Psychotherapy and Psychological Counseling Center, Shanghai 
Center for Mental Disease Control and Prevention, Shanghai Mental Health Research In-
stitute, National Clinical Center for Mental Disease, and National Clinical Trial Center on 
Psychotropics and so on.

Keywords: gaming disorder, behavioral addiction, digital addiction, gambling disorder, adolescent
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6B–4

Gambling motivation among adults in Indonesia: Patterns, predictors, 
and clinical implications

ENJELINE HANAFI¹, KRISTIANA SISTE¹, KASSIE GRACELLA PUTRI²,  
TRIBOWO TUAHTA GINTING², SATYA JOEWANA³

¹�Division of Addiction Psychiatry, Cipto Mangunkusumo General Hospital, Faculty of Medicine, 
Universitas Indonesia, Jakarta, Indonesia

²Department of Psychiatry, Faculty of Medicine, Universitas Indonesia, Jakarta, Indonesia
³Department of Psychiatry, Persahabatan Hospital, Jakarta, Indonesia

Background: Despite its illegality, gambling remains prevalent in Indonesia, particularly 
through online platforms. Understanding gambling motives is essential for identifying indi-
viduals at risk of developing gambling disorder and for informing early intervention strate-
gies, tailoring interventions, yet research and validated tools in the Indonesian context are 
limited. Methods: This cross-sectional study was conducted using both online and in-person 
data collection between March 1 and November 11, 2024. The sample consisted of 302 indi-
viduals with current or past gambling experience (mean age = 22 years). Gambling cognitive 
distortions were assessed using the Gambling-Related Cognitions Scale (GCRS), gambling 
motives using the Gambling Motives Questionnaire (GMQ), and gambling urges using the 
Gambling Urge Scale (GUS). Path analysis was employed to examine the relationships be-
tween cognitive distortions, gambling motives, and gambling urges. Results: The most com-
mon types of gambling were online gambling and slot machines. Among the participants, 
54.3% met the criteria for gambling disorder, while 46.7% did not. Individuals with gam-
bling disorder consistently reported significantly higher scores across all gambling motives, 
including coping, enhancement, social, and financial motives, compared to those without 
gambling disorder. The strongest motive for gambling in Indonesia’s samples identified was 
enhancement and financial. Gambling motives mediated the relationship between cognitive 
distortions and gambling urges, with enhancement and financial motives demonstrating the 
strongest associations with urge severity. Gambling motives and urges were also associated 
with gambling frequency, history of online loans, recent debt, family history of gambling, 
and level of insight. Conclusions: Gambling motivations play an important role in linking 
cognitive distortions to gambling urges. These findings highlight the importance of integrat-
ing cognitive and motivational targets into early screening and intervention strategies, par-
ticularly for individuals engaged in online gambling in Indonesia.
 
Keywords: gaming disorder, behavioral addiction, digital addiction, gambling disorder, ado-
lescent
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Understanding Chemsex: Epidemiology, definitional challenges,  
and research priorities

NORMAN THERRIBOUT, ROMAIN ICICK, CORA VON HAMMERSTEIN

Department of Psychiatry and Addiction Medicine, GHU, APHP Nord, IHM ‘Addiction’, Paris Cité 
University, INSERM, Therapeutic Optimization in Neuropharmacology (OTEN U1144), Paris, France

Context: A recent meta-analysis found a global prevalence of chemsex among men who 
have sex with men (MSM) of 22%. However, the high heterogentity between studies suggest 
a complex phenomenon which still needs to be explored. Although chemsex represents a 
growing public health concern, important gaps persist regarding its determinants, associated 
variables, and the distinction between problematic and non-problematic patterns of practice. 
Objective: To provide an updated narrative review of the literature on chemsex, focusing 
on definitional issues, epidemiological data, and associated variables - in order to identify 
priorities for future research. Method: A narrative review of the international literature was 
conducted using MEDLINE. English- and French-language articles published without date 
restrictions were included. Studies addressing the definition of chemsex, its prevalence, and 
associated variables were examined. Results: Prevalence estimates of chemsex varied widely 
across studies, countries, and even cities. No consensual definition of chemsex was identi-
fied, with most studies restricting the concept to MSM populations. Problematic chemsex 
practices were associated with changes in sexual behavior (including substance-driven sexu-
ality), general medical complications, and psychiatric symptoms, including insomnia, sui-
cidal ideation, anxiety, and depressive symptoms. Compulsive sexual behavior has been ex-
plored as a potential determinant of problematic patterns of chemsex use. Perspectives: The 
marked heterogeneity of chemsex-related data highlights the need for a consensual definition 
of chemsex, both as a practice and as a clinical phenomenon. Importantly, such a definition 
should not be limited to a pathological framework. Exploratory research is needed to better 
characterize the full spectrum of chemsex practices and their associated variables, including 
problematic forms. Improved conceptual clarity may support the development of more effec-
tive preventive and therapeutic interventions.

Keywords: Chemsex, epidemiology, mental health, CBT, sexualised drug use
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6C–2

Frequency of sexualized drug use and the association with addiction 
and mental health in a diverse sample of Canadian adults

MAYA C. THULIN¹, DANIELLE L. SHINBINE², LENA NAGY³, BEÁTA BŐTHE⁴, 
DAVID C. HODGINS⁵, MATTHEW T. KEOUGH⁶, NASSIM TABRI⁷, WILL SHEAD⁸, 
SAMANTHA J. DAWSON⁹, HYOUN S. KIM¹

¹Toronto Metropolitan University, Canada
²University of Alberta, Canada
³Eötvös Loránd University, Hungary
⁴Université de Montréal, Canada
⁵University of Calgary, Canada
⁶York University, Canada
⁷Carleton University, Canada
⁸Mount Saint Vincent University, Canada
⁹University of British Columbia, Canada

Background: Sexualized drug use (SDU) is the intentional use of psychoactive substances to 
enhance sexual experiences. SDU has been primarily studied in samples of men who have 
sex with men (MSM), often referred to as ‘chemsex,’ with a focus on concerns that substance 
use (e.g., disinhibition) may lead to excessive risk-taking (e.g., neglecting to use condoms). 
Research on SDU in samples other than MSM is sparse, even though SDU is prevalent out-
side of MSM and linked to negative health consequences (e.g., Sexually Transmitted In-
fections). Method: Using data from a cross-sectional online survey (N = 3636), this study 
examined the frequency of SDU in Canadians (both students and community adults, of any 
gender or sexual orientation) and the relationship between SDU and addiction, mental health, 
and psychological variables. Participants were grouped according to their frequency of SDU 
in the past 12 months: never (n = 3262), less than half of the time (n =200), and more than 
half of the time (n = 165). Participants engaged in SDU were primarily heterosexual (n = 236; 
60.5%) or bisexual (n = 78; 20.0%) women (n = 274; 70.3%). Results: A one-way ANOVA 
with Tukey’s post-hoc tests indicated that participants engaging in SDU more than half of the 
time scored highest on measures of compulsive sexual behavior, and problematic alcohol, 
cannabis, and other drug use. This group also reported greater psychological vulnerabilities, 
such as higher levels of depression, anxiety, stress, and impulsivity compared to those who 
did not engage in SDU. Conclusions: Results indicate that SDU occurs among Canadian 
adults of varying genders and sexual orientations. We extended previous research focusing 
on health risks, finding that SDU is also linked to addictive behaviors and psychological vul-
nerabilities.Because SDU has been primarily attended to in MSM, these results may inform 
the scope of future research and prevention strategies.

Keywords: Chemsex, epidemiology, mental health, CBT, sexualised drug use
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6C–3

Sexual motivation in chemsex and sexualized drug use:  
A pilot clinical study

CÉCILE MIELE¹,², SERVANE BARRAULT², BRUNO PEREIRA³, JULIEN CABE¹, 
VALÉRIE MOULIN⁴

¹�Addiction and Dual Pathology Unit, Clermont-Ferrand University Hospital, Clermont-Ferrand, 
France

²Laboratory QualiPsy, UR1901, Psychology Department, University of Tours, Tours, France
³�Department of Clinical Research and Innovation, Clermont-Ferrand University Hospital, Clermont-
Ferrand, France

⁴�Inter-University Laboratory of Psychology, Personality, Cognition, and Social Change (LIP/PC2S), 
Grenoble Alpes University, Grenoble, France

Background: In clinical practice, patients engaging in chemsex or sexualized drug use fre-
quently ask whether they are “dependent on sex, substances, or both”. Research suggests a 
likely co-contribution of substance dependence and loss of control in sexuality, making it 
essential to target the most salient etiology in prevention and treatment. Sexual motivation ty-
pology may serve as a relevant indicator of what can be conceptualized as sexual entrapment 
versus self-determination. Method: The primary aim of this study was to examine sexual 
motivation types in individuals engaging in chemsex or sexualized drug use using standard-
ized measures. Secondary aims were to compare these results with those of individuals with 
compulsive sexual behavior disorder (CSBD) and to explore differences according to self-
identified “dependence” on sex versus substances. Univariate and exploratory factor analyses 
were conducted. Results: In this pilot study, 23 clinical participants were recruited from a 
specialized hospital setting. Intrinsic motivation was more pronounced than extrinsic motiva-
tion or amotivation and did not differ overall from CSBD participants (n=40). Participants 
identifying as “more dependent on sex” showed significantly higher intrinsic motivation than 
those identifying as “more substance-dependent”. Conclusion: These preliminary findings 
suggest that treatment-seeking individuals integrate sexuality into their identity, particularly 
when they perceive themselves as “dependent on sex”. Assessing sexual motivation may 
therefore support more tailored therapeutic interventions.

Keywords: Chemsex, epidemiology, mental health, CBT, sexualised drug use
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6C–4

ChemCBT study: Study protocol of a randomised controlled trial  
of a group-based cognitive behavioural therapy intervention for  
the treatment of problematic chemsex practice

CORA VON HAMMERSTEIN, DORIAN ROLLET, FLORENCE VORSPAN,  
ROMAIN ICICK, NORMAN THERRIBOUT

Department of Psychiatry and Addiction medicine, GHU, APHP Nord. IHM ‘Addiction’. 
Paris Cité University, INSERM, therapeutic optimization in neuropharmacology, OTEN 
U1144, Paris, France
 
Background: The prevalence of chemsex among men who have sex with men (MSM) ranges 
from 3% to 29%. Chemsex is associated with multiple health risks, including increased ex-
posure to sexually transmitted infections, depression, anxiety, cognitive impairments and 
adverse social consequences. Despite being recognized as a public health issue, few validated 
psychotherapeutic interventions have been specifically developed or rigorously evaluated 
for individuals seeking treatment for problematic chemsex use. The ChemCBT program is 
a eight session cognitive-behavioral program specifically designed to address problematic 
chemsex use. We have established good acceptability and feasibility of the program through 
prior testing among a sample of 38 chemsex users. Objective: Our objective is to evaluate the 
efficacy of the ChemCBT program to reduce craving frequencyin comparision to a non-direc-
tive support group within problematic chemsex users. Methods: ChemCBT is a multicenter, 
randomized controlled trial comparing a manualized group-based cognitive behavioural 
therapy intervention with a non-directive support group. The intervention consists of eight 
weekly 90-minute sessions combining relapse prevention strategies and psychoeducation 
while addressing the sexual context of substance use. Participants are randomly assigned to 
the intervention or control group and assessed in double-blind conditions at baseline, week 8, 
and at 3, 6 and 12 months. The primary outcome is the change in craving frequency measured 
by the Craving Experience Questionnaire (CEQ). Secondary outcomes include craving inten-
sity, substance use patterns, severity of substance use disorder, quality of life, and depressive 
and anxiety symptoms. Expected Results: It is hypothesized that the ChemCBT program is 
more effective than the control intervention in reducing craving frequency over time. Conclu-
sion: This study aims to provide robust scientific evidence on the efficacy of a specific group 
cognitive behavioural therapy approach for problematic chemsex. Demonstrating its efficacy 
could support the implementation of adapted treatment programs and improve care for indi-
viduals seeking treatment for chemsex.

Keywords: Chemsex, epidemiology, mental health, CBT, sexualised drug use
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6D–1

Comparison of parents’ perceived gaming addiction in their children 
versus children’s actual functionality indicators

ORSOLYA KIRÁLY1,2, KATA ZSUZSANNA CSAPÓ1, ZSOLT HORVÁTH1,2,  
PATRIK KONCZ1, DANA KATZ1,3, ZSOLT DEMETROVICS1,2,4, RÓBERT URBÁN1

1Institute of Psychology, ELTE Eötvös Loránd University, Hungary
2Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar, Gibraltar
3Doctoral School of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
4�Flinders University Institute for Mental Health and Wellbeing, College of Education, Psychology and 
Social Work, Flinders University, Bedford Park, SA, Australia

E-mail: orsolya.papay@gmail.com

Background: As video gaming becomes increasingly popular among children—often replac-
ing traditional leisure activities such as hanging out with friends outdoors—many parents 
worry about the impact this may have on their children’s mental and physical well-being, 
fearing they may be addicted to video games. The present study aimed to compare parents’ 
perceived gaming addiction in their children against the children's actual functional indicators 
as reported by the parents. Methods: A purposive online sample of parents with children aged 
5–19 who play video games was collected (N = 714; 70.4% female, mean age 44.8 years; 
90.2% of the children were boys with a mean age of 11.8 years). Parents’ perceived gaming 
addiction in their children and children's actual functionality indicators were assessed along 
with demographic, behavioral, and psychological characteristics of the parents, children, and 
families. Results: While 40.3% of the parents perceived that their child was addicted to video 
games, only 30.1% of these children showed a risk of functional impairment in domains such 
as sleep and self-care, school functioning, family and social functioning, emotional and psy-
chological well-being, and leisure and lifestyle activities. Both groups of parents were com-
pared to each other and to parents who did not perceive their child as addicted. The quality 
of the parent-child relationship, parents’ self-reported distress levels, and the child’s average 
gaming time when they should be doing something else were the key variables differentiating 
these groups. Conclusions: These results suggest that most children perceived by their par-
ents as addicted to video games actually appear to function well, questioning parents’ ability 
to accurately evaluate the problematic nature of their children’s gaming behavior. Further-
more, a poorer parent-child relationship and higher parental distress levels were associated 
both with false-positive evaluations and with the distinction between families where the child 
was at risk of functional impairment versus those where they were not.

Keywords: parents, children, gaming disorder, parent-child relationship, parental distress
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6D–2

Parental profiles in video game mediation: Links to parent, child, and 
family variables

KATA ZSUZSANNA CSAPÓ1, RÓBERT URBÁN1, ZSOLT HORVÁTH1,2,  
PATRIK KONCZ1, DANA KATZ1,3, ZSOLT DEMETROVICS1,2,4, ORSOLYA KIRÁLY1,2

1Institute of Psychology, ELTE Eötvös Loránd University, Hungary
2Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar, Gibraltar
3Doctoral School of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
4�Flinders University Institute for Mental Health and Wellbeing, College of Education, Psychology and 
Social Work, Flinders University, Bedford Park, SA, Australia

E-mail: csapokatazsuzsanna@gmail.com

Background: The increasing popularity of video gaming as a recreational activity has set 
new challenges for families, especially parents who now need to guide their children’s gam-
ing behavior as well, which they often perceive as excessive. The study aimed to identify 
parental profiles in video game mediation and compare these along parent, child, and fam-
ily variables. Methods: A purposive online sample of parents with children aged 5–19 who 
play video games was collected (N = 714; 70.4% female, mean age 44.8 years; 90.2% of the 
children were boys with a mean age of 11.8 years). Parents’ mediation strategies (restrictive 
and active mediation, co-playing) along with demographic, behavioral, and psychological 
characteristics of the parents, children, and families were assessed. Latent profile analysis 
(LPA) was conducted to identify distinct profiles of parents. Results: Four profiles were iden-
tified: Disengaged Mediation (43.4%), characterized by below-average engagement across 
all strategies; Balanced Mediation (25.2%), with average engagement across the three strate-
gies; Instructive Mediation (19.3%), prioritizing shared play and active guidance over re-
striction; and Highly Active Mediation (12.1%), utilizing all strategies intensely, especially 
co-playing. The four groups differed considerably across demographic, behavioral, and psy-
chological variables. Parents in the Highly Active Mediation group have significantly fewer 
arguments with their children about video games and feel that their mediation is successful. 
Conclusions: The findings suggest that co-playing and active mediation are the key variables 
distinguishing between parents and are the best strategies to successfully mediate children’s 
gaming behavior.

Keywords: parental profiles, children’s gaming behavior, parental mediation, co-playing, active me-
diation, restrictive mediation
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6D–3

Escape-motivated gaming and gaming disorder risk in adolescence: 
Associations with internalizing symptoms and family processes

SABINA KAPETANOVIC1, KRISTINA BERGLUND2, SEVTAP GURDAL1

1University West, Sweden
2Gothenburg University, Sweden
E-mail: sabina.kapetanovic@hv.se

Gaming Disorder (GD), as defined in the ICD-11, is characterized by impaired control over 
gaming, increasing priority given to gaming over other activities, and continuation despite 
negative consequences. Among proposed psychological mechanisms underlying GD, es-
cape-motivated gaming has emerged as a particularly robust risk factor. However, limited re-
search has examined how escape motives relate to adolescent mental health and family-level 
processes in non-clinical populations. The present study investigated associations between 
escape motives for gaming, internalizing and externalizing symptoms, parenting practices, 
and family climate among Swedish adolescents. Data were drawn from the GAMEPSY proj-
ect and included 241 upper secondary school students (Mage = 16.9 years) who reported 
engaging in digital gaming. Gaming motives were assessed using the Motives for Online 
Gaming Questionnaire, while mental health symptoms, parenting practices (such as parental 
knowledge, overcontrol, and adolescent secrecy), and family climate (cohesion and conflict) 
were measured using validated self-report instruments. Descriptive analyses indicated that 
recreation was the most prevalent gaming motive. Other, less common motives, specifically 
escape, fantasy, and coping, were significantly associated with internalizing symptoms. Ado-
lescents with high levels of escape-motivated gaming reported significantly higher internaliz-
ing problems compared to peers with low escape motivation. In regression analyses, several 
psychosocial factors initially predicted escape motivation, including parental overcontrol, 
permissive parental attitudes toward gaming, reduced parental knowledge, and adolescent 
secrecy. When all variables were entered simultaneously, internalizing problems and ado-
lescent secrecy toward parents emerged as the only unique predictors, accounting for a sub-
stantial proportion of explained variance. These findings support ICD-11 conceptualizations 
of GD by highlighting escape-motivated gaming as a maladaptive coping strategy closely 
linked to emotional distress and relational processes within the family. Prevention and early 
intervention efforts may benefit from addressing adolescents’ internalizing symptoms and 
strengthening open parent–child communication, rather than focusing solely on gaming be-
havior or screen time reduction.

Keywords: gaming problems, escape motives, parenting practices, mental health, adolescents
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6D–4

Evaluation of the relationship between family characteristics, 
psychological problems and gambling severity across different 
gambling types
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1Green Crescent Counselling Center, Istanbul, Türkiye
2Green Crescent Counselling Center, Istanbul, Türkiye
3Ministry of Foreign Affair of Türkiye, Ambassador, Türkiye
4Department of Public Health, Faculty of Medicine, University of Health Science, Türkiye
5Green Crescent Counselling Center, Adana, Türkiye
6�Department of Psychiatry, Cerrahpasa Medical Faculty, Istanbul University-Cerrahpasa, Istanbul, 
Türkiye

7Private Practice in Psychiatry, İzmir, Türkiye
E-mail: sude.beyaz@yesilay.org.tr

Gambling disorder is a behavioral addiction that is closely associated not only with indi-
vidual consequences but also with family functioning. The widespread availability of online 
gambling has enabled gambling behavior to be maintained in a more concealed, accessible, 
and less controllable manner, which has been reported to negatively affect both gambling 
severity, mental health and family functioning. However, studies examining family char-
acteristics and gambling severity together across individuals who prefer different types of 
gambling remain limited. This study was conducted using data from 8,665 individuals who 
applied to YEDAM and received family counseling. Of the participants, 8,240 preferred 
online gambling, while 425 preferred non-online (land-based) gambling types. To reduce 
group imbalance, individuals in the non-online gambling group were matched with those 
in the online gambling group at a 1:3 ratio based on age and gender variables. Individuals 
who engaged in online gambling had significantly higher gambling severity scores compared 
to those who preferred non-online gambling types (p < 0.01). In addition, online gamblers 
exhibited significantly lower scores in several family functioning subdimensions, includ-
ing responsibility assignment, conflict resolution, rule-setting, family cohesion, and family 
members’ attitudes (p < 0.01). Furthermore, internet-based gamblers reported significantly 
higher levels of depression and anxiety (p < 0.05).The findings indicate that online gambling 
behavior is associated with higher levels of gambling severity and poorer family functioning. 
Compared to land-based gambling, online gambling can be maintained in a more concealed 
and less controllable manner, leading to later detection by family members; this delay is as-
sociated with greater gambling severity and more pronounced impairments in family func-
tioning . These results highlight the importance of addressing gambling-type-specific risks 
and family dynamics together within treatment and prevention programs.

Keywords: gambling disorder, online gambling, family functioning
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The relationship between childhood experiences, work addiction, 
and impostor feelings: A pathway analysis through parentification, 
overparenting, self-esteem, and perfectionism
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Background: While empirical studies have demonstrated the role of low self-esteem and high 
perfectionism in work addiction, little is known about how these personality factors relate to 
early childhood experiences such as parental behavior and parentification, or how they are 
connected to impostor phenomenon. The present study aimed to test whether parentifica-
tion and overparenting function as antecedent variables predicting work addiction and im-
postor phenomenon through the mediating roles of self-esteem and perfectionism. Method:  
A large cross-sectional Hungarian adult sample (N = 12,301; 50.3% of males; M_age = 42.45,  
SD = 12.31) completed standardized self-report measures assessing parenting experiences, self-
esteem, perfectionism, work addiction, and impostor phenomenon. Pathway analysis was used 
to evaluate direct and indirect effects. Gender differences were also tested within the model. Re-
sults: The pathway model showed acceptable fit. Higher perfectionism predicted greater work 
addiction and stronger impostor feelings, whereas higher self-esteem predicted lower levels of 
both outcomes. Parentification and parental overcontrol/overprotection were associated with 
lower self-esteem and higher perfectionism. Indirect pathway analyses indicated that parenti-
fication had substantial indirect effects on impostor phenomenon and work addiction. Parental 
control also showed significant indirect effects on impostor phenomenon, mainly through re-
duced self-esteem, and smaller but meaningful indirect effects on work addiction. The model 
accounted for 15.7% of the variance in self-esteem, 11.0% in perfectionism, 55.6% in impostor 
phenomenon, and 24.0% in work addiction, suggesting that the included predictors explained 
substantial portions of variability, particularly for impostor phenomenon. Conclusions: Find-
ings indicate that adverse childhood caregiving experiences play a role in the development of 
personality characteristics – such as low self-esteem and maladaptive perfectionism – that can, 
in turn, manifest in adulthood as work addiction and impostor feelings.

Keywords: work addiction, impostor phenomenon, parentification
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6E–1

Prevalence and co-occurrence of adolescent problematic screen-based 
behaviours: National school survey
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Background: Problematic digital media use in adolescence represents a growing public health 
concern (Santos et al., 2023). The exponential rise of digital media consumption has had a 
profound impact on adolescent lifestyle; physical and mental health risk factors, substance 
use and behavioural addictions (Pandya & Lodha, 2021; Tang et al., 2021). However, the 
literature remains limited with respect to prevalence and how these behaviours co-occur, with 
other risk behaviours, and with established mental health indicators. This study examined 
this gap within a national school survey exploring prevalence and co-ocurrence of problem-
atic digital media use and pscyhological associations and substance use. Methods: A national 
cross-sectional survey of secondary school students was conducted across students age 11-
20 years (N = 2,472). The sample comprised students in school years 10–13 (N = 1,254; 
mean age = 15.51 years; 47.85% male). Problematic gambling, gaming, and social media 
use were assessed using the Lie/Bet Questionnaire, an abbreviated IGDT-10, and the Bergen 
Social Media Addiction Scale. Latent class analysis was conducted in Mplus 8, with classes 
subsequently compared on psychological characteristics, substance use, and demographic 
variables. Results: Prevalence was 11.08% for problematic gambling, 17.2% for problematic 
gaming and 12.1% for problematic social media use. Five latent classes were identified: a low 
problem profile (59.97%), moderate gaming problem profile (24.16%), moderate problem 
co-occurrence profile (10.64%), and two smaller high-severity classes reflecting dominant 
social media risk and broad co-occurrence respectively (2.6% each). Higher severity classes 
demonstrated elevated hyperactivity, loneliness, non-productive thoughts, and substance use 
compared to the low problem profile. Conclusions: Significant heterogeneity exists within 
problematic digital behaviours found, with a significant minority presenting co-occurring 
profiles associated with broader psychological and substance use risk. These population-level 
findings provide improved understanding of patterns and prevalence related to targeting ado-
lescent digital risk. Keywords: adolescent, gaming disorder, problematic social media use, 
problematic gambling, co-occurrence, risk behaviours, latent class analysis.

Keywords: national survey, gambling, gaming, social media
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The latent structure of public attitudes towards addictive behaviours: 
Exploring the distinct representations of substance-related and 
behavioural addictions
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Background/Aim: Previous Hungarian and international studies have consistently shown that 
people with substance use disorders belong to the least socially accepted groups. However, 
much less is known about how the public perceives different addictive behaviours relative to 
one another and whether these perceptions reflect distinct underlying cognitive representa-
tions. Using data from the 2023 Hungarian National Population Survey on Addictive Prob-
lems (NSAPH 2023), this study aims to: (1) examine social distance towards 11 groups 
representing substance-related and behavioural addictions; (2) identify the latent structure 
underlying these attitudes; and (3) explore the individual and social features associated with 
the resulting latent dimensions. Methods: The analysis is based on a nationally representa-
tive sample of the Hungarian population aged 18–64 years (gross sample: 2,200; net sam-
ple: 1,800). Social distance was assessed using the friendship item of the Bogardus Social 
Distance Scale, complemented by a neighbourhood item for substance-related addictions. 
Factor analysis was performed to identify latent dimensions, and linear regression models 
were constructed using a 32-item variable set to explain these factors. Results: A distinct 
pattern emerged in the perception of the examined social groups based on social distance. 
The proportion of respondents unwilling to befriend drug addicts (87.9%) and alcohol ad-
dicts (80.6%) was significantly higher than for those unwilling to befriend individuals with 
behavioural addictions, such as gambling (36.5%) or work addicts (11.2%). Factor analysis 
identified two well-fitting latent factors encompassing six of the eleven studied groups: one 
reflecting attitudes toward behavioural addicts (Factor 1) and the other toward substance 
abusers (Factor 2). Regression models revealed that classical deviance theories (e.g., anomie 
and social integration) explain Factor 1, while deprivation and cultural status, apart from the 
previous ones, play significant role in Factor 2. Conclusions: The findings suggest that the 
public does not perceive addictive behaviours as a single homogeneous category. Rather, 
substance-related and behavioural addictions constitute two distinct dimensions of social 
representation, characterised by different levels of social rejection and different explanatory 
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mechanisms. These results contribute to a more differentiated understanding of addiction-
related stigma and may inform future public health communication and stigma-reduction 
strategies. Funding: This research was funded by the National Research, Development and 
Innovation Office (Grant ID: K143732).

Keywords: social attitudes, behavioural addictions, substance based addictions, exploratory models
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Tabletop Role-Playing Games (TTRPGs) mediated psychological 
intervention for people with concomitant gaming disorder and social 
anxiety: A clinical pilot
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Background: There is a paucity of treatment approaches for people with concomitant gaming 
disorder and social anxiety, despite an increasing number of treatment-seeking case with this 
specific profile. The present pilot clinical study capitalizes on a structured protocol in which a 
group of patients with gaming disorder and co-occurring social anxiety were exposed to real-
life social interactions while playing an offline tabletop role-playing game (akin to Dungeons 
and Dragons). Methods: A group of five patients with gaming disorder (matching ICD-11 
criteria) recruited at the Center for Excessive Gambling (Lausanne University Hospital) par-
ticipated in a 10-week experiment involving 10 sessions organized in three modules (for a 
comprehensive program description see: https://doi.org/10.1098/rsos.250273). Each module 
deployed one role-playing scenario designed to challenge the players in terms of gameplay, 
to involve them in a story based on maturing relationships with other characters, and to solve 
challenges through social means, collaboration and investigation. Our study followed a mul-
tiple single-case quasi-experimental design with a 6-week baseline, a 10-week intervention, 
and a 3-week follow-up (at three months). Primary outcomes were gaming disorder and social 
anxiety symptoms. Results: Four of the five patients completed the study. Single case analyses 
showed that the intervention was efficient – in terms of symptom reduction – for three patients. 
Most effects were maintained at follow-up. Conclusion: This pilot clinical study paves the 
way for a new sort of non-medicalized treatment for people with gaming disorder.

Keywords: gaming disorder, treatment, video games



Session 6E	 Symposia and parallel sessions 

217	 ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye 

6E–4

How adverse childhood experiences shape problematic social media use 
in adolescents: The role of depressive symptoms
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Background: Problematic social media use (PSMU) has emerged as a rapidly growing public 
health concern among adolescents, given its potential impact on emotional, social and aca-
demic functioning. Emerging evidence links early adverse childhood experiences (ACEs) 
and depressive symptoms to the development of PSMU among adolescents. Thus, instead of 
viewing PSMU as an isolated behavior, there is an increasing need of understanding this phe-
nomenon within a developmental framework for insights on developing effective assessment 
and intervention approaches. Objective: The purpose of the current study was to explore the 
relationships between Adverse Childhood Experiences, depressive symptoms and PSMU. 
Methods: A total of 592 adolescents aged between 14-18 years from schools of Urban Benga-
luru were recruited through convenience sampling. They completed the Adverse Childhood 
Experiences Questionnaire; Bergen Social Media Addiction Scale and Patient Health Ques-
tionnaire. Results: The findings revealed that ACEs lead to PSMU directly (0.89. p<.001) and 
also indirectly (0.655, p<.01) via depressive symptoms. Adolescents with ACEs tend to per-
ceive the world as unsafe and demonstrate heightened vulnerability to stress, which increases 
their risk for depressive symptoms. Therefore, they have a high propensity of adopting mal-
adaptive coping strategies such as increased reliance on social media use as a compensatory 
tool to alleviate depressive symptoms, temporarily fulfilling the needs of belongingness and 
social support that enhance their low self-esteem making online socialization a better alter-
native. However, this reliance can increase the risk of developing PSMU. Conclusion: This 
study highlights that ACEs act as a risk factor for developing PSMU In addition, depressive 
symptoms act as a mediating mechanism between ACEs and development of PSMU. These 
findings have significant implications for early identification of risk factors and development 
of healthy use of technology intervention programs among adolescents.

Keywords: adverse childhood experiences, depression, problematic social media use, adolescents, risk 
factors
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6E–5

Longitudinal associations between depressive symptoms and frequency 
of pornography use across five waves

ROBIN ENGELHARDT1, RAHEL GEPPERT2, DOMINIK TROMMER1,  
JOSHUA GRUBBS3, JÜRGEN MAES1, SHANE KRAUS4

1Bundeswehr University Munich, Munich Germany
2University Erfurt, Erfurt, Germany
3University of New Mexico, Albuquerque, NM, USA
4University of Nevada, Las Vegas, Las Vegas, NV, USA
E-mail: robin.engelhardt@unibw.de

Background: Depressive symptoms and pornography use are prevalent in the United States. 
Previous cross-sectional studies have consistently found positive associations between the 
two, but longitudinal evidence is still limited and often based on only two measurement 
waves. Method: We conducted a five-wave longitudinal study using a nationally representa-
tive sample of American adults (n = 2,806; 53% women). Associations between depressive 
symptoms and pornography use frequency were examined using partial correlations and a 
random-intercept cross-lagged panel model (RI-CLPM). All analyses were adjusted for age, 
gender, and moral disapproval of pornography use. Results: Across all five waves, depressive 
symptoms were positively associated with pornography use frequency, independent of age, 
gender, and moral disapproval. The RI-CLPM indicated that these associations were stable 
over time and primarily reflected between-person differences rather than reciprocal within-
person effects across six-month intervals. Conclusions: In a population sample of American 
adults, depressive symptoms and pornography use frequency are positively related. This re-
lationship appears to represent a stable between-person association that is not explained by 
demographics or moral attitudes toward pornography. Future research should employ eco-
logical momentary assessment and multi-wave longitudinal designs with varying assessment 
intervals to better clarify temporal dynamics.

Keywords: pornography, longitudinal, depression, depressive
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6E–6

Investigating the presence of inflammatory marker c-reactive protein 
amongst a sample of video gamers

SUZANNAH HEMSLEY, ALEXANDER SUMICH, CHRISTINA J HOWARD,  
DARIA J KUSS, FILIP M NUYENS

Nottingham Trent University, United Kingdom
E-mail: suzannah.hemsley@ntu.ac.uk

Background and aims: Video games can offer psychological, physical, and emotional ben-
efits. However, as with many activities, excessive or maladaptive gaming may be associated 
with negative outcomes. Problematic gaming has been linked to clinical conditions such as 
Gaming Disorder, as recognised in major diagnostic frameworks. While existing research has 
largely focused on psychological consequences of problematic gaming, (e.g., anxiety, depres-
sion), far less is known about its potential links to broader physiological health outcomes. 
One emerging area of interest is inflammation, a key biological marker associated with both 
mental and physical health, which may be relevant to understanding the wider health impacts 
of problematic video game use. Methods: Initially 192 participants completed a question-
naire measuring different aspects of lifestyle including sleep quality, sitting and sedentary 
behaviours, depression, anxiety and stress, physical activity, and Internet Gaming Disorder. 
Based on the results, 30 participants were invited to a follow -up study. The 30 participants 
(15female) were asked to keep a food diary for 7 days and then invited to provide a blood 
sample. Blood samples were then centrifuged to separate plasma from cellular components, 
and plasma was aliquoted into separate vials for analysis. Samples will be analyses using 
an ELISA kit to detect the presence of the inflammatory c-reactive protein (CRP). Expected 
results and implications: Building on evidence linking other problematic behaviours to in-
flammation, this exploratory study tests the hypothesis that problematic video game players 
will exhibit elevated CRP, even after controlling for mental health, sleep, physical activity, 
sedentary behaviour, and diet. To our knowledge, this is among the first studies to examine 
inflammatory markers in problematic gaming.

Keywords: gaming, inflammation, c-reactive protein
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6F–1

Can gambling-specific metacognition predict risky loot box buying? 
Evidence from a two-wave longitudinal study

JING ZHAI1,2, HAOFENG LING1, ANISE M. S. WU1,2

1Department of Psychology, Faculty of Social Sciences, University of Macau, Macao, China
2�Centre for Cognitive and Brain Sciences, Institute of Collaborative Innovation, University of Macau, 
Macao, China

E-mail: yc37326@um.edu.mo

Background: Loot boxes refer to items in Internet games that can be bought with real-world 
or virtual money and provide players with a random and uncertain reward. They are consid-
ered a gambling-like product due to their resemblance to gambling, such as the randomized 
reinforcement process. Previous studies found that individuals’ loot box engagement is as-
sociated with their gambling behaviors, but there is limited knowledge about its associations 
with gambling-specific cognitions (e.g., metacognition about gambling). Grounded in the 
Self-Regulatory Executive Function (S-REF) model, this study aims to examine the longi-
tudinal relationship between metacognition about gambling (MGQ) and risky loot box en-
gagement. Methods: A total of 672 Chinese adults with experience of loot box engagement 
were recruited via a convenience sampling method and completed the baseline survey. Of 
these, 57% completed the questionnaire in the 6-month follow-up. Validated self-reported 
assessments were used to measure participants’ risky loot box engagement and MGQ. The 
temporal relationship between risky loot box engagement and MGQ was tested using a cross-
lagged panel model. Results: The model showed satisfactory model fit. Only positive MGQ 
significantly predicted more risky loot box engagement, while the prediction of negative 
MGQ on risky loot box engagement is non-significant. Moreover, risky loot box engagement 
significantly and positively predicted both dimensions of MGQ. Conclusions: This study 
extended the application of the S-REF model to risky loot box engagement and deepened the 
understanding of its association with gambling by demonstrating not only the predictive role 
of gambling-specific metacognition but also the potential prospective effects of risky loot box 
use on such metacognition. Further research may examine whether and how meta-cognitive 
techniques can be integrated into related interventions.

Keywords: loot box buying, in-game behavior, gambling, metacognition, cross-lagged panel model
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6F–2

Problem gambling and digital loot box, physical blind box, and card 
pack spending: a Mainland Chinese survey

LEON XIAO

City University of Hong Kong, Hong Kong S.A.R. (China)
E-mail: leon.xiao@cityu.edu.hk

Gambling-like products share structural and psychological characteristics with legally regu-
lated traditional gambling (e.g., roulette and slot machines) but are generally not regulated as 
gambling. Virtual gambling-like products include video game loot boxes. Physical gambling-
like products include blind boxes and card packs. These products recently gained significant 
worldwide popularity. Stakeholders are concerned about potential harms, including over-
spending and the normalisation of gambling amongst children. The relationship between 
problem gambling or experiencing gambling harm and spending on virtual gambling-like 
products (i.e., loot boxes) is well-established and replicated. However, little research has 
been done in relation to the relationship between problem gambling and spending on physical 
gambling-like products (i.e., blind boxes and card packs). We propose a survey of Mainland 
Chinese video game players, which is a demographic that is mostly likely to engage with 
gambling-like products, to investigate whether (i) spending on various gambling-like prod-
ucts (i.e., loot boxes, blind boxes, and card packs) predict the severity of gambling-related 
problems and (ii) spending on physical gambling-like products (i.e., blind boxes and card 
packs) predict the severity of gambling-related problems differently (i.e., to a lesser or greater 
extent) than spending on digital gambling-like products (i.e., loot boxes) predicts the severity 
of gambling-related problems. This study is currently under review as a stage 1 registered 
report. We expect to have the finalised results by the conference dates.

Keywords: loot boxes, video games, card packs, blind boxes
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6F–3

Mapping emerging gambling formats and gambling harms among 
upper secondary school students in Sweden

VIKTOR MÅNSSON1,2,4, ANDERS HAMMARBERG1,3, ANDERS NILSSON1,3, 
KRISTOFFER MAGNUSSON1,3, HÅKAN WALL1,3

1Karolinska Institute, Sweden
2Division of Psychiatry and Habilitation Services, Region Dalarna, Sweden
3Centre for Psychiatry Research, Region Stockholm, Sweden
4Center for Clinical Research Dalarna, Uppsala University
E-mail: viktor.mansson@ki.se

Background: Gambling is common among adolescents and individuals below the legal 
gambling age (18 yrs) is increasingly being exposed to new forms of gambling. This study 
examined the prevalence of gambling, problem and harms from gambling, among upper 
secondary school students in Sweden. Methods: An online survey was completed by 722 
students (62% boys) with a mean age of 17 years. The majority (61%) attended a sports-
oriented school program and most lived with their parents. The questionnaire assessed past-
year gambling, gambling-related problem (PGSI-4) and harm (GHS-10), gambling formats 
and mental health. Results: Preliminary analysis shows that two out of three boys and nearly 
half of girls had gambled in the past year. Having any sign of past year problem gambling 
was reported by 16% of boys and 2% of girls. Gambling-related harm was common; the most 
frequent consequences were reduced access to spending money (57%), feelings of remorse, 
and diminished savings. Among boys who gambled, 24% reported some level of problem 
gambling and 25% experienced at least one gambling-related harm. Older students showed 
higher risk: 80% of boys aged 18+ had gambled in the past year, with problem gambling 
three times more frequent than among boys aged 16–17. Girls mainly engaged in bingo 
and lottery play, while boys gambled more often and riskier formats such as online casino 
games and sports betting. Loot box spending was reported by 18% of boys and 2% of girls. 
Students living alone or with a partner, and those active in team sports, showed somewhat 
higher gambling involvement and harm. Conclusions: Gambling and gambling-related harm 
are common in this adolescent population, particularly among boys and students 18 years or 
more. The findings also highlight that adolescents access gambling before legal age, and that 
online gambling opportunities have increased.

Keywords: adolescents, gambling, mental health
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6F–4

A multidimensional framework of gambling-related psychological 
features of loot boxes: Development and empirical test of social 
comparison

LEYAN ZHENG1, MATTHEW KING-PARKER2, LEON Y. XIAO3, STEVE SHARMAN1

1King's College London, United Kingdom
2University of Lincoln, United Kingdom
3City University of Hong Kong, Hong Kong S.A.R. (China)
E-mail: leyan.zheng@kcl.ac.uk

Background: Loot boxes are randomised in-game monetisation mechanisms sharing struc-
tural and psychological similarities with gambling. Previous research examined associations 
between loot box engagement and problematic gambling, gaming disorder, and gambling-
related cognitions. However, the existing frameworks focus on structural aspects of loot 
box design, neglecting the psychological mechanisms driving players' excessive spending. 
Methods: To address this, we developed a theory-grounded framework identifying 23 gam-
bling-related features across six domains, including monetary manipulation and investment, 
psychological manipulation, sensory gambling cues, fear-of-missing-out mechanics, reward 
structure and probability systems, and social dynamics. Social dynamics were then examined 
through an experimental design, where 90 game players were randomly assigned to three 
conditions (no comparison, horizontal comparison, and upward comparison) to test the effect 
social comparison. Loot box purchasing behaviour was recorded, and participants completed 
measures of gambling-related cognitions (GRCS), problematic gambling severity (PGSI), 
and gaming disorder (GAS). Results: Linear mixed-effects modelling indicated that social 
comparison did not significantly predict loot box spending (β=.143, p=.182). Spending was 
significantly correlated with gambling-related cognitions (r=.21, p=.049) and gaming dis-
order (r=.23, p=.027). Importantly, speed of play measured as time intervals between loot 
box purchases were found to significantly predict spending proportion (r = -.39, p= .003), 
reflecting gambling research on play speed. Conclusion: This research programme developed 
a multidimensional framework linking loot box design with gambling psychology theories. 
Findings demonstrate that social comparison and reward rarity do not significantly boost ef-
fects. Additionally, the finding that play speed predicted spending is particularly noteworthy 
as it mirrors patterns observed in traditional gambling contexts. Future research can test fac-
tors identified by the framework through empirical behavioural experiments to examine their 
influences on loot box purchasing to advance theories of this gambling-like mechanisms in 
video games and contribute to the broader understanding of behavioural addiction mecha-
nisms.

Keywords: adolescents, gambling, mental health
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6F–5

Financial harms of gaming: Cross-national evidence from the 
International Gaming Survey

BENJAMIN JOHNSON1, GARY CHAN1, JOHN SAUNDERS1,  
DANIEL STJEPANOVIC1, KRISTIANA SISTE2, JIANG LONG3,  
CAITLIN MCCLURE-THOMAS1, WIM VAN DER BRINK4, ANNE MARIJE KAAG5, 
JANNI LEUNG1

1National Centre for Youth Substance Use Research, University of Queensland
2Department of Psychiatry, Faculty of Medicine, Universitas Indonesia, Indonesia
3�Shanghai Mental Health Centre, Shanghai Jiao Tong University School of Medicine, Shanghai, 
China

4�Department of Psychiatry, Amsterdam University Medical Centers, University of Amsterdam, 
Amsterdam

5�Department of Clinical, Neuro and Developmental Psychology, Faculty of Behavioral and Movement 
Sciences, Institute for Brain and Behavior Amsterdam, Vrije Universiteit Amsterdam, Amsterdam, 
The Netherlands

E-mail: c.chan4@uq.edu.au

Background: Financial harms arising from intensive monetisation strategies in games, in-
cluding microtransactions and gacha systems, are increasingly recognised but remain under-
examined in relation to gaming disorder (GD). Existing GD screening tools rarely include 
financial harm items, despite emerging evidence that overspending may be a meaningful 
impairment domain. Method: We analysed cross-sectional data from the 2022 International 
Gaming Survey across five countries (Australia, United States, China, Indonesia, and the 
Netherlands). Participants were categorised as at risk of gaming disorder based on ICD-11 
criteria. Two outcomes were assessed: self-reported overspending on games and perceived 
financial burden. Logistic regression models tested the association between GD risk and both 
financial outcomes, adjusting for age, gender, country, education, partnership, parental status, 
and work or study status. Results: Participants at risk of gaming disorder had more than five 
times higher odds of reporting game-related overspending (OR=5.36, 99.38% CI: 3.31–8.69) 
and nearly eight times higher odds of reporting financial burden (OR=7.76, 99.38% CI: 
4.88–12.35). Financial harms were concentrated among men, younger adults, and players in 
China and Indonesia. Associations remained robust across all adjusted models. Conclusions: 
Financial harms are a significant and under-recognised component of problematic gaming. 
Findings support the routine inclusion of financial harm indicators in GD assessment tools 
and highlight the need for strengthened consumer protections in heavily monetised gaming 
environment

Keywords: gaming, financial harm, gacha
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6G–1

Problematic social media use, communication quality, and dyadic 
adjustment: A mediation analysis among romantic partners

MEHMET BÜYÜKÇORAK, DILARA SÜRÜ, MÜZEYYEN GÜL YILDIRIM,  
NISANUR AYHAN

Ibn Haldun University, Turkiye
E-mail: mehmet.buyukcorak@ihu.edu.tr

Problematic social media use has increasingly been associated with disruptions in interper-
sonal communication and relationship functioning. While previous research suggests that ex-
cessive social media engagement may undermine relationship satisfaction, the mechanisms 
through which this effect occurs remain insufficiently understood. The present study exam-
ines whether communication quality mediates the association between problematic social 
media use and dyadic adjustment among married couples. The study will be conducted with 
formally married adults. Problematic social media use will be assessed using the Problematic 
Social Media Use Scale (PSMUS), communication quality with the Communication Quality 
Scale, and dyadic adjustment with the Revised Dyadic Adjustment Scale (RDAS). Correla-
tion analyses will first be applied to explore the relationships among variables. Subsequently, 
regression analyses will be performed to test the mediating role of communication quality in 
the relationship between problematic social media use and dyadic adjustment. The proposed 
model hypothesizes that higher problematic social media use will be associated with lower 
communication quality, which in turn will predict lower dyadic adjustment. This study aims 
to provide a deeper understanding of how digital behaviors influence the quality of marital 
relationships in the contemporary era. The findings are expected to inform clinicians and 
researchers working to promote relational well-being in the digital age.

Keywords: problematic social media use; communication quality; dyadic adjustment; married couples; 
mediation; relationship functioning; digital behavior
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6G–2

Exploring live-streaming addiction through the lens of self-
determination theory: The mediating role of parasocial relationship

AURORA HENGYUE ZHANG1, ANISE M. S. WU1,2

1Department of Psychology, Faculty of Social Sciences, University of Macau, Macao, China
2�Centre for Cognitive and Brain Sciences, Institute of Collaborative Innovation, University of Macau, 
Macao, China

E-mail: yc37308@um.edu.mo

Background: The increasing popularity of live-streaming platforms has coincided with grow-
ing concerns regarding potential addiction among users. Such real-time engagement may fos-
ter viewers’ one-sided emotional bonds with streamers (i.e., parasocial relationship), which 
may increase the risk of live-streaming addiction. Based on self-determination theory (SDT), 
this study aims to investigate whether individuals experiencing high frustration of the re-
latedness need report stronger parasocial relationship (as a mediator), which in turn relates 
to greater live-streaming addiction. Methods: An anonymous online survey with validated 
scales among about 800 Chinese adults (54% female; Mage=30, SDage=5) was conducted. 
Bivariate correlations and the mediation model (Model 4; Hayes’s PROCESS macro) were 
tested. Results: Significant positive inter-correlations were found among the three variables, 
except the negative one between relatedness frustration and parasocial relationship. Media-
tion testing with 10,000 bootstrapped samples revealed a significant total and direct effect 
of relatedness frustration on life-streaming addiction (0.23, 95%CI[0.12, 0.33] and 0.34, 
95%CI[0.26, 0.43] respectively), while its significant and negative indirect effect via para-
social relationship was revealed (95%CI[-0.17,-0.06]), given a negative association between 
relatedness frustration and parasocial relationships (β = -0.06, 95%CI[-0.09,-0.04]) Conclu-
sion: Our findings provide some evidence for SDT explaining new forms of technological 
addiction. Although both relatedness frustration and parasocial relationship are potential risk 
factors of life-streaming addiction, further research on how relatedness need links to devel-
opment of parasocial relationship and/or life-streaming addiction is warranted. The findings 
also underscore the need for supporting at-risk groups to promote their sense of belonging 
and healthy two-side online/office social connections.

Keywords: parasocial relationship, live streaming addiction, self-determination theory
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6G–3

Impact of social media use on psychological and physical health:  
A systematic review of meta-analyses

TANIA MORETTA1,2, MARCO MIROLLI2

1Department of Theoretical and Applied Sciences, eCampus University, Novedrate (CO), Italy
2Institute of Cognitive Sciences and Technologies, National Research Council of Italy
E-mail: tania.moretta@uniecampus.it

Background: Over the past decade, social media use has become a pervasive behavior of 
daily life, leading to growing concern about its consequences on psychological and physical 
health. A growing number of studies and meta-analyses have examined relationships be-
tween social media use and a wide range of health outcomes. However, the overall evidence 
remains limited and methodologically heterogeneous. The present review provides a system-
atic overview of meta-analyses investigating the effects of social media use on psychological 
health, particularly cognitive and affective processes, and physical health outcomes. Method: 
We conducted a systematic review of meta-analyses focusing on the association between so-
cial media use or problematic social media use and psychological outcomes (e.g., depression, 
anxiety, cognitive and affective processes) and/or physical health outcomes (e.g., sleep qual-
ity, visual problems, etc.). Results: The reviewed meta-analyses generally indicate significant 
associations between social media use and a range of psychological outcomes, including 
higher levels of internalizing symptoms and alterations in cognitive and affective-motiva-
tional processes. Associations with physical health outcomes, particularly sleep disturbances 
and other physical complaints, were also frequently reported.Conclusions: Both social media 
use and problematic social media use seem to have a meaningful impact on psychological 
and physical health. These issues will be discussed in detail, with a focus on their implica-
tions for public health and future research.

Keywords: problematic social media use, systematic review, health outcomes

6G–4

Social media and social reward: Evidence and future directions

NIKLAS IHSSEN, JAMIE MOFFATT

Department of Psychology, Durham University, UK
E-mail: jamie.moffatt@durham.ac.uk

Background: Recent research from our lab highlights the utility of conceptualising social 
media use and overuse as a behaviour driven by social reward (Ihssen & Wadsley, 2021; 
Wadsley, Covey, Ihssen, 2022). In this presentation we aim to consolidate this perspective 
by synthesising our recent findings and outlining directions for future research. Furthermore, 
we will present novel data indicating that social reward seeking represents a critical factor 
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distinguishing active social media engagement from abstention. Method: To examine (social) 
reward processing in social media use, we adapted well-established paradigms from research 
on drug and food reward. These included visual cue reactivity, approach-avoidance tasks, 
choice tasks, and psychophysiological recordings. In our most recent study, we combined 
self-report measures (Social Reward Questionnaire; Foulkes et al., 2014) with a Social Incen-
tive Delay task (SID) to compare social reward processing in a group of 132 social media us-
ers and non-users. Results: Across studies we show that social media use is highly rewarding. 
Compared to control stimuli/activities, social media elicit automatic approach motivation, 
physiological states of incentive immersion, and a willingness to pay for social rewards. Im-
portantly, use intensity amplifies these effects. Measures of problematic use, however, show 
only selective associations with reward measures (e.g. cue-elicited desires). Interestingly, in 
our latest study non-users did not exhibit lower sensitivity to social feedback in the SID, but 
they showed a lower overall tendency to engage in social reward seeking, compared to active 
users. Conclusions: Our findings suggest that social media tap into human needs for approval 
and belonging and provide a highly rewarding experience. This may explain their pervasive 
adoption across and frequent use within individuals. However, high engagement based on 
gratification of social needs alone does not necessarily lead to problematic behaviour, which 
may be more closely tied to negative reinforcement and compensatory mechanisms (Brand 
et al, 2025).

Keywords: social media, social reward, problematic social media use
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7A–1

Mental imagery in addictive behaviors: A special focus on online 
compulsive buying-shopping disorder

ANNIKA BRANDTNER¹, MATTHIAS BRAND¹, ASTRID MÜLLER²

¹Department of General Psychology: Cognition, University of Duisburg-Essen, Germany
²Hannover Medical School, Hanover, Germany

Background: Across addictive behaviors, mental imagery is considered a transdiagnostic 
cognitive mechanism that intensifies desire and facilitates behavioral engagement. Online 
compulsive buying-shopping disorder (OCBSD) is a condition in which imagery-based pre-
occupations are likely to be salient, and the investigation of their occurrence, predictors, and 
treatment deserves empirical attention. Method: Data from the first assessment period of the 
FOR2974, a DFG-funded, German-wide, multi-center collaborative research unit, was ana-
lyzed to investigate expressions of mental imagery in women with OCBSD (n=56) and non-
problematic buying-shopping behaviors (n=56). OCBSD was classified based on a structured 
diagnostic interview, experiences of gratification and compensation during shopping were 
assessed in the laboratory, and mental imagery was assessed in a 14-day end-of-day ambula-
tory assessment. Hierarchical regression analyses were conducted to identify predictors of 
mental imagery in daily life. Results: Women with OCBSD reported markedly higher levels 
of shopping-specific mental imagery than those with non-problematic buying-shopping be-
havior. Within the OCBSD group, imagery intensity was uniquely and significantly predicted 
by compensatory experiences with medium effect sizes. Discussion: These findings suggest 
that in OCBSD, mental imagery may be driven by the anticipation of emotional relief, point-
ing to its potential function as a maladaptive emotion regulation mechanism. This pattern 
aligns with theoretical conceptualizations of imagery-based desire thinking and its relevance 
as an avoidance-oriented learning process. Findings are discussed against the background of 
theoretical model building and clinical implications.

Keywords: addictive behaviors, contextual influences, craving, impulsivity, problematic usage of the 
internet
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7A–2

Behavioral and cognitive impulsivity in at-risk problem gambling and 
affected other populations: A large citizen study using the Great British 
Intelligence Test cohort

KONSTANTINOS IOANNIDIS¹, MARIA BALAET², JON E GRANT³,  
WILLIAM TRENDER², PETER HELLYER², SAMUEL R CHAMBERLAIN¹,  
ADAM HAMPSHIRE²
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²�Centre for Neuroimaging Sciences, Institute of Psychiatry, Psychology and Neuroscience, King’s 
College London

³Department of Psychiatry and Behavioral Neuroscience, University of Chicago, Chicago, IL, USA

Background: Impulsivity is central to neurobiological models of gambling disorder, yet its 
expression in subsyndromal gambling and affected others remains under-examined. Method: 
Using data from the Great British Intelligence Test cohort (N = 26,392), we classified in-
dividuals as “at-risk of problem gambling”, “affected others”, or “controls”, and assessed 
addictive behaviors, behavioral impulsivity, and cognitive performance. Results: At-risk par-
ticipants exhibited elevated alcohol use, smoking, compulsive buying, problematic internet 
use, caffeine intake, and drug use versus controls (all p < .001). Affected others showed 
similar patterns excluding smoking. Both groups showed increased behavioral impulsivity, 
while cognitive deficits were restricted to at-risk individuals (p < .001). Machine learning 
highlighted behavioural impulsivity as a robust differentiator of risk status.

Keywords: addictive behaviors, contextual influences, craving, impulsivity, problematic usage of the 
internet
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7A–3

Craving and impulsivity across different types of problematic usage 
of the internet (PUI): Results from behavioral tasks and self-report 
measures
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Background: Addictive behaviors are associated with deficits in self-control related to height-
ened impulsive tendencies especially in the presence of addiction-related stimuli. In the con-
text of problematic usage of the internet (PUI), commonalities as well as differences are 
assumed across and between different sub-types. Method: In our multi-center study in Ger-
many (FOR2974), a large cohort of over 1000 adults has been investigated under laboratory 
conditions using self-report and behavioral measures. The extensive test battery included a 
cue-reactivity paradigm, Go/NoGo task, delay discounting task as well as several self-report 
questionnaires. Participants were recruited for specific target behaviors: gaming, online shop-
ping, online pornography use, and social media use. All participants underwent a telephone 
screening (in advance) and a standardized diagnostic interview (on-site). Data were analyzed 
aggregated across all PUI types as well as separately for each sub-type. Results: Across PUI 
types, a higher number of addictive symptoms was associated with heightened levels of cue-
induced craving (mean urge and arousal ratings) towards internet-related stimuli, more errors 
towards internet-related stimuli in the Go/NoGo task, steeper delay discounting, as well as 
heightened self-reported impulsivity. These tendencies were found consistently across PUI 
types but with varying effect sizes. Conclusions: Individuals with PUI show elevated cue-
induced craving, heightened impulsivity, and deficits in stimulus-specific inhibitory control. 
Accordingly, the combination of strong craving responses, reduced self-control, and impul-
sive tendencies may contribute particularly to the development of PUI. These processes, 
however, may also be intensified in the course of PUI, following a bi-directional cascade 
model. This is consistent with theoretical models on the development and maintenance of 
behavioral addictions, such as the I-PACE model. Similarities and potential divergencies 
between different PUI types are discussed.

Keywords: addictive behaviors, contextual influences, craving, impulsivity, problematic usage of the 
internet
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7B–1

Risk is not harm: A comparison of two predictive models predicting 
either risk of gambling problems or gambling-related harm based on 
online gambling tracking data
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3�Nantes Université, CHU Nantes, Biostatistics and Methodology Unit, Department of Clinical 
Research and Innovation, F-44000 Nantes, France

E-mail: gaelle.bouju@chu-nantes.fr

Background: Gambling-related harms represent a major public health issue (Francis et al., 
2025; Cowlishaw et al., 2025). Nevertheless, most predictive models focus on the prediction 
of excessive gambling risk, for example using the Problem Gambling Severity Index (PGSI) 
(Perrot et al., 2022; Catania et al., 2022), rather than on experienced harm. This study com-
pares two predictive models based on online gambling tracking data: one predicting exces-
sive gambling risk and one predicting gambling-related harm severity. Method: Data were 
drawn from Phase 3 of the EDEIN study (ClinicalTrials.gov NCT02415296), combining on-
line gambling tracking data from all French licensed operators, with sociodemographic and 
clinical assessments (n=189). Clinical measures included gambling history and activity, PGSI 
score, self-reported harm severity across five domains, critical life events, DSM-5 gambling 
disorder criteria, and standardized questionnaires assessing impulsivity, gambling motives, 
and gambling-related cognitions. Two random forest models were developed using the same 
set of 30 behavioral gambling indicators: one predicting excessive gambling risk (PGSI ≥8), 
and one predicting gambling-related harm severity classes, derived from latent class analysis. 
Classification thresholds were optimized using the Youden index. Model performance was 
assessed using AUROC, sensitivity, and specificity, and predicted groups were compared on 
clinical outcomes. Results: Both models showed comparable overall performance (AUROC 
≈ 0.72–0.73) and consistent clinical patterns, including more intense, frequent, and diversi-
fied gambling, higher clinical severity, stronger cognitive distortions, and higher impulsivity. 
However, these associations were more pronounced in the harm-centered model. Moreover, 
individuals classified as experiencing high harm exhibited greater difficulties in maintaining 
control goals and anticipating long-term consequences, as well as more frequent and more 
diverse major gambling-related critical life events. Conclusions: Despite similar predictive 
accuracy, the two models reflect different conceptual frameworks and identify partially dis-
tinct clinical profiles. Risk-based and harm-based predictions may therefore serve different 
but complementary purposes, depending on whether the focus is on early identification of 
excessive gambling or on clinical severity and real-world consequences.

Keywords: predictive model, gambling-related harm, excessive gambling
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7B–2

Gambling-related harm experienced by concerned significant others 
(CSOs) of people with problem gambling: A systematic review
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Background: Problem gambling (PG) not only causes significant problems for individuals 
with gambling problems but also leads to harmful effects for their concerned significant oth-
ers (CSOs). Problem gamblers are estimated to have six CSOs (Goodwin et al., 2017), in-
cluding partners, children, parents, and other relatives. While the adverse impact of PG on 
individuals with PG is well documented (Dowling et al., 2015), far less attention has been 
given to its impact on CSOs. Although interest in this topic has grown in recent years, there 
remains a lack of systematic reviews on gambling-related harm among CSOs (Riley et al., 
2021). This review aims to analyze and summarize the scientific literature regarding gam-
bling-related harms experienced by CSOs and their coping strategies. Methods: A systematic 
literature search was carried out using Preferred Reporting Items for Systematic Reviews 
and Meta-Analyses (PRISMA) guidelines (Page et al., 2021), in Scopus, PubMed, Web of 
Science, and PsycINFO. Results: A total of 27 papers met the inclusion criteria. Preliminary 
findings indicate that CSOs experience harm across multiple domains. Financial harms were 
common, including debt, loss of savings, and unauthorized use of money. Emotional, psy-
chological, and physical abuse was also reported, alongside distress such as stress, anxiety, 
depression, guilt, and shame. Health-related harms included poor general health and injury, 
while relationship harms involved loss of trust, chronic conflict, and breakdown. Functional 
and occupational disruption also emerged. Coping strategies included taking control of fi-
nances, paying debts, shielding children, hiding the gambler’s behavior, distancing them-
selves emotionally or physically, and, in some cases, ending the relationship. CSOs also 
sought external support from family, peers, professionals, and services, or used strategies 
such as seeking employment or monitoring gambling activities. Conclusion: These findings 
demonstrate that CSOs experience substantial and multifaceted harms, underscoring the need 
for targeted support and interventions that address both harm reduction and coping.

Keywords: problem gambling, concerned significant others, harms, coping methods, systematic review
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7B–3

Gambling-related harms: Lessons from lived experience

JAMES GRIMES

Gambling with Lives, United Kingdom
E-mail: james@gamblingwithlives.org

Gambling-related harms are a serious public health issue impacting millions of people world-
wide. Gambling today is fundamentally different from the past: fast-paced, highly addic-
tive electronic products are aggressively promoted by a powerful industry, available 24/7, 
and normalised through mass advertising. Yet responsibility for harm continues to be placed 
largely on individuals through “responsible gambling” narratives, obscuring the structural 
drivers of harm and reinforcing stigma and shame. This reality is not abstract to me. Fol-
lowing a twelve-year gambling addiction, I have spent the past six years leading nationwide 
campaigns to reform gambling policy in the UK, as well as co-developing and overseeing 
prevention programmes designed to provide information and support much earlier, with a fo-
cus on products and practices and the risks they pose. My role is Director at the charity Gam-
bling with Lives, a charity established by families bereaved by gambling-related suicide. In 
England alone, hundreds of people die by suicide each year where gambling is a causal or 
contributing factor. Gambling with Lives supports affected families in their pursuit of ac-
countability, systemic change, and has played a key role in advancing public awareness. They 
have influenced policy reform, embedding lived experience within prevention and education 
initiatives and raised the profile of gambling as a suicide risk national and internationally.

This presentation will share insights from our lived experience or frontline support and 
advocacy of those affected by gambling harm, examining how a public health approach can 
reduce stigma, challenge harmful narratives, and create more effective prevention and sup-
port systems. Reflections from the UK will be offered as lessons of relevance to international 
researchers, practitioners, policymakers, and advocates working to reduce gambling-related 
harm.

Keywords: gambling, gambling harms, gambling suicide, prevention, lived experience
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7B–4

Gambling and suicide: A quantitative analysis of record and gambling 
activity data

RICHARD JAMES

Loughborough University, United Kingdom
E-mail: rjejames1@hotmail.com

This talk presents quantitative analysis of gambling records conducted during a larger psy-
chological autopsy study investigating gambling-related suicide. Record data was requested 
from the twenty core cases that either died by, or made, a gambling-related suicide attempt. 
The records primarily consisted of gambling activity records (i.e., gambles, withdrawals, cor-
respondence, responsible gambling flags), bank transaction records (i.e., gambling deposits, 
financial distress), and medical histories. (i.e., evidence of a gambling disorder diagnosis). 
The records ranged in coverage from several months to over a decade. Each set of record data 
was electronically scanned (where not already), tabulated, and transformed into a detailed 
time series recording gambling-related and gambling-relevant activity. As well as triangulat-
ing with the narrative interviews conducted with participants and relatives, bank and gam-
bling activities were compared to assess validity. The records detail extensive corroborating 
evidence of gambling-related harm in frequency and expenditure, both in aggregate and at 
the gamble-by-gamble level. This was apparent across the histories of the cases analysed and 
often in the lead up to the attempt. Levels of expenditure varied between participants, reflect-
ing differences in personal circumstances and the breadth of sociodemographic backgrounds 
among the cases. The records outline fluctuations in gambling engagement, including periods 
of intense activity and attempts to avoid or reduce gambling, sometimes for several years.. 
Although a range of gambling activities were present across the cases, the majority of the 
cases primarily used online betting or casino/slots games. Evidence of financial distress was 
widespread, including exhaustion of accounts, savings, and financial assets, use of conven-
tional and payday loan facilities, borrowing from family members and unsuccessful transac-
tions. These findings inform and highlight potential challenges with growing efforts to sup-
port real-time monitoring of gambling activity from regulators worldwide. There was limited 
consistency in data structures and the data recorded between operators. The findings of this 
study have important implications for the identification of behavioural markers to guide early 
intervention and prevention of harm.

Keywords: gambling, gambling-related harm, suicide, data donation, longitudinal data
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7C–1

Examining health literacy and problematic social media use:  
The influence of academic achievement

DOROTA KLESZCZEWSKA¹, JOANNA MAZUR², ANNA DZIELSKA³

¹�Department of Health Sociology, Education and Medical Communication, Institute of Mother and 
Child

²University of Zielona Góra, Department of Humanization in Medicine and Sexology
³Department of Child and Adolescent Health, Institute of Mother and Child, Poland

Background: The relationship between adolescent health literacy (HL) and problematic social 
media use (PSMU) has been previously analysed, especially in terms of demographic factors 
and social support. However, the relation between HL and school achievements as predictors 
of PSMU’s been less studied. Method: This analysis examines how academic achievements 
moderate the link between HL and PSMU among 4,809 students aged 13, 15, and 17 sur-
veyed in Poland in 2022. PSMU was assessed using the Social Media Disorder Scale, with 
a cutoff point of 6 or more out of 9 symptoms indicating problematic use. Individuals who 
did not use social media were classified as non-problematic users. HL was measured using 
a 10-item HLSAC scale, with scores divided into three categories (10-25 points indicating 
low HL). The students were divided into two groups based on their academic achievement, 
with average and below-average performance considered relatively worse. The relationships 
were examined using the chi-square test and binary logistic regression. Results: 9.7% met 
the criteria for PSMU, 24.1% had low HL, and 51.8% had relatively worse academic perfor-
mance. The risk of PSMU decreases with age (OR=1.96; p<0.001) and is higher in girls than 
boys (OR=1.69; p<0.001), in students with low HL (OR=1.44; p=0.042), and in those with 
poorer academic achievements (OR=1.25; p=0.025). The protective effect of HL increases 
for students with very good academic achievements (OR=2.91; p<0.001) and diminishes 
in those with poorer academic performance (OR=0.814; p=0.363). Conclusions: Attention 
should focus on students with lower academic performance as they are at higher risk of low 
HL and PSMU, as well as high-performing students with low HL.

Keywords: gambling, gaming, social media, adolescents, health literacy, problematic social media use, 
academic achievement, problematic gaming, cross-media symptoms
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7C–2

Problematic gaming and social media use and their relationship with 
psychological health: Network analyses across 10 European countries
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¹Psychology Research Institute, Faculty of Social Studies, Masaryk University, Czech Republic
²Institute of Psychology, University of Tartu, Estonia
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⁴Olomouc University Social Health Institute, Palacký University Olomouc, Czech Republic
⁵Department of Developmental and Social Psychology, University of Padova, Italy
⁶Interdisciplinary Social Science, Utrecht University, The Netherlands
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Background: Social media use and gaming represent the most important leisure activities, 
reaching the problematic levels in some of adolescents. However, only a handful of studies 
focused on the simultaneous association of problematic gaming (PG) and problematic social 
media use (PSMU) with various psychological health symptoms. Moreover, the research has 
been predominantly done using summed symptom scores, omitting the various roles symp-
tom play. Method: Using nationally representative data from the 2021–2022 Health Behav-
iour in School-aged Children study (N = 33,586; ages 11–15; 10 European countries), we es-
timated gender-stratified network models including symptoms of PG (Internet Gaming Dis-
order Scale), PSMU (Social Media Disorder Scale), psychosomatic complaints, well-being, 
and loneliness. We examined within-media, cross-media, and psychosocial health associa-
tions. Results: When both media were modeled jointly, strong cross-media associations were 
observed primarily among behavioral-consequence symptoms (conflict, deception, prob-
lems, displacement), whereas cognitive-emotional symptoms showed moderate associations. 
Social media escapism emerged as the primary bridge between problematic media use and 
psychological health, consistently linking media symptoms with loneliness. In girls, social 
media escapism also connected to lower well-being and anxiety, indicating a broader emo-
tional embedding of PSMU. Conclusions: Adolescents dedicate large amount of their time to 
gaming and social media use. The dyad escapism-loneliness is the main bridge that connects 
problematic media use with the psychological health. Additionally, behavioral consequences 
(i.e., conflicts, problems, deceptions) of both PSUM and PG tend to co-occur – e.g., when an 
adolescent has conflicts with parents due to gaming, they are likely to have them due to social 
media use as well. This finding supports the perspective that some symptoms of problematic 
media use in adolescents are interconnected and likely mutually dependent across the media 
platforms. Adolescence can be a crisis itself, thus a complex approach to and understanding 
adolescents’ health and well-being is necessary.

Keywords: gambling, gaming, social media, adolescents, health literacy, problematic social media use, 
academic achievement, problematic gaming, cross-media symptoms
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Gaming and substance use: Evidence from a representative sample of 
adolescents
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³�National Centre for Disease Prevention and Health Promotion, Italian National Institute of Health, 
Rome, Italy
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Background: Playing video games is a healthy leisure activity for most adolescents; how-
ever, a minority of youth can develop maladaptive gaming patterns that are associated with 
impairments across multiple domains such as sleep, well-being, unhealthy lifestyles and risk 
behaviours (Canale et al., 2025; van der Neut et al., 2023). The present study aimed to ex-
pand current knowledge by examining the associations between non-gamers, and groups of 
gamers with different problematic gaming severity, and substance use (alcohol consumption, 
episodes of drunkenness, cigarette smoking, e-cigarette use, and cannabis use). Method: Data 
were drawn from a nationally representative sample of 65,256 adolescents aged 13–17 years 
who participated in the 2022 Italian Health Behaviour in School-aged Children study. We 
compared group of gamers (low risk, high risk and problematic) with non-gamers regarding 
their substance use. Logistic regressions models, adjusted for gender, age, family affluence, 
and family structure, were estimated. Results: The analyses revealed a U-shaped relationship 
between gaming group and substance use. Specifically, when compared with non-gamers, 
low-risk gamers had a lower probability of using any substances, whereas high risk gamers 
displayed probabilities comparable to non-gamers. Finally, problematic gamers showed the 
highest likelihood of engaging in substance use. Conclusions: Moderate and controlled video 
game play may be linked to reduced opportunities, time availability, or motivation for alter-
native activities, such as substance use, among adolescents.

Keywords: gambling, gaming, social media, adolescents, health literacy, problematic social media use, 
academic achievement, problematic gaming, cross-media symptoms
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Stigma, social classes, and the relationship with seeking help:  
A sociological perspective on gambling behavior
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Background: Gambling disorder is frequently framed through moral judgments and accusa-
tory discourse, which transforms stigma into a social process produced within interpersonal 
relationships rather than a mere individual emotional state. Stigma functions as a social mech-
anism that devalues individuals based on specific characteristics or identities. In the context 
of gambling, this is inextricably linked to practices of shame, concealment, and social with-
drawal, all of which complicate the help-seeking process. While existing research indicates 
that stigma deters treatment engagement, there remains limited sociological understanding 
of how stigmatization is experienced across different class positions. This study examines 
how individuals with gambling behavior experience stigmatization, how these experiences 
vary by social class, and the subsequent impact on help-seeking. Method: This study em-
ploys a qualitative research design with a heterogeneous sample. Data were collected from 
patients at a psychiatry department in an Istanbul training and research hospital and clients 
from Green Crescent Counseling Centers (YEDAM). To ensure class and spatial diversity, 
the YEDAM sample was drawn from four different socioeconomic strata across Istanbul. 
Semi-structured in-depth interviews were conducted with 30 participants, focusing on the de-
velopment of gambling behavior, the impact of addiction on daily life, feelings of shame and 
guilt, concealment strategies, and experiences with seeking or avoiding help. Data are being 
analyzed using an inductive and comparative thematic analysis approach. Results: Prelimi-
nary qualitative analyses suggest that stigmatization is a relational process shaped by social 
roles and class-based vulnerabilities. Stigma acts as a significant barrier that complicates and 
delays help-seeking through the mechanisms of shame and concealment. Conclusions: This 
research conceptualizes stigmatization in gambling addiction as a structural process tied to 
social positions rather than an individual subjective experience. The findings will provide a 
holistic framework to understand how stigma hinders treatment access and will offer recom-
mendations to minimize its impact.

Keywords: gambling addiction, stigmatization, seeking help
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From shame to recovery: exploring stigma in gambling disorder
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JEAN-BENOIT HARDOUIN, GAËLLE CHALLET-BOUJU

Nantes Université, CHU Nantes

Background: Gambling Disorder (GD) is frequently associated with moralizing attitudes and 
blame, exposing individuals to stigma that may hinder help-seeking, engagement in care, and 
recovery 1–4. While stigma has been widely documented in substance use and other men-
tal disorders, evidence related to GD remains limited, particularly across different stages of 
recovery. This study aimed to assess both the extent and lived experience of stigma among 
people with GD. Methods: We used a convergent mixed-methods design. The quantitative 
component included 50 participants with current or past GD who completed validated mea-
sures of self-stigma and perceived stigma. Levels of self-stigma will be described and exam-
ined in relation to socio-demographic and clinical characteristics using explanatory statistical 
models. The qualitative component consisted of semi-structured interviews with 20 partici-
pants who self-identified as recovered (n = 10) or currently in recovery (n = 10). Interviews 
explored experiences of stigma and its perceived impact on recovery. Qualitative data will 
be analysed using an inductive and comparative approach based on constructivist grounded 
theory. Quantitative and qualitative findings will be integrated to explore how stigma mani-
fests and evolves across the recovery process. Results: Analyses are ongoing. Conclusions: 
This study is expected to contribute to a better understanding of stigma in GD across differ-
ent stages of recovery and to inform public health and clinical approaches, including stigma 
reduction strategies and recovery-oriented care.

Keywords: gambling disorder, stigma, self-stigma, access to care, recovery
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Coping with guilt and shame after gambling loss: The mediating role of 
shame in avoidant coping and chasing behavior

SUNGHWAN YI

University of Guelph

Background: While many gamblers experience difficulty maintaining limits on time and 
money, the emotional consequences of gambling loss—particularly the distinction between 
self-conscious emotions like guilt and shame—remain under-researched. Guilt is typical-
ly associated with specific, temporary transgressions and a desire to repair harm, whereas 
shame involves a global devaluation of the self, often leading to withdrawal or defensive be-
haviors. This study applies psychological theories of these distinct emotions to the context of 
gambling loss to understand their impact on coping and problem gambling severity. Method: 
A retrospective survey was conducted with 284 participants who had lost at least $80 on a 
single gambling occasion within the previous three months. Participants completed the Prob-
lem Gambling Severity Index (PGSI) and reported the intensity of emotions (guilt, shame, 
positive affect) felt immediately following their loss. Coping efforts were measured using a 
21-item scale specific to gambling loss, covering six factors: seeking social support, planning 
to make up for financial loss, rationalization, wishful thinking, non-disclosure, and cognitive 
distortion of loss. Results: Path analysis supported the hypothesis that problem gambling 
severity is more strongly associated with the intensity of shame than the intensity of guilt. 
While guilt was reported more intensely overall across all groups, it did not significantly 
correlate with problem gambling severity once shame was controlled for. Crucially, shame 
was found to positively correlate with avoidant coping strategies—specifically wishful think-
ing, non-disclosure, and mental distortion—and it significantly mediated the relationship be-
tween gambling severity and these avoidant behaviors. Furthermore, "guilt-free shame" was 
positively associated with chasing-related thoughts, while "shame-free guilt" was negatively 
associated with chasing. Conclusions: The findings suggest that the experience of shame is 
central to the development and maintenance of problem gambling. Because shame triggers 
maladaptive avoidant coping and chasing, clinicians are advised to help patients shift from 
stable, global attributions (shame) to specific, temporary attributions (guilt) following losses. 

Keywords: gambling disorder, shame, guilt, avoidant coping, chasing behavior, self-regulation
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From screens to self-harm: A longitudinal analysis of risk factors
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MARC N. POTENZA3

1Palacký University Olomouc
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E-mail: jaroslava.sucha@upol.cz

Background: Non-suicidal self-injury (NSSI) has emerged as a significant public health con-
cern, particularly among adolescents. Given its multifactorial and complex nature, NSSI re-
quires a comprehensive understanding of its underlying determinants. Longitudinal evidence 
on problematic technology use and its impact on adolescent mental health remains limited. 
Aim: This study addresses this gap by examining the prospective associations of problematic 
gaming, problematic use of social media, and (cyber)bullying with adolescent self-harm. 
Specifically, we aimed to describe the trajectories of these variables over time, their inter-
relationships, and their contribution to the development of NSSI, while considering sex and 
school type. Method: Problematic gaming was measured using the Internet Gaming Disor-
der Scale–Short-Form (IGDS9-SF), problematic use of social media was measured using 
the Bergen Social Media Addiction Scale (BSMAS), face-to-face bullying victimization was 
measured using the Victim subscale of the Illinois Bully Scale (IBS), online bullying vic-
timization and self-harm were assessed using self-formulated questions. In this longitudinal 
quantitative study, 1,240 adolescents aged 12–14 years from 45 Czech schools participated 
in the first wave. Data were collected across three waves at 12-month intervals. Results: 
From a cross-sectional perspective, the results suggest that all selected variables are sig-
nificant predictors of self-harm. From a longitudinal perspective, problematic use of social 
media is particularly significant in the first wave, while bullying experiences are the most 
significant variable in the second wave. Conclusion: The observed links between self-harm, 
problematic digital technology use, and difficulties in social relationships suggest that prac-
titioners should screen these areas in adolescents who engage in self-harm to support a more 
targeted and effective intervention path to recovery. Grant affiliation: This contribution has 
been produced with the support of the project ReDiKid: Resilient Kid in Digital World, reg. 
no. CZ.02.01.01/00/23_025/0008686, co-funded by the EU.

Keywords: gaming disorder, problematic use of social media, cyberbullying, bullying, non-suicidal 
self-injury, adolescence, longitudinal study
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Sex-specific longitudinal associations between high risk of internet 
gaming disorder and subsequent suicidality in adolescents
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JANGRAE KIM, YUNMI SHIN

The Catholic University of Korea, College of Medicine, Korea, Republic of South Korea
E-mail: suejeong@catholic.ac.kr

Objectives: Internet Gaming Disorder (IGD) has become a growing public health concern 
among adolescents. Although previous cross-sectional studies have linked problematic gam-
ing with suicidality, longitudinal evidence remains limited. This study examined sex-specific 
associations between IGD risk and subsequent suicidal behaviors among adolescents who 
were not suicidal at baseline. Methods: Data were derived from the iCURE study, a prospec-
tive cohort involving 1,874 students (1,082 boys and 792 girls) aged 9–14 years. Participants 
with baseline suicidality were excluded. The Internet Game Use-Elicited Symptom Screen 
was used to identify adolescents at high risk of IGD (HRIGD). Suicidality was assessed at 
two-year follow-up using items adapted from the SCID-I. Relative risks (RRs) and 95% 
Confidence Intervals (CIs) were estimated using generalized linear models stratified by sex 
and adjusted for potential confounders. Results: At baseline, 8.0% of boys and 3.4% of girls 
were classified as HRIGD. At the two-year follow-up, boys in the HRIGD group showed 
significantly higher incidences of suicidality (17.4% vs. 5.0%), suicidal ideation (16.3% vs. 
4.7%), and suicide plans or attempts (5.8% vs. 1.0%) than those at lower risk. In fully ad-
justed models, HRIGD remained associated with suicidality (RR=3.05, 95% CI=1.53–6.07), 
suicide ideation (RR=2.99, 95% CI=1.48–6.05), and suicide plans and/or attempts (RR=4.03, 
95% CI=1.08–15.07) among boys, but not among girls. Conclusions: This longitudinal co-
hort study among adolescents without baseline suicidality indicates that IGD risk is related to 
subsequent suicidality in boys. Early identification and sex-specific preventive strategies tar-
geting excessive gaming may help mitigate future suicide risk in adolescents. Acknowledge-
ment: This research was supported by a grant of the R&D project, funded by the National 
Center for Mental Health (grant number: MHER25B01)
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Motivation to change and barriers to treatment seeking in persons with 
gaming disorder: Findings from the International Gaming Study 2024
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1The Univrsity of Queensland, Australia
2Vrije Universiteit Amsterdam, the Netherlands
3Universitas Indonesia, Indonesia
4Shanghai Jiao Tong University School of Medicine, Shanghai, China
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Background: Research on treatment-seeking behavior among individuals with gaming disor-
der remains limited. We aim to investigate differences in motivation to change and barriers to 
treatment seeking among individuals who are likely to have gaming disorder in a multi-coun-
try study. Methods: Data were from the International Gaming Study 2024, a cross-sectional 
survey of 1,519 adults aged 18-60 years across five countries (Australia, China, Indonesia, 
Netherlands, USA) who played video games at least 3 hours per week, and recruited by 
Nielsen Global Insight. There were 248 men and women who were classified as having likely 
ICD-11 gaming disorder according to the Gaming Disorder Identification Test (GADIT) by 
scoring 5 or higher. Motivation to change was measured using the transtheoretical stages 
of change model. Participants were also asked about barriers people may face in seeking 
treatment for gaming addiction. Results: Motivation to change had a mean score of 2.38 
(SD=1.25). For treatment seeking barriers, substantial proportions indicated stigma (44.8%), 
lack of awareness (51.6%), financial constraints (42.7%), and lack of time (32.7%). Overall, 
no significant gender differences in motivation to change and perceived barriers emerged (all 
p-values>0.05). Motivation to change was lowest in Indonesian participants (Mean=1.80, 
SD=1.05) compared to participants from other countries (Means=2.14 [1.16]-2.65 [1.49]).  
A higher proportion of Indonesian participants reported stigma (74.0%) as a barrier to seek-
ing treatment than those from other countries (34.0%-44.2%). Differences were further ex-
amined by sociodemographic characteristics, video gaming type, and mental health. Conclu-
sion: Among adults screening positive for ICD-11 gaming disorder, motivation to change 
their gaming behaviour was generally low, with most participants in early stages of change, 
and many indicated barriers to treatment seeking. Challenges differed across countries. There 
is a need for culturally tailored low-threshold public health interventions that increase readi-
ness to change and reduce stigma surrounding gaming disorder.

Keywords: gaming disorder, motivation to change, treatment-seeking barriers
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Predictive power of clinical characteristics in adolescents seeking 
treatment for internet gaming disorder
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3�Istanbul University Istanbul Faculty of Medicine, Department of Child and Adolescent Psychiatry, 
Istanbul, Turkiye

4Hasan Kalyoncu University, Gaziantep, Turkiye
5Turkish Green Crescent Society, Istanbul, Turkiye
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Background and Aims: While various psychiatric symptoms are frequently linked to Internet 
Gaming Disorder (IGD), their specific predictive roles within clinical populations remain 
under-researched. This study aims to evaluate the predictive power of clinical characteris-
tics in identifying high-risk IGD status among treatment-seeking adolescents. Method: The 
sample consisted of 388 adolescents (aged 15–17) who applied to Green Crescent Counsel-
ing Centers (YEDAM) between 2020 and 2025 for problematic gaming. Participants were 
categorized into high-risk (IGDS-9-SF score ≥ 36, n=97) and low-to-moderate risk (n=291) 
groups using a 1:3 matching design (nearest neighbor method) based on age and gender. 
Data were collected via the Internet Gaming Disorder Scale (IGDS-9-SF) and Psychological 
Screening Test for Adolescents (PSTA). Predictors were analyzed using Binary Logistic Re-
gression. Results: Univariate analyses indicated significant group differences for depression, 
self-harm, ADHD, and anxiety. However, in the multivariate binary logistic regression mod-
el, only depression and self-harm risk remained significant independent predictors of high-
risk IGD status. Adolescents with depression risk were 3.12 times more likely to be in the 
high-risk IGD group (OR=3.120; 95% CI: 1.071–9.092; p=0.037). Self-harm risk increased 
high-risk IGD probability by 1.62 times (OR=1.623; 95% CI: 1.012–2.603; p=0.045). ADHD 
(p=0.110) and anxiety (p=0.196) did not remain significant after controlling for affective 
symptoms. Conclusions: These findings suggest that, in treatment-seeking adolescents, high-
risk IGD status is more closely associated with affective distress, particularly depression and 
self-harm risk, rather than neurodevelopmental or anxiety-related symptoms. Clinical inter-
ventions for IGD may benefit from prioritizing the assessment and treatment of underlying 
depressive symptoms and self-harm tendencies.

Keywords: internet gaming disorder, depression, self-harm, ADHD, adolescents, Turkish Green Cres-
cent Society
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Problematic use of video games, social media, and alcohol:  
Exploring reciprocal relations with the big five personality traits  
in a longitudinal design

LUTZ WARTBERG1, STEFFEN ZITZMANN1, SILKE DIESTELKAMP1,  
KATRIN KREUTZ2, RUDOLF KAMMERL2

1�Department of Psychology, Faculty of Human Sciences, MSH Medical School Hamburg, D-20457 
Hamburg, Germany

2�Department of Education, Chair for Pedagogy with a Focus on Media Education, Friedrich-
Alexander-University Erlangen-Nuremberg, D-90478 Nuremberg, Germany 

E-mail: silke.diestelkamp@medicalschool-hamburg.de

Background: The problematic use of video games (PG), social media (PSMU), and alco-
hol (PAU) is widespread among young people. According to theoretical models, personal-
ity traits may be associated with these problematic behavioral patterns. However, very few 
longitudinal studies are available. Therefore, this study investigated, for the first time, the 
associations between the Big Five personality dimensions (BFPD) and the development of 
PG, PSMU and PAU in a longitudinal design. Methods: Surveys were conducted in Germany 
over three measurement time points (t1 to t3) using standardized instruments on PG, PSMU, 
PAU, and BFPD. Study participants had a mean age of 16.83 years at t1, 17.93 years at t2 
and 20.11 years at t3. Cross-lagged panel analyses over three measurement points (structural 
equation modeling) were calculated. Results: A total of N=492 young people (44.1% female 
and 55.9% male) were investigated at t1, N=475 (44.8% female, 55.2% male) at t2, and 
N=443 (45.1% female, 54.9% male) at t3. Lower Conscientiousness and lower Extraversion 
were predictors of PG, while higher Negative Emotionality (Neuroticism) predicted PSMU 
and lower Agreeableness was a predictor of PAU. Conversely, PAU was the only predictor 
of a Big Five dimension (lower Agreeableness). Additionally, associations between the three 
problematic behavioral patterns were observed across the assessment time points. Conclu-
sions: The present study provides novel findings from a longitudinal investigation that con-
tribute to a better understanding of the etiology of problematic use of video games, social 
media and alcohol in young people. These findings and the observed interactions between the 
three problematic behavioral patterns should be taken into account in the development and 
revision of preventive approaches for minors and young adults.

Keywords: gaming disorder, problematic social media use, problematic alcohol use, big five personal-
ity dimensions, adolescence
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Craving as an addictive type symptom across eating disorders:  
A systematic review
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6Université Clermont Auvergne, LAPSCO (UMR CNRS 6024), Clermont-Ferrand 63000, France
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Background: Craving constitutes a prominent symptom associated with both substance-related 
and behavioral addictions, and its recognition has been increasingly extended to include eating 
disorders (ED). Nevertheless, the definition, assessment, and consequences of craving in the 
ED context stay chaotic. This systematic review seeks to clarify the significance of craving—
conceptualized as a motivational state as in addictions—within ED. Methods: Comprehensive 
searches conducted in Embase, PsycInfo, and Web of Science (updated July 2025) identified 
peer-reviewed studies involving adult individuals with clinically diagnosed ED. Fifty empiri-
cal studies paired with fifteen reviews successfully qualified under the eligibility criteria. The 
narrative synthesis adhered to the PRISMA 2020 guidelines. Results: The preponderance of 
evidence predominantly pertains to bulimia nervosa (BN) and binge-eating disorder (BED), 
with insufficient data available for anorexia nervosa (AN) and non-food-related targets (e.g., ex-
ercise, purging). The definitions of craving displayed notable differences, often merging 'strong 
desire' with 'loss of control', thereby illustrating the uncertainty found in addiction research.  
A limited number of studies employed explicit theoretical models, with the majority drawing 
upon addiction-focused frameworks (conditioning, dual-process, affect-regulation) and demon-
strating minimal integration of neurobiological insights. The assessment of craving primarily 
used visual analogue scales and the Food Cravings Questionnaire. Throughout the spectrum 
of ED, craving—particularly trait craving—was consistently correlated with binge eating, mir-
roring its predictive significance in the realm of addictions. Interventions specifically targeting 
craving are still scarce: cue exposure techniques (including virtual reality) and neurofeedback 
have shown potential yet inconsistent results, while non-invasive brain stimulation has yielded 
variable findings. Conclusions: Craving emerges as a pivotal, addiction-like construct that re-
mains conceptually ambiguous within the domain of ED. There is an urgent necessity for a con-
sensual transdiagnostic definition and theory-driven assessment tools to facilitate advancements 
in understanding the underlying mechanisms and the development of effective interventions.

Keywords: craving, eating disorder, anorexia, bulimia, binge eating
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Stress-enhanced addictive overeating behavior and its neurobiological 
mechanisms: Evidence from a rat model of addiction

XIU LIU

University of Mississippi Medical Center, USA
E-mail: xliu@umc.edu

Overeating beyond individuals’ energy homeostatic needs has detrimental effects on doby 
health. People in the modernized societies are facing more stress in their daily life than ever 
before. The increased exposure to stress is proposed to be a risk factor promoting addictive 
overeating behavior. Our research work has investigated the impacts of stress on the moti-
vation for procuring calorie-condensed food reward in satiated subjects and its underlying 
neurobiological mechanisms. Male Sprague-Dawley rats with ad libitum access to rodent 
chow in their home cages were trained in daily 1-h sessions to press a lever for the deliveries 
of high caloric food pellets containing 35% fat contents. Ten min before the test sessions, the 
animals were subjected to a pharmacological stressor yohimbine or a chronic psychological 
stressor restraint. A corticotropin-releasing factor (CRF) receptor antagonist NBI, a gluco-
corticoid receptor antagonist mifepristone or a glucocorticoid synthesis inhibitor metyrapone 
was administered prior to the stress challenge. Rats willingly made lever-pressing responses 
for obtaining the calorie-condensed food pellets. Stress challenge increased lever-pressing re-
sponses, indicating the enhanced motivation for procuring the high fat food reward. Pretreat-
ment with NBI prior to stress challenge effectively blocked the behavior-motivating effect of 
stress. However, neither mifepristone nor metyrapone altered the effect of stress challenge. 
These findings demonstrate that stress challenge enhances the motivation for procuring cal-
orie-condensed food reward beyond energy homeostatic needs. This effect of stress requires 
activation of the CRF receptors but not activity of the hypothalamic-pituitary-adrenal axis. 
These data suggest a role of the extrahypothalamic CRF neurotransmission in overeating 
behavior under stressful situations, which is analogous to drug addiction. Taken together, 
these findings would shed a light on our understanding of the neurobehavioral mechanisms 
of overeating and its consequent obesity.

Keywords: addictive, overeating, stress, CRF
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Real-time assessment of cravings, withdrawal-like symptoms,  
and positive expectancy after quitting sugar-rich foods
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2University of Western Australia, Australia
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Aim: Many people struggle to reduce intake of highly palatable foods, which may be driven 
by cognitive and motivational factors, including craving and positive expectancy, as well 
as withdrawal-like symptoms that emerge during cessation. However, little is known about 
how these experiences change over time in daily life. This ecological momentary assess-
ment (EMA) study examined these processes prospectively with a focus on sugar-rich foods, 
including beverages, as a common target of food addiction. Methods: Adults from New 
Zealand intending to quit free sugars completed baseline assessments on demographics, di-
etary habits, psychological distress, self-efficacy, and food addiction symptoms. For 14 days, 
participants received five daily EMAs capturing thoughts, behaviours, and withdrawal-like 
symptoms related to sugar. Linear mixed-effects models were used to examine within-person 
changes over time. Results: Of 203 participants, nearly one-third (31.0%) remained sugar-
free throughout the 14-day period. Sugar consumption occurred in 9% of EMAs, peaking in 
the evening (11.5%) and primarily consisting of snacks, desserts, or baked goods. In the con-
text of these consumption patterns, participants experienced varying levels of craving, with-
drawal-like symptoms, and positive expectancies, illustrating how these experiences evolved 
over the early period of attempting to quit sugar. Conclusions: This study provides insight 
into the cognitive and motivational patterns associated with reducing sugar-rich foods. By 
applying intensive EMA methods within a behavioural addiction framework, the findings 
can inform models of persistent eating behaviours and identify potential targets for interven-
tion. These processes may also be relevant to other highly palatable foods that are commonly 
implicated in food addiction.

Keywords: ecological momentary assessment, craving, positive expectancy, withdrawal, sugar-rich 
foods
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Binge behaviors and their psychological correlates:  
A comparative analysis of binge drinking, eating, and watching patterns
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Background and aims: Binge behaviors, defined as the propensity to excessively and repeated-
ly engage in a specific conduct over a short period of time, have long been studied separately, 
despite their putative shared features. We aimed to determine whether they are characterized 
by distinct mechanisms, or whether particular underlying psychological processes overlap 
across binge behaviors. Methods: 446 adult French speakers were recruited via an online sur-
vey and categorized into three mutually exclusive groups according to the binge behavior they 
solely engaged in over the past three months: binge eating (BE, N=173), binge drinking (BD, 
N=44) and binge watching (BW, N=229). Participants completed measures of impulsivity  
(s-UPPS-P), emotion regulation (DERS) and psychopathological symptoms (BSI-18).  
ANOVAs were performed to explore differences between the three binge behaviors groups. 
Results: Participants who engage in BE showed greater somatization and anxiety, and higher 
negative urgency and emotion regulation difficulties than the BW group. BD participants re-
ported lower negative urgency and higher sensation seeking than the BE group. Regarding 
emotion regulation difficulties, they reported higher levels of awareness compared to BW and 
of impulse compared to BE, but lower levels of non-acceptance than BE. Interestingly, groups 
did not differ in depressive symptoms, positive urgency, lack of premeditation and persever-
ance, nor in the clarity facet of emotion regulation. Discussion and conclusions: Although 
BE, BD and BW are typically conceptualized as distinct behaviors, our results indicate partial 
overlap in their psychological characteristics alongside behavior-specific features. This sug-
gests that binge behaviors may share common underlying processes, while also differing in key 
psychological mechanisms (impulsivity domains and specific facets of emotion regulation dif-
ficulties) that may shape their specific expressions and consequences. Such an approach moves 
beyond viewing binge behaviors as fully independent phenomena and has implications for the 
development of interventions that address both shared and behavior-specific mechanisms.

Keywords: binge watching, binge eating, binge drinking
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More than a mouthful: The theatre of indian digital dining
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Introduction: Mukbang refers to online broadcasts featuring the consumption of large quanti-
ties of food (Oxford Learner’s Dictionaries, 2026) and has gained substantial global visibility 
across social media platforms (YouTube, 2024). In India, expanding internet access, the pro-
liferation of short-form video platforms, and algorithm-driven food content have accelerated 
the popularity of videos by creators such as Maddy Eats, which have received over 63 mil-
lion views (2022). International research has increasingly problematised mukbang consump-
tion, identifying addiction-like engagement, the fetishisation of eating, and ethical concerns 
surrounding digitally mediated food practices (Kağan Kırcaburun et al., 2024). However, 
empirical research examining mukbang within an Indian cultural context- particularly from 
viewers’ lived experiences- remains limited (Sanskriti et al., 2023). This study addresses 
this gap by investigating perceptions of fetishisation in mukbang content and examining the 
relationship between viewing motivations, addictive tendencies, and emotional eating among 
Indian viewers. Methods: A quantitative, cross-sectional survey design is employed using the 
Mukbang Addiction Scale (Kırcaburun et al., 2021) and the Emotional Appetite Question-
naire (Nolan et al., 2014). Data are being collected from 385 Indian participants, with sample 
size determined through a priori power analysis. Additional items assess viewing frequency, 
motivations, vicarious eating experiences, and perceptions of fetishisation. Results: Data 
will be analysed using descriptive statistics, correlational analyses, and regression models 
to examine patterns of vicarious eating, perceived fetishisation, and their associations with 
emotional appetite and addictive engagement. Discussion: Findings are expected to advance 
understanding of mukbang within India’s rapidly digitising media ecology, foregrounding 
critical issues of digital ethics, culturally mediated consumption, and emerging public mental 
health risks.

Keywords: mukbang; vicarious eating; fetishisation; behavioural addictions; digital ethics; Indian 
viewers
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The moderating role of moral incongruence in the relationship between 
craving and problematic pornography use
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Problematic pornography (PPU) use has been linked to psychological and relational difficul-
ties and shows parallels to other behavioral addictions, particularly in its association with 
craving and impaired self-regulation. Moral incongruence (MI), the conflict between per-
sonal moral values and pornography use, may be relevant to pornography related distress, yet 
its role in the craving–PPU association has not been examined. This study tested whether MI 
moderates this association and whether effects differ by PPU severity. Data were drawn from 
Hands-Off, a large web-based self-help study including a uniquely sizable treatment-seeking 
sample (N = 1,064). Participants completed validated measures to assess craving, PPU, por-
nography use frequency, and moral disapproval. MI was operationalized as the interaction 
between frequency and moral disapproval. Craving showed a strong positive association 
with PPU (r = .52). MI significantly moderated this association in the full sample (b = 0.003), 
with stronger relations observed at higher MI levels. The moderation effect appeared only 
among individuals below the clinical cutoff of PPU (b = 0.006). Pornography use frequency 
also moderated the craving–PPU association in opposite directions across severity groups. 
These findings indicate that moral and motivational factors are differentially related to PPU 
depending on severity and highlight the potential value of considering MI in the assessment 
of pornography related concerns.

Keywords: problematic pornography use, moral incongruence, pornography use frequency, pornog-
raphy craving
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7G–2

Preventing Problematic Pornography Use (PPU): Introducing the 
“PPU-PrevFrame” preventive framework

JESÚS CASTRO-CALVO1, MARTA GARCÍA-BARBA2,  
PATRICIA BELTRÁN-MARTÍNEZ1, JUAN IGNACIO LOZADA-RODRÍGUEZ1,  
JOËL BILLIEUX3,4

1Department of Personality, Assessment, and psychological Treatments, University of Valencia, Spain
2Department of Psychology and Sociology, University of Zaragoza, Teruel, Spain
3Institute of Psychology, University of Lausanne, Lausanne, Switzerland
4�Centre for Excessive Gambling, Addiction Medicine, Lausanne University Hospital, Lausanne, 
Switzerland

E-mail: jesus.castro@uv.es

Background: Only a small proportion of individuals with Problematic Pornography Use 
(PPU) seek or access treatment, despite the availability of effective therapeutic approaches 
(López-Pinar et al., 2025). This large treatment gap underscores the need for sound preven-
tive approaches aimed at reducing the risk of PPU before clinically significant impairment 
emerges. However, prevention efforts in this field remains scarce and has largely focused on 
educational interventions (i.e., pornography literacy interventions) (Testa et al., 2023), which 
implemented alone, show limited impact on reducing the risk of PPU. This oral communica-
tion introduces the “PPU-PrevFrame” (Castro-Calvo et al., in review), an evidence-based, 
multi-component framework for the universal, selective, and indicated prevention of PPU. 
Method: The PPU-PrevFrame was developed through an integrative review of literature on 
PPU, substance use disorders, and behavioral addictions. It adapts empirically supported 
preventive strategies to the specific etiological mechanisms underlying PPU. The framework 
distinguishes between three prevention levels (universal, selective, and indicated) and orga-
nizes intervention components targeting key vulnerability and protective factors. Results: 
Universal prevention focuses on comprehensive sexual education and pornography literacy, 
delivered within a sex-positive and developmentally appropriate approach. Selective and in-
dicated prevention incorporate additional components, including awareness of pornography 
use patterns and social norm interventions, education about the “addictive-by-design” fea-
tures of online pornography, enhancement of self-control and self-regulation skills, imple-
mentation of external control strategies (e.g., filters and time restrictions), promotion of adap-
tive coping and emotion regulation skills, and short-term abstinence periods (“pornography 
disconnections”). The PPU-PrevFrame is flexible and can be tailored to individual risk pro-
files. Conclusions: The PPU-PrevFrame offers a theoretically grounded and adaptable struc-
ture to guide the design of preventive programs that reduce the risk of PPU while respecting 
individuals’ sexual agency. It moves beyond information-based approaches by integrating 
behavioral, cognitive, emotional, and contextual strategies, providing a comprehensive road-
map for future prevention initiatives and empirical testing.

Keywords: Problematic Pornography Use, prevention, PPU-PrevFrame
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7G–3

Can sexual education prevent problematic pornography use (PPU)? 
Evidence from a retrospective cross-sectional study

MARTA GARCÍA-BARBA1, PATRICIA BELTRÁN-MARTÍNEZ2,  
JUAN IGNACIO LOZADA-RODRÍGUEZ2, JESÚS CASTRO-CALVO2

1Department of Psychology and Sociology, University of Zaragoza, Teruel, Spain
2Department of Personality, Assessment, and psychological Treatments, University of Valencia, Spain
E-mail: marta.garcia@unizar.es

Background: The few existing studies on PPU prevention have predominantly focused on 
educational approaches (i.e., “pornography-literacy interventions”), informing individuals 
about the risks associated with excessive pornography consumption as a means of reducing 
PPU risk (Testa et al., 2023). While educating individuals about the risks of PPU is an es-
sential first step in prevention, information alone rarely translates into attitudinal changes, 
and even less into the behavioral changes that requires the prevention of PPU (Vahedi et al., 
2018). Consequently, more recent approaches to PPU prevention argue that sexual educa-
tion is necessary but not sufficient for the prevention of PPU, especially in the context of 
selected or indicated prevention (Castro-Calvo et al., 2026). The aim of this study was to 
examine whether having received sexual education and the degree of satisfaction with its 
quality were associated with current pornography consumption parameters (time invested 
per week and PPU). Method: A total of 339 participants (63.4% men; 35.4% women), aged 
between 18 and 66 years (M=30.39; SD=9.29), completed an online battery of question-
naires. Participants were asked whether they had received sexual education at any point in 
their lives (“yes”/”no”), their level of satisfaction with the sexual education received (4-point 
Likert scale ranging from “not at all satisfied” to “completely satisfied”), the weekly time 
spent on online sexual activities (in hours), and problematic pornography use (as assessed by 
the S-IAT-Sex). Results: Overall, 62.8% of participants reported having received some form 
of sexual education. Most participants indicated being either not at all satisfied (16.9%) or 
only slightly satisfied (55.9%) with its quality. Neither weekly time spent on online sexual 
activities (t=0.024; p=.493; d=.002) nor PPU (t=0.613; p=.270; d=.081) differed as a function 
of whether participants had received sexual education. Satisfaction with sexual education 
moderated the association between weekly time spent on online sexual activities and the risk 
of PPU (β=.268; p=.04), but in the opposite direction to what was expected: the relationship 
between pornography use frequency and PPU was stronger among those reporting higher 
satisfaction with their sexual education. Conclusions: These findings support the view that 
sexual education is a necessary but not sufficient condition for effectively reducing the risk 
of PPU. Preventive approaches should therefore complement pornography literacy–based 
interventions with additional techniques and strategies aimed at achieving meaningful be-
havioral changes.

Keywords: Problematic Pornography Use, prevention, PPU-PrevFrame
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7G–4

Mechanisms of cognitive-behavioral-therapy for pornography use 
disorder: Do cue-reactivity, craving, and attentional bias change as  
a result of therapy 

FLORIAN STORZ, MIRIAM KAMPA, BERTRAM WALTER,  
DZHEYLYAN KYUCHUKOVA, RUDOLF STARK

Justus-Liebig-University Giessen, Germany
E-mail: florian.storz@psychol.uni-giessen.de

Background: Cue-reactivity and craving are essential mechanisms in the development and 
maintenance of pornography use disorder (PUD; Starcke et al., 2018) as they motivate por-
nography use and masturbation, which in turn reinforce the stimulus-response associations. 
In cognitive behavioral therapy, patients learn to manage their emotions, cognitions, and 
impulses related to pornography use, allowing them to abstain or reduce their use. This, in 
turn, breaks the reinforcement cycle, leading to reductions in craving and related motiva-
tional and attentional processes. Therefore, we expect that undergoing cognitive behavioral 
therapy leads to reductions in craving, cue-reactivity, and attentional biases towards porno-
graphic stimuli. Method: Our sample was recruited from the PornLoS treatment trial (Stark 
et al., 2024), in which patients with PUD were allocated to cognitive behavioral therapy 
or a wait-list condition and were probed before and after treatment/waiting period. Neural 
(BOLD signal) and behavioral (reaction times) cue-reactivity to conditioned stimuli were 
assessed using a sexual incentive delay task (Markert et al., 2021). Attentional biases were 
measured via the line-orientation/picture-categorization task, and motivational tendencies 
by an approach-avoidance task. Results: Preliminary analyses suggest alterations in the sa-
lience networks (anterior insula) and reward and habit networks (N. accumbens, caudate N., 
putamen, mOFC) after therapy, but not after a waiting-period. We found no alterations in 
attentional biases towards sexual rewards as result of therapy. There was a tendency towards 
reduced approach biases towards sexual images after therapy.Conclusions: So far, research 
on the mechanisms of psychotherapy for behavioral addictions is limited. This work con-
tributes to our understanding of how cognitive behavioral therapy may affect cue-reactivity, 
craving, and attentional processes in PUD.

Keywords: problematic pornography use, cue-reactivity, CBT
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7G–5

Patterns of co-occurring addictive behaviors among treatment-seeking 
individuals with problematic pornography use

EREN MURAT DINÇER1, YASIN KAVLA2, TUĞBA BOZDEMIR3,  
SÜLEYMAN AGAH DEMIRGÜL4,5, HASAN DURMUŞ6,  
MUHAMMED TAYYIB KADAK7, SÜREYYANUR KITAPÇIOĞLU8, İLKER AKTÜRK9, 
MEHMET BÜYÜKÇORAK10, FATMA BÜŞRA ERBIL11, TUNCAY SANDIKÇI7,  
BÜŞRA YAMANEL ÖZSOY12, OSMAN TOLGA ARICAK13

1Mimar Sinan Fine Arts University, Department of Psychology, Istanbul, Türkiye
2Department of Psychiatry, Cerrahpasa Medical Faculty, Istanbul University-Cerrahpasa, Türkiye
3Green Crescent Counselling Center, Izmir Buca, Türkiye
4�Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
5Doctoral School of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
6Erciyes University, Department of Public Health, Kayseri,Türkiye
7�Department of Child and Adolescent Psychiatry, Cerrahpasa Medical Faculty, Istanbul University-
Cerrahpasa, Turkiye

8Hasan Kalyoncu University, Gaziantep, Türkiye
9�İstanbul University – Cerrahpaşa, İstanbul, Türkiye
10�REDAM (Guidance and Psychological Counseling Application and Research Center), Ibn Haldun 

University, Istanbul, Türkiye
11Green Crescent Counseling Center, İstanbul Beykoz, Türkiye
12Green Crescent Counseling Center, İstanbul Cerrahpaşa, Türkiye
13Hasan Kalyoncu University, Department of Psychology, Gaziantep, Türkiye
E-mail: eren.murat.dincer@msgsu.edu.tr

Background: Addictive behaviors rarely occur in isolation; however, clinical assessment and 
treatment models typically focus on a single presenting problem. This fragmented institu-
tional focus makes it difficult to identify cross-addiction patterns, particularly those span-
ning chemical and behavioral addictions. Problematic pornography use (PPU), which is not 
formally classified as an addiction, is often overlooked in addiction treatment settings. As a 
result, empirical clinical data examining PPU within a cross-addiction framework remain 
limited. Although pornography use is highly prevalent among individuals with both sub-
stance-related and behavioral addictions, its role within broader addiction profiles among 
treatment-seeking populations is still poorly understood. The present study uses pornography 
use as an analytic entry point to examine how addictive behaviors cluster across different 
addiction treatment groups and to explore associated comorbid psychological difficulties. 
Methods: Data were drawn from a large adult clinical sample (N = 9,583) who applied to 
Green Crescent Counseling Centers (YEDAM) located in different cities across Türkiye be-
tween April and December 2025. Clients who declared pornography use in the last year (N = 
1,967) were recruited to the research. Participants were classified according to their primary 
addiction type (alcohol/substance use (N=875), gambling (N=1029), and internet addictions 
(N=63). PPU was assessed using the Short Version of the Problematic Pornography Con-
sumption Scale (PPCS-6). Measures of depression, anxiety, anger, impulsivity, excitement 
seeking, gambling severity, gaming disorder symptoms, and smartphone use were measured 
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with validated scales. Analyses included descriptive statistics and cross-tabulations, followed 
by independent-samples t-tests, correlation analyses, and multiple regression analyses based 
on the research questions. Results: PPU was identified using the PPCS-6 cut-off score of 
≥20. PPU prevalence differed markedly by addiction type, with the highest rate observed 
among individuals with internet-related addictions (19.0%; N = 12), compared to those with 
alcohol/substance use (3.1%; N = 27) and gambling (2.0%; N = 21). Distinct patterns of co-
occurring addictive behaviors were observed across primary treatment groups. PPU use was 
more prevalent among individuals seeking treatment for internet-related problems compared 
to those treated for alcohol/substance use or gambling. Within the internet addiction cohort, 
pornography use was frequently identified as one of the earliest behaviors associated with 
negative life consequences, alongside online gaming and social media use. Participants who 
screened positive for PPU reported significantly higher levels of depression, anxiety, anger, 
impulsivity, and sensation seeking, respectively. Furthermore, regression analyses indicated 
that impulsivity, depression, anxiety, and sensation seeking were significant predictors of 
PPUseverity among treatment-seeking individuals. Conclusions: These findings indicate that 
addictive behaviors clustered in distinct yet overlapping patterns depending on the primary 
reason for treatment and PPU may be particularly prevalent among individuals seeking treat-
ment for internet addiction as well as alcohol and substance use disorders, and gambling 
disorder. Furthermore, our findings suggest that PPU appears to function as an early and 
often overlooked form of addictive behavior in digital contexts. When it comes to other co-
morbid pathologies in relation to PPU, particularly anxiety are the highest among individuals 
screening positive for the PPU. Integrating routine PPU screening into behavioral addiction 
assessments may improve early detection and support more comprehensive, cross-addiction–
informed interventions.

Keywords: problematic pornography use, behavioral addictions, treatment-seeking populations, cross-
addiction, internet-related addictions
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8A–1

A strengths-based approach to recovery-oriented addiction care: 
Fostering health, resilience, and flourishing

TAYYAB RASHID

International Positive Psychology Association
E-mail: sedef.ercetin@yesilay.org.tr sedef.ercetin@yesilay.org.tr

The Disease Model has provided the foundation for modern addiction treatment by establish-
ing addiction as a legitimate health condition rather than a moral failing, thereby reducing 
stigma and expanding access to evidence-based care. While essential for diagnosis and acute 
intervention, sustainable recovery requires more than symptom reduction and relapse preven-
tion. This presentation proposes a strengths-based approach to recovery-oriented addiction 
care by integrating Positive Psychotherapy (PPT), and recovery science. Grounded in the 
concept of recovery capital, this approach emphasizes cultivating the personal, relational, 
and community resources that sustain recovery. Drawing on research across substance and 
behavioral addictions, including problematic Internet use, the presentation highlights evi-
dence that character strengths, hope, gratitude, forgiveness, meaning, and supportive rela-
tionships enhance resilience, strengthen recovery capital, and improve long-term outcomes. 
Rather than viewing flourishing as the endpoint of recovery, this presentation argues that 
flourishing is an active mechanism through which sustainable recovery is achieved, offering 
a comprehensive, person-centred framework for addiction care.

Keywords: recovery-oriented addiction care, positive psychotherapy

8A–2

Combining CBT and family therapy for gaming disorder:  
Effectiveness and acceptability of a modular treatment in routine care

PER BORE1,2, ANDERS HÅKANSSON1,2, EMMA CLAESDOTTER-KNUTSSON1,2

1Lund University, Sweden
2Region Skane, Sweden
E-mail: per.bore@med.lu.se

Background: Gaming disorder is a psychiatric diagnosis, yet evidence-based and clinically 
feasible treatment models remain limited. Prior research suggests that cognitive behavioral 
therapy (CBT) can be beneficial for gaming disorder and combining it with family therapy 
may further improve treatment outcome. Methods: Patients were recruited from a special-
ized outpatient clinic for gaming disorder in southern Sweden. The study used a one group 
design and included both adolescents (from age 13) and adult patients. Participants were of-
fered a module-based psychological treatment combining interventions from CBT and family 
therapy. Outcomes were assessed at baseline, after treatment, and at three months follow up. 
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Primary outcomes were gaming disorder symptoms, time spent gaming, and psychological 
distress. Acceptability was assessed as treatment completion, patient satisfaction, and work-
ing alliance. The study is registered at ClinicalTrials.gov, and a protocol has been published. 
Results: A total of 68 patients aged 13 to 42 years were included. Gaming disorder symptoms, 
gaming time, and psychological distress decreased with large within group effects that were 
maintained or strengthened at follow up, and 82% of those with gaming disorder at baseline 
and available post treatment data. Completion, satisfaction, and working alliance were high 
across age groups, and the effects were comparable to within group effects from efficacy tri-
als. Conclusions: Modular treatment integrating CBT and family therapy appears effective 
and acceptable when delivered in routine specialist care to a broad, comorbid patient group 
spanning adolescence to adulthood. The presentation will unpack how the modular structure 
is built and what the findings mean for clinics that are setting up services for gaming disorder.

Keywords: gaming disorder, treatment, CBT, family therapy

8A–3

An evidence-based hierarchical prevention and treatment model for 
gaming disorder: From mechanisms to real-world implementation

MIN ZHAO

Shanghai Mental Health Center, Shanghai Jiao Tong University School of Medicine, People's 
Republic of China
E-mail: drminzhao@smhc.org.cn

Background: Gaming Disorder (GD), classified as a behavioral addiction in ICD-11, dispro-
portionately affects adolescents and poses substantial public health challenges. While grow-
ing evidence has elucidated GD-related mechanisms, translating these findings into scalable 
prevention and treatment strategies remains limited. We aimed to develop and implement 
an evidence-based hierarchical model integrating mechanistic research, standardized assess-
ment, and real-world intervention. Methods: Multidisciplinary studies were conducted across 
three interconnected levels. Etiological investigations employed neuroimaging, behavioral, 
and hyperscanning paradigms to characterize neural and cognitive mechanisms of GD. At 
the assessment level, the Gaming Disorder Screening Scale (GDSS) was developed and vali-
dated, and applied in a national epidemiological survey and a digital assessment–intervention 
platform. At the implementation level, a school–family–community–hospital (SFCH) collab-
orative framework and stepped interventions were established across prevention, treatment, 
and rehabilitation stages. Results: Mechanistic findings revealed abnormalities in default 
mode and frontoparietal control networks, reduced dopamine transporter availability, dis-
rupted inter-brain synchronization during social interaction, and altered time perception. The 
GDSS demonstrated high reliability (Cronbach’s α = 0.93) and supported a national preva-
lence estimate of 5.2%. The digital platform enabled screening and intervention for over 
2,000 individuals. The hierarchical model showed good feasibility and applicability across 
clinical and community settings. Conclusions: This study demonstrates that a hierarchical 
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prevention and treatment model grounded in mechanistic evidence and standardized assess-
ment can be effectively translated into real-world practice. The model provides a scalable 
framework for addressing Gaming Disorder and contributes to the advancement of interven-
tion strategies for behavioral addictions.

Keywords: Gaming Disorder, behavioral addiction, hierarchical intervention

8A–4

A data-driven approach to identifying risk behaviors in gambling

JOSÉ ANTONIO SALMERÓN, ANTONIO GARCÍA, LUCÍA GARCÍA,  
DAMIAN PALLAS, ALBERTO NAVARRO

Spanish General Directorate for Gambling Regulation, Spain
E-mail: jasalmeron@ordenacionjuego.gob.es

The rapid expansion of internet access and the widespread availability of online gambling 
products have significantly increased the prevalence of addictive behaviors, creating substan-
tial economic, social, and family-related risks for a growing number of users—particularly 
among vulnerable groups. In response, Spain’s General Directorate for Gambling Regula-
tion (DGOJ), under Royal Decree 176/2023, is mandated to develop a mechanism capable 
of detecting risky and potentially pathological online gambling behavior. The mechanism 
uses data from 506 clinically diagnosed gamblers as the target group, along with the on-
line gambling database covering all licensed gambling platforms in Spain, which comprises 
more than two million gamblers in 2024. This project combines psychiatric expertise with 
advanced statistical methods to design an algorithm that identifies players exhibiting harmful 
patterns, distinguishing them from those engaging in responsible gambling. The framework 
begins by operationalizing DSM-5 criteria, translating clinical concepts into measurable be-
havioral indicators. These variables are then integrated into a semisupervised learning ap-
proach, enabling the model to leverage both clinically validated cases and broader player 
data to improve detection accuracy.The proposed system successfully differentiates between 
responsible and high-risk gambling behaviors, enabling early identification of gamblers by 
exhibiting compulsive patterns. The algorithm demonstrates improved predictive perfor-
mance compared to traditional rule-based methods, supporting targeted interventions such 
as limiting promotional incentives and restricting credit card use. The resulting system will 
be mandatory for all licensed online gambling operators in Spain, positioning the country as 
a European leader in safeguarding player well-being and promoting responsible gambling 
environments. This presentation will introduce the tool, its methodological foundations, and 
its implications for public health and regulatory practice.

Keywords: online gambling, addictive behavior, machine learning
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8A–5

An evidence-based AI assistant for professionals working in the field of 
problematic use of digital technologies

TEREZIE BABILONOVÁ, ROMAN GABRHELÍK, KATEŘINA LUKAVSKÁ, 
KATEŘINA KLOUČKOVÁ, JAROSLAVA SUCHÁ

Charles University, Czech Republic
E-mail: terezie.babilonova@lf1.cuni.cz

Background: The growing importance of digital technologies brings new challenges for ex-
perts working in prevention, counselling and treatment of risky use of digital media. At the 
same time, in today's information-overloaded and polarized society, there is a great demand 
for strengthening the ability to navigate complex topics, make decisions based on quality 
data, and maintain human oversight over technologies. Objectives: To present the develop-
ment of a specialized AI assistant designed to support the addictologists, psychologists and 
other experts working in the field of problematic use of digital technologies. The contribution 
also aims to present preliminary findings from a user needs assessment, identifying key ex-
pectations and information needs that inform the design of the assistant. The assistant aims to 
facilitate rapid access to evidence-based information, research findings, and practical recom-
mendations. Methods: The contribution will show the creation of model scenarios, prompts 
and reference answers used to test and optimize the functioning of the assistant. The results 
of a pilot qualitative needs analysis conducted among six addiction specialists and psycholo-
gists through semi-structured will also be presented. The data obtained were analyzed using 
the thematic analysis method and used in the design of the functionalities and content of 
the AI assistant. Results: Preliminary findings indicate a strong demand for rapid access to 
trusted information in the field of problematic use of digital technologies. The presentation 
demonstrates the AI assistent architecture, knowledge integration process, and examples of 
generated responses addressing common professional questions. Conclusions: The identified 
needs of experts indicate that an AI assistant based on verified expert sources has the poten-
tial to support evidence-based practice in the area of problematic use of digital technologies. 
Dedication: This contribution was created as part of the project "Beneficent Multi-Agent AI 
Avatar in a Small Democratic Society", supported by the Technology Agency of the Czech 
Republic (TAČR), registration no. TQ12000040.

Keywords: AI assistant, artificial intelligence, problematic use of digital technologies, diagnostics, 
prevention, intervention
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8B–1

Does stress affect mechanisms of problematic internet use?   
Reviewing recent evidence from FOR2974

LUKAS MALLON, MARTIN DIERS

Ruhr University Bochum

Acute stress has been proposed as a factor influencing core mechanisms of problematic us-
age of the internet (PUI), particularly cue processing, craving, and decision making. Stress 
promotes habitual over goal-directed behavior and may thereby exacerbate existing execu-
tive control deficits, especially in later stages when negative consequences are increasingly 
experienced. Some evidence additionally suggests attenuated stress responses in individuals 
with pathological use. Across studies from our collaborative research consortium, we exam-
ined how acute stress relates to different forms of PUI, including gaming disorder, online 
compulsive buying-shopping disorder, and problematic social network use. Overall, no al-
tered stress reactivity was observed for most PUI subtypes, and acute stress did not affect 
cue processing or executive control across increasing severity levels. However, individuals 
with more severe PUI showed elevated baseline and chronic stress levels. While acute stress 
had no effect on cue reactivity or executive control functions in gaming disorder or online 
compulsive buying-shopping disorder, it enhanced cue reactivity in social network use, al-
beit independently of symptom severity. Notably, in Gaming disorder, acute stress reliably 
increased craving, independent of the presence of any game-related cues. These findings 
suggest that acute stress may act less as a moderator of cue reactivity or decision making and 
more as a craving-inducing cue itself, likely shaped by learned associations between stress 
and engagement in digital behaviors across multiple PUI domains.

Keywords: stress, craving, cue reactivity, executive functions, decision making, problematic usage of 
the internet

8B–2

Gaming motives and impulsivity: Additive risk factors of gaming 
disorder

NIKLAS MEURER¹, SILKE M. MÜLLER¹, ANNA SCHMID²,  
SABINE STEINS-LÖBER², MATTHIAS BRAND¹

¹University of Duisburg-Essen
²University of Bamberg

Background: Gaming disorder is characterized by persistent gaming behavior despite negative 
consequences. Impulsivity represents a robust risk factor, with its distinct facets (attentional, 
non-planning, motor) potentially linked to motivational drivers like escapism or competition. 
According to the I-PACE model, these factors interact with situational triggers, cognitive-af-
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fective processes, and behavior automatization in the development of the disorder. This study 
investigates if gaming motives and behavior automatization moderate the relationship between 
impulsivity and symptom severity, and exploratively identifies gamer profiles via cluster analy-
sis. Method: Cross-sectional data from 377 adult gamers were collected at several German 
sites as part of the DFG-funded research unit FOR2974 (Project No.: 411232260). Impulsivity, 
gaming motives, behavior automatization, and symptom severity were assessed using ques-
tionnaires. Moderation hypotheses were tested using hierarchical multiple regressions, control-
ling for age, gender, depression, and anxiety. A two-step cluster procedure (hierarchical and 
k-means analysis) was applied to identify gaming profiles. Results: Contrary to the moderation 
hypotheses, no significant interaction effects were found after Bonferroni-Holm correction. 
However, the regression models confirmed significant additive main effects: The impulsivity 
facets explained approximately 20% of the variance in symptom severity, while escapism mo-
tive and the behavior automatization served as additional significant predictors. Depression and 
anxiety consistently showed strong associations with symptom severity. The cluster analysis 
identified four distinct gaming profiles. Conclusion: Findings primarily support an additive 
model in which risk factors (especially impulsivity, escapism, and behavior automatization) 
accumulate to increase symptom severity. This pattern is reflected in the four identified gaming 
profiles: (1) an unproblematic-adaptive, (2) a social-competitive (“low risk”), (3) an emotion-
regulative (“high risk”), and (4) a problematic-clinical profile. While most profiles follow this 
additive logic, the clinical profile converges high levels of all risk factors. This typology pro-
vides an empirical basis for risk stratification and targeted intervention design.

Keywords: gaming disorder, impulsivity, gaming motives

8B–3

Personality traits and materialistic values in online compulsive  
buying-shopping disorder and problematic social network use

PATRICIA SCHAAR¹, DAMLA SECK¹, ANNICA KESSLING², ANDREAS OELKER², 
SILKE M. MÜLLER², CHRISTIAN MONTAG³, ELISA WEGMANN²,  
ASTRID MÜLLER¹

¹Hannover Medical School
²University of Duisburg-Essen
³University of Macau

Background: Certain personality traits are risk factors for the development of problematic 
internet use. Higher neuroticism, impulsivity, and materialism have been linked to prob-
lematic online shopping and social network use, whereas lower conscientiousness has been 
associated with higher engagement in both behaviors. Dark Triad personality traits have also 
been implicated. However, little is known about personality differences between individuals 
with online compulsive buying-shopping disorder (CBSD) and those with problematic social 
network use (p-SNU). This study aimed to compare personality aspects between women with 
CBSD, p-SNU, and a control group with non-problematic use. Methods: Women with CBSD 
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(n=62), p-SNU (n=74) and a control group (n=132) were screened using a diagnostic inter-
view. The sample represents a subsample of the FOR2974 cohort (2021-2023). Personality 
traits were assessed with the BFI-2, the Naughty Nine, and the Barratt Impulsiveness Scale. 
Materialism was measured with the Material Values Scale. Results: Participants with CBSD 
and p-SNU showed higher neuroticism and impulsivity than control participants (medium-
large effect sizes). The CBSD group also scored higher on narcissism, Machiavellianism and 
materialism (medium-large effects) than control participants. Control participants exhibited 
higher conscientiousness than both groups with problematic use (small-medium effects) and 
higher openness than the CBSD group (small-medium effects). Compared to p-SNU, the 
CBSD group showed higher materialism, neuroticism, and Machiavellianism (medium ef-
fects). Discussion and Conclusions: Neuroticism and impulsivity are related to CBSD and 
p-SNU, whereas conscientiousness and openness may serve as protective factors. Material-
ism, neuroticism, and Machiavellianism are particularly elevated in CBSD, which should be 
considered in prevention and treatment.

Keywords: Big Five, Naughty Nine, Impulsiveness, I-PACE, ACSID-11

8B–4

Inhibitory control in problematic social network use:  
The interplay with cue-induced craving

ANNICA KESSLING¹, TOBIAS THOMAS², ASTRID MÜLLER², ELISA WEGMANN¹

¹University of Duisburg-Essen
²Hannover Medical School

Background: The pervasive integration of social networks (SN) into daily life results in con-
tinuous exposure to SN-related cues, which may increase their motivational salience and trig-
ger strong urges to use SN. In individuals with problematic social network use (PSNU), both 
heightened craving and decreased stimulus-specific inhibitory control are frequently reported. 
Theoretical models propose that these motivational and control-related factors may interact, 
with craving potentially challenging stimulus-specific inhibitory control and contributing to 
dysregulated use. However, empirical findings on inhibitory deficits in PSNU remain inconsis-
tent. Clarifying how craving and cognitive control jointly affect SN use behavior is therefore 
crucial for understanding mechanisms of PSNU. Method: In a multicenter study (FOR2974), 
44 individuals with PSNU and 23 individuals with non-problematic use were classified using 
a structured clinical interview. Participants completed a modified stop-signal task with SN-
related stimuli. Additionally, self-reported urges to use SN were assessed before and after a 
cue-reactivity paradigm to examine cue-induced craving. Results: Preliminary analyses re-
vealed no significant differences in stimulus-specific inhibitory control between PSNU and us-
ers with non-problematic use. However, individuals with PSNU showed significantly stronger 
cue-induced craving. Craving did not moderate the relationship between PSNU severity and 
inhibitory task performance, indicating that heightened motivation to engage with SN does 
not straightforwardly translate into diminished inhibitory control in the experimental context 
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assessed. Conclusion: These findings suggest that PSNU may be characterized more by altered 
motivational and attentional processing than by a clear impairment in inhibitory control. The 
presence of elevated craving alongside functional difficulties highlights the need for continued 
research. Future work should examine contextual and affective conditions, such as stress or 
negative mood, under which craving may interfere with cognitive control and everyday func-
tioning, helping determine when and how PSNU results in clinically relevant impairment.

Keywords: cognitive control, social media use, cue-induced craving

8B–5

Development and validation of the emotional working memory training 
in the context of problematic social networks use

LENA KLEIN¹, BENJAMIN BOLL¹, RAPHAEL MERGEHENN¹,  
LASSE DAVID SCHMIDT², HANS-JÜRGEN RUMPF², ELISA WEGMANN¹
1University of Duisburg-Essen
2University of Lübeck

Background: Explicit cognitions such as working memory performance and emotion regula-
tion abilities are central to goal-directed behavior and assumed within the I-PACE model by 
Brand and colleagues (2019, 2025), to influence problematic social network use (PSNU). 
The aim of the study is to examine the convergent validities (e.g., inhibitory control, atten-
tion, working memory) of an emotional Working Memory Training (eWMT). In addition, 
initial associations between the eWMT, emotion regulation, Fear of Missing Out (FoMO), and 
the tendency toward PSNU will be examined. Methods: Within the DFG-founded research 
unit (FOR2974), the eWMT has been developed based on a dual n-back task in which visual 
stimuli (neutral/negative faces) and auditory stimuli (neutral/negative words) are presented in 
parallel. In order to examine potential short-term training effects, participants (N=70) com-
pleted the task at two measurement points. In addition, further paradigms measuring work-
ing memory capacity (Digit Span) and inhibitory control (Stroop task and Go/No-Go) are 
used. Difficulties in emotion regulation, FoMO, and symptom severity of PSNU are assessed 
by self-reports. Results: The preliminary data showed that significant correlations between 
eWMT performance and neurocognitive tasks indicating convergent validity. In addition, the 
eWMT significantly correlates with FoMO, but not with difficulties in emotion regulation nor 
symptom severity. Performance in the eWMT improved from the first to the second measure-
ment time point. Conclusion: The convergent validity of the task used appears to be given with 
regard to the data obtained so far. A training effect of the eWMT is evident and underscores 
the connection between cognitive tasks and the affective working memory task. However, the 
association with general difficulties in emotion regulation needs to be investigated in more 
detail. However, it provides an initial insight into the extent to which training cognitive and 
affective processes may represent an approach for developing interventions for PSNU.

Keywords: problematic social networks use; explicit cognitions; intervention
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8C–1

Demographic and psychosocial predictors of DSM-5 gambling disorder 
among older adults in Hong Kong

ELSIE YAN

The Hong Kong Polytechnic University, Hong Kong S.A.R. (China)
E-mail: elsie.yan@polyu.edu.hk

Background: This study examined gambling participation and DSM-5 gambling disorder 
risk among community-dwelling older adults in Hong Kong, exploring demographic and 
psychosocial correlates, including elder abuse, depression, social networks, and loneliness. 
Method: Cross-sectional household survey of 721 community-dwelling Chinese adults aged 
≥ 60 years in Hong Kong using stratified random sampling and door-to-door recruitment by 
trained research assistants. Results: 8.7% exhibited gambling disorder risk (DSM-5 scores 
≥ 1), with men showing higher participation in HKJC Mark Six lottery (32.4% vs. 18.5%), 
horse race betting (25.6% vs. 6.8%), and football betting (12.8% vs. 4.5%), all p < .001. Due 
to skewness, log(DSM-5 + 1) transformation was applied for regression analyses. The full 
model identified elder abuse risk, depressive symptoms, male gender, younger-old age, and 
higher educational attainment as significant predictors of gambling disorder risk. Conclu-
sions: Among Hong Kong elders, gambling disorder risk is highest among men, the young-
er-old, and those with higher education, while elder abuse risk and depressive symptoms 
emerged as psychosocial predictors. Lower education showed protective effects, likely re-
flecting cohort-specific gambling access patterns. Findings support integrated screening for 
gambling, mental health, and elder abuse in geriatric care, with gender-tailored interventions 
addressing those at-risk as a public health priority.

Keywords: gambling disorder, elder abuse, depression
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8C–2

Patterns of adolescent risk-taking: Co-occurrence and psychosocial 
predictors of substance use, gambling, and antisocial behaviors

DOGA ULTANIR1,2, RESHMI MARHE1, HANAN EL MARROUN1,3,  
INGMAR FRANKEN1,2, MARILISA BOFFO1

1Center for Substance Use and Addiction Research (CESAR), Department of Psychology, Education 
and Child Studies, Erasmus School of Social and Behavioral Science, Erasmus University Rotterdam, 
3000 DR, Rotterdam, The Netherlands
2The Generation R Study Group, Erasmus MC University Medical Center Rotterdam, Rotterdam,  
The Netherlands
3Department of Child and Adolescent Psychiatry, University Medical Center Rotterdam, Erasmus 
MC, Sophia Children's Hospital, 3000 CB, Rotterdam, The Netherlands
E-mail: ultanir@essb.eur.nl

Background: Adolescence is marked by increased engagement in risk behaviors, including 
gambling, substance use, and antisocial behaviors. These behaviors frequently co-occur, and 
are likely driven by shared sociodemographic, familial, early life adversity, and psychological 
risk factors. Despite the high prevalence of adolescent risk behaviors, the majority of previ-
ous research does not adequately address their co-occurrence, instead treating risk-taking as a 
uniform construct. Person-centered approaches, such as the present study, enable the identifi-
cation of distinct risk behavior profiles beyond traditional variable-centered and one-size-fits-
all approaches. Methods: We will implement Latent Class Analysis (LCA) to identify distinct 
subgroups of adolescents characterized by unique combinations of risk behaviors. Data will 
be drawn from the Generation R cohort, a multiethnic, population-based longitudinal study in 
the Netherlands (N ~3,000) following participants from birth into adulthood. Risk behaviors 
were assessed using self-report questionnaires at age 18, including current alcohol, tobacco 
and cannabis use, lifetime gambling, past-year gambling, lifetime criminal record, and past-
year rule-breaking behavior, which will serve as indicators in the LCA model. Further, we 
will examine associations between class membership and sociodemographic (i.e., sex, socio-
economic status, migration background, IQ), familial (i.e., parental history, parental divorce), 
childhood trauma, and psychological (i.e., internalizing and externalizing symptomatology) 
predictors of risk-taking. (Expected) Results: We expect to identify multiple latent classes, 
including a low-risk group exhibiting little-to-no engagement in risk behaviors, a moderate-
risk group characterized by selective engagement (i.e., gambling only, or substance use and 
gambling), and a high-risk group displaying high engagement across all behaviors. Classes 
are anticipated to differ meaningfully on sociodemographic, familial, childhood trauma, and 
psychological functioning predictors. Conclusions: This study will elucidate heterogeneity 
and co-occurrence in adolescent risk-taking, enhancing the understanding of shared and dis-
tinct mechanisms underlying behavioral addictions. Findings will inform early identification 
of at-risk adolescents, and guide the development of tailored prevention strategies.

Keywords: adolescent risk behavior, behavioral addictions, latent class analysis
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8C–3

Social identification with online gambling site users as a risk factor for 
problem gambling: A cross-national study

HELI HAGFORS1, TEIJO OSMA1, IINA SAVOLAINEN1, ANU SIROLA1,  
EERIK SOARES RUOKOSUO2, JANNE VEPSÄLÄINEN1, ILKKA VUORINEN1,  
ATTE OKSANEN1

1Tampere University, Finland
2A-Clinic Foundation, Finland 
E-mail: heli.hagfors@tuni.fi

Background: The global expansion of online gambling highlights gaps in understanding 
the social psychological mechanisms in digital environments that may contribute to gam-
bling-related harm. Evidence remains limited on how processes such as social identifica-
tion and community engagement influence problematic gambling behaviors, and whether 
these mechanisms operate similarly across cultural contexts. This study examined whether 
participation in online gambling communities and identification with other online gamblers 
constitute risk factors for problem gambling. Method: Data were collected from 12 countries 
(Finland, France, Germany, Ireland, Italy, Poland, USA, Australia, Japan, Brazil, Portugal, 
and South Africa). The analytic sample included respondents who reported online gambling 
(N = 3,767). Mixed-effects negative binomial regression was used to test direct associations 
with problem gambling (Problem Gambling Severity Index, PGSI), and structural equation 
modeling assessed indirect pathways. Models controlled for loneliness (UCLA 3-Item Lone-
liness Scale), psychological distress (MHI-5), gender, age, and employment status. Results: 
Visiting online gambling communities, stronger identification with other gamblers, higher 
loneliness, greater psychological distress, and younger age were significant predictors of 
gambling problems, and these associations were consistent across countries. Identification 
mediated the relationship between visiting gambling communities and problem gambling 
severity, suggesting that social identification processes may amplify gambling-related harm. 
Conclusions: Findings underscore the role of online social environments in exacerbating 
gambling problems and highlight the importance of considering social identity mechanisms 
in harm-reduction strategies. Cross-national evidence is crucial for understanding these pro-
cesses and developing culturally sensitive interventions.

Keywords: online gambling, problem gambling, social identification, online communities, cross-na-
tional study
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8D–1

Aberrant dynamic brain states and network dysfunction in gambling 
disorder: State-dependent alterations during rest and movie-watching

SHUYU JIN1, YANHUI LIAO1, MARC POTENZA2,3,4,5

1�Department of Psychiatry, Sir Run Run Shaw Hospital, Zhejiang University School of Medicine, 
Hangzhou, Zhejiang Province, China

2�Department of Psychiatry, Child Study Center, Department of Neuroscience, Yale University School 
of Medicine, New Haven, CT, USA

3Connecticut Mental Health Center, New Haven, CT, USA
4Connecticut Council on Problem Gambling, Wethersfield, CT, USA
5Wu Tsai Institute, Yale University, New Haven, CT, USA
E-mail: jinshuyu@zju.edu.cn

Background: Gambling disorder (GD) involves disrupted large-scale brain networks, par-
ticularly the default mode (DMN), executive control (ECN), salience, and limbic circuits. 
However, most studies rely on static resting-state paradigms, overlooking dynamic network 
alterations under ecologically relevant conditions. This study examined state-dependent 
alterations in dynamic functional connectivity (dFC) in GD during both resting-state and 
naturalistic movie-watching. Methods: Thirty-six GD patients and 39 healthy controls (HC) 
underwent fMRI during resting-state and movie-watching. dFC was characterized using 
sliding-window correlation and k-means clustering. Temporal metrics (fractional occupancy, 
mean dwell time, transition probabilities) were computed. Group differences were examined 
using ANCOVA (covariates: age, education). Network-level differences were quantified us-
ing normalized network-wise density (∆_norm) and raw suprathreshold edge count (∆_raw) 
to assess concentration and magnitude of alterations. Relationships between dynamic met-
rics, dFC, and clinical scores were analyzed. Results: No significant differences were found 
in global dynamic metrics. However, GD exhibited distinct state-dependent network altera-
tions. At rest, GD showed selective abnormalities in State 1 (control, salience, DMN, tempo-
roparietal), and persistent temporoparietal/DMN emphasis in State 2 with attenuated control/
salience engagement. During movie-watching, GD displayed broadly decentralized abnor-
malities in State 1 (except focal limbic/temporoparietal dysregulation), collapsing to global 
hypo-centralization in State 2. Notably, temporoparietal junction and limbic connectivity re-
versed across paradigms: strengthening from State 1 to State 2 at rest, but weakening during 
movie-watching. These dysfunctions were systematically encoded in symptom severity and 
motivational profiles. Conclusion:This study delineates a State-Network-Behavior patholog-
ical model in GD, characterized by dynamic alterations across DMN, ECN, salience, limbic, 
and temporoparietal networks, with more pronounced abnormalities emerging during natu-
ralistic stimulation. These changes correlate with impulsivity, cognitive bias, and gambling 
motivation. Findings highlight the necessity of ecologically valid paradigms for uncovering 
GD mechanisms and developing intervention targets.

Keywords: gambling disorder, dynamic functional connectivity, brain states, resting-state, naturalistic 
fMRI
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8D–2

Effectiveness of Brain Computer Interface based intervention (BCI) for 
arousal alteration in gaming disorder

MARZIYEH HAMZEHZADEH, MEHDI TEHRANIDOUST

Tehran University of Medical Sciences, Islamic Republic of Iran
E-mail: hamzezade.marzi@gmail.com

Introduction: Gaming disorder is characterized by excessive and problematic gaming be-
haviors, often leading to intense emotional arousal and difficulty in controlling gaming im-
pulses. Understanding and managing emotional arousal during gameplay is crucial for de-
veloping effective interventions for this disorder. Objective: This study aimed to assess the 
effectiveness of BCI-based models in managing arousal during gameplay among players 
without gaming disorder, players with gaming disorder. Methods: The study consisted of two 
main phases. Phase 1) Development of a new task to measure arousal and examine emotions 
among players without gaming disorder, players with gaming disorder, and players involved 
in problematic gaming during the emotional arousal task. Phase 2) Assessment of the impact 
of a BCI-based intervention on reducing arousal in players during the emotional arousal task. 
Participants, with and without gaming disorder, engaged in gameplay sessions under differ-
ent conditions (BCI, sham, and silence) in both easy and hard gameplay modes. Arousal lev-
els were measured using the theta/beta ratio (TBR). The performance of the BCI system was 
evaluated using the EEGNet model and metrics such as mean square error (MSE) and likeli-
hood function similarity. Statistical analyses were conducted to compare emotional arousal 
levels and gameplay performance across groups. Results: The findings showed that the emo-
tional arousal task could generate various levels of valence, arousal, and dominance among 
players, and the BCI-based intervention led to a significant reduction in emotional arousal 
during gameplay. The theta-to-beta ratio in the BCI condition was significantly higher than 
in sham and silence conditions among all participants during hard gameplay, indicating a 
significant reduction in arousal due to the BCI-based intervention (p = 0.012), observed both 
in TBR and self-reported outcomes. Furthermore, the study’s results indicated that reduc-
ing emotional arousal through BCI intervention improved gameplay performance in hard 
gameplay conditions, as evidenced by a decrease in failure rates. Additionally, there was no 
statistically significant difference between the arousal levels reported by participants and 
those calculated by the model (p > 0.05), indicating the model’s high reliability in detecting 
emotional levels in digital game players during gameplay. Conclusion: The present interven-
tion model, with high accuracy and reliability in detecting arousal during digital gameplay 
from EEG signals, offers a promising tool for BCI-based interventions.

Keywords: Gaming disorder, arousal, BCI, neurofeedback, EEG signals, gameplay performance, emo-
tional regulation
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8D–3

Altered orbitofrontal cortex connectivity: A neural basis of Internet 
Gaming Disorder

YUFEI YU, JIALU YUE, SICHEN BI, YADONG ZHOU, HUI LI, XIUSHENG LI, 
YUTING HU, RUJING ZHA

Anhui University of Chinese Medicine, People’s Republic of China
E-mail: Yuyufei@stu.ahtcm.edu.cn

Background: Internet Gaming Disorder (IGD) is closely associated with abnormalities in 
impulse control and reward processing. Research suggests that functional connectivity (FC) 
between the orbitofrontal cortex (OFC) and regions like the lateral prefrontal cortex (LPFC) 
plays a critical regulatory role in addictive behaviors (Huang et al., 2023). However, wheth-
er IGD show altered OFC-LPFC functional connectivity remain unclear. This resting-state 
fMRI (rsfMRI) study compared individuals with IGD and matched controls to characterize 
functional abnormalities within OFC-LPFC circuits. Method: A total of 75 participants were 
included, comprising an IGD group (PIGD; n=34; male=32; age:15-25years) and a carefully 
matched control group (control-for-PIGD; n=41; male=33 age:18-25years).Resting-state 
functional magnetic resonance imaging (fMRI) data were acquired. We evaluated the resting-
state functional connectivity (RSFC) between the orbitofrontal cortex (OFC) and key regions 
of the lateral prefrontal cortex (LPFC), including the superior, middle, and inferior frontal 
gyri, as well as the pars triangularis. Group differences in RSFC were examined using analy-
sis of covariance (ANCOVA), controlling for age and sex. Results: Compared to controls, 
the PIGD group demonstrated significantly altered RSFC between the OFC and the superior 
frontal gyrus (p=0.015), middle frontal gyrus (p=0.043), inferior frontal gyrus (p=0.015), 
pars triangularis (p=0.043), and mid-cingulate cortex (p=0.015). Notably, these RSFC pat-
terns effectively distinguished the PIGD group from the control-for-PIGD group, suggesting 
a specific association between IGD and functional reorganization of the OFC-prefrontal cir-
cuit. Conclusions: This study consistently demonstrates that OFC functional abnormalities 
represent a trans-diagnostic neural marker shared across IGD and other behavioral addic-
tions. The findings indicate that disrupted functional connectivity within the OFC-prefrontal 
circuit is a potential neural target for developing future addiction interventions.

Keywords: Internet Gaming Disorder, impulsivity, orbitofrontal cortex, functional connectivity
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8D–4

Abnormal functional connectivity of the right inferior frontal gyrus 
operculum: Exploring the protective neural mechanisms in excessive 
online gaming

JIALU YUE, SICHEN BI, YUFEI YU, ZIHANG WANG, ZIHAN YE, HUI LI,  
YADONG ZHOU, RUJING ZHA

Anhui University of Chinese Medicine, People‘s Republic of China
E-mail: yjial@stu.ahtcm.edu.cn

Background: Internet Gaming Disorder (IGD) is recognized as a behavioral addiction char-
acterized by excessive gaming and impaired control over gaming behavior, posing a sig-
nificant public health concern. A meta-analysis indicated that individuals with IGD exhibit 
significant hyperactivation in the right inferior frontal gyrus (IFG) during cue-reactivity 
tasks, suggesting an association between right IFG hyperactivity and cue-induced gaming 
craving. The right triangular part of the IFG plays a crucial role in behavioral inhibitory 
control, a core executive function, and its hyperactivity may reflect a shift in attribution 
between goal-directed and habitual behavior control in IGD (Zheng et al., 2019). However, 
whether functional abnormalities exist in the right inferior frontal gyrus operculum (Fron-
tal_Inf_Oper_R) in Excessive Online Gaming , and whether non-impaired but heavy gaming 
users (NIGP) show similar neural changes, remains unclear. This study aimed to investigate 
the functional characteristics of the right IFG operculum and its association with gaming 
behavior across different gaming groups, to reveal its potential protective neural mechanisms 
in preventing uncontrolled gaming. Methods:A total of 59 participants were enrolled, includ-
ing 32 individuals with excessive online gaming use (NIGP group, aged 21-27 years) and 27 
carefully matched non-impaired gaming participation healthy controls ( Control for NIGP 
group, aged 18-28 years). The right inferior frontal gyrus (IFG) operculum (Frontal_Inf_
Oper_R) was selected as the core region of interest (ROI). The right mediodorsal thalamus 
(Thal_MDl_R), right medial orbital frontal gyrus (Frontal_Med_Orb_R), and left precen-
tral gyrus (Precentral_L) were chosen as associated ROIs. Resting-state functional magnetic 
resonance imaging (rsfMRI) data were processed and analyzed to quantify the resting-state 
functional connectivity (rsFC) strength between the core ROI and each associated ROI. Sta-
tistical analyses were performed to compare rsFC differences between the two groups, aim-
ing to clarify the characteristics of core ROI functional connectivity changes in excessive 
online gaming use. Results: Statistical analyses revealed significant differences in core ROI 
functional connectivity between the NIGP group and healthy controls. Compared with the 
Control group, the NIGP group showed significantly abnormal rsFC between the right IFG 
operculum and the right mediodorsal thalamus, right medial orbital frontal gyrus, and left 
precentral gyrus (all p=0.0360). The abnormalities were manifested as specific changes in 
functional connectivity strength, indicating disrupted functional synergy between the right 
IFG operculum and addiction-related neural circuits in individuals with NIGP. Functional 
reorganization of the neural network composed of these brain regions may be closely related 
to the pathophysiological mechanisms of IGD. Conclusions:This study confirms that abnor-
mal functional connectivity between the right IFG operculum and multiple addiction-related 
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brain regions is a key neurobiological feature of Excessive Online Gaming . It also enriches 
transdiagnostic evidence that IGD and substance use disorders share common neural circuit 
abnormalities, providing a new direction for the exploration of potential intervention targets 
for addiction in the future.

Keywords: internet gaming disorder; non-impaired gaming
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Resting-state connectivity alterations in Gambling Disorder:  
A graph-theoretical approach
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Background: Core dysfunctions in addictive disorders have been conceptualized as imbal-
ances in communication within and between large-scale brain networks. Resting-state func-
tional connectivity (rsFC) has emerged as a valuable tool for investigating such alterations 
in intrinsic brain activity. However, research on Gambling Disorder (GD) is still in its early 
stages, and most existing studies have predominantly relied on seed-based connectivity ap-
proaches. Therefore, there is a need for more comprehensive, data-driven methods to better 
capture the complexity of brain network reorganization in GD. Methods: This study exam-
ined large-scale network properties in 35 treatment-seeking individuals with GD (32 males) 
and 35 age- and sex-matched healthy controls (HCs), using resting-state fMRI and graph the-
ory analysis. Participants also completed a psychometric assessment targeting impulsivity, 
alexithymia, sensation seeking, and clinical dimensions of GD, including gambling-related 
urges, cognitions, and behaviors. Results: Behaviorally, individuals with GD showed signifi-
cantly higher impulsivity and alexithymia, and lower sensation seeking compared to HCs. 
Graph theory analysis revealed reduced nodal efficiency in the default mode network (DMN) 
and increased degree centrality in the frontoparietal network (FPN) and precuneus in the GD 
group. Within the GD sample, altered connectivity in the FPN and enhanced participation of 
task-positive and sensorimotor networks were positively associated with symptom severity, 
including urges, gambling-related thoughts and behaviors, and hedonic capacity. Conclu-
sions: These findings suggest that GD is characterized by disrupted network topology, par-
ticularly in circuits related to cognitive control and self-referential processing. Importantly, 
the association between network alterations and clinical symptoms highlights the relevance 
of rsFC as a potential biomarker of disorder severity and treatment targets in GD. This study 
advances understanding of the neural architecture underlying behavioral addictions.

Keywords: gambling disorder, resting-state fMRI, brain network, graph theory, functional connectivity
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8E–1

Results of a 2025 national survey on gaming and internet use behavior 
in Japan Part 1: Gaming behavior and disorder

SUSUMU HIGUCHI, SATOKO MIHARA, TAKASHI KITAYUGUCHI,  
MATSUZAKI TAKANO

Kurihama Medical and Addiction Center, Japan

Background: Excessive gaming and gaming disorder (GD) are global health and social con-
cerns. In Japan, a national survey on gaming behavior was conducted in 2019 among sub-
jects, who were representative of both younger age groups and the general population – ages 
ranging from 10 to 79 years old. A new national survey on gaming behavior was conducted 
in early 2025 using similar methodologies to the earlier survey, making it possible for us to 
obtain more recent data and identify national trends in behavior. Methods: The subjects were 
9,000 Japanese males and females, aged between 10 and 79 years old, who were residing in 
Japan. These were identified using a two-step random sampling method. The self-reported 
questionnaire, comprising 50 questions for adults and 41 questions for minors, was mailed 
to each participant, who were invited to respond either by mail or via a web-based system. 
Questions incorporated basic information such as age and gender, as well as gaming and 
internet use behaviors. A valid response was obtained from 4,650 participants with a re-
sponse rate of 51.7%. To estimate the prevalence of probable GD, the GAMing Engagement 
Screener Test was used. Results: The rate of gaming activity in the preceding year was 66.4% 
for males and 59.5% for females. Regarding age, the cohort with the greatest level of activity 
(93.0%) were aged between 10 and 19 years with gaming decreasing with the advancement 
of age. The estimated prevalence of probable GD among those between 10 and 29 years old 
was 14.5% for males, 5.8% for females, and 10.3% for total, rates which were higher than in 
2019 (7.6%, 2.5%, and 7.1%, respectively). Conclusions: Although preliminary, a series of 
national surveys have suggested an increase in the prevalence of probable gaming disorder 
in Japan. More detailed analysis will elucidate factors related to changes in gaming behavior 
including gaming disorder.

Keywords: problematic digital media use, gaming and social media, cross-national comparison, behav-
ioral addiction, mental health
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8E–2

Social networking service use and problematic use in the Japanese 
population: Results from a nationwide survey

MATSUZAKI TAKANO, SATOKO MIHARA, TAKASHI KITAYUGUCHI,  
SUSUMU HIGUCHI

Kurihama Medical and Addiction Center, Japan

Objective: The extensive use of social networking services (SNS) has given rise to concerns 
regarding problematic and addictive patterns of use, particularly among younger demograph-
ics. The objective of this study was to provide a comprehensive overview of the current state 
of SNS usage within the Japanese population. It sought to elucidate the patterns of usage and 
the prevalence of problematic SNS usage, while also exploring its associations with psycho-
social factors. Methods: A nationwide postal questionnaire survey was conducted between 7 
January and 13 February 2025. The study involved a sample of 9,000 Japanese citizens aged 
10–80 years, selected using a stratified two-stage random sampling method. The Social Me-
dia Disorder Scale (SMDS) was used to assess problematic SNS use, with a total score of 5 
or more indicating suspected problematic SNS use. The additional measures included loneli-
ness, assessed by the Three-Item Loneliness Scale (TIL), psychological distress, assessed by 
the K6 scale, and social withdrawal tendencies, assessed by the HiDE-S. In addition, demo-
graphic information and patterns of SNS use over the past 30 days were collected. Results: A 
total of 4,650 valid responses were analysed (909 from minors and 3,741 from adults), yield-
ing an overall valid response rate of 51.7% (57.7% among minors and 50.4% among adults). 
The most common SNS activities in the past 30 days were viewing posted photos or videos 
(61.7% overall; 57.5% among men, 65.4% among women), “giving likes” to others' posts 
(30.3%; men 25.0%, women 35.1%), communication via chat, voice, or video calls (29.5%; 
men 28.5%, women 30.3%), and sharing posted photos (21.0%; men 18.3%, women 23.4%). 
Individuals who reported not using SNS accounted for 24.6% of the total sample (27.3% of 
men and 22.2% of women). According to the SMDS, the overall prevalence of suspected 
problematic SNS use was 2.2% (2.3% among men and 2.2% among women). When the data 
is limited to participants aged 10–29 years, the prevalence increases to 6.0% (5.8% among 
men and 6.2% among women). Conclusions: The use of social networking sites is wide-
spread. However, a notable proportion of younger individuals exhibit problematic patterns 
of use. These findings highlight the need for age-appropriate education on healthy SNS use 
and the development of preventive intervention frameworks involving families, schools, and 
community resources. In this symposium, we will further discuss the relationship between 
SNS use and mental health from a public health perspective.

Keywords: problematic digital media use, gaming and social media, cross-national comparison, behav-
ioral addiction, mental health
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8E–3

Gaming disorder in the International Gaming Study

JANNI LEUNG

National Centre for Youth Substance Use Research, The University of Queensland, Australia

The International Gaming Study 2024 (IGS24) surveyed adults aged who play video games 
in Australia, the United States, the Netherlands, China, and Indonesia. The Gaming Disor-
der Identification Test (GADIT) ICD-11 screening tool was translated and tested in English, 
Dutch, Indonesian language, and Chinese. We examined the cross-cultural performance of 
GADIT and factors and profiles of people at risk of gaming disorder. Findings will inform 
screening and prevention of gaming disorder.

Keywords: problematic digital media use, gaming and social media, cross-national comparison, behav-
ioral addiction, mental health

8E–4

Integrating smartphone logs and neuroimaging in problematic 
smartphone use: Objective nighttime use and reward-system correlates

DAISUKE JITOKU

Joint Research Department of Cyberpsychiatry, Institute of Science Tokyo

Background: Digital behavior–related addictions (including gaming disorder and problem-
atic smartphone use; PSU) are well-suited to device-based research because core behaviors 
occur on digital devices. In an industry–academia collaboration framework, we integrate ob-
jective smartphone logging with clinical and neurobiological assessments and also work to-
ward scalable support tools such as screening approaches and app-based interventions. In this 
presentation, we briefly introduce this program and present an illustrative study linking ob-
jectively measured nighttime smartphone use with reward-system morphology and attention 
switching difficulty. Method: Fifty-three patients diagnosed with PSU by two psychiatrists 
completed smartphone logging, psychological assessment, and structural MRI. Nighttime 
smartphone use duration was objectively recorded from 00:00 to 06:00 using a logging ap-
plication. Difficulty in attention switching was assessed using an Autism Spectrum Quotient 
(AQ) subscale. Structural MRI data were processed with CAT12/SPM12 to quantify nucleus 
accumbens (NAcc) volume. Associations among nighttime use duration, attention switching 
difficulty, and NAcc volume were examined using age-controlled partial correlations and 
regression analyses. Results: Attention switching difficulty was associated with objectively 
measured nighttime smartphone use duration and with right NAcc volume. Right NAcc vol-
ume was also associated with nighttime use duration, and regression analyses supported an 
independent association between right NAcc volume and nighttime smartphone use duration. 
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Conclusions: In PSU patients, right NAcc volume was associated with objectively measured 
nighttime smartphone use duration and with difficulty in attention switching. These findings 
suggest that individual differences in reward-system structure may be involved in the diffi-
culty controlling nighttime smartphone use commonly observed in PSU.

Keywords: problematic digital media use, gaming and social media, cross-national comparison, behav-
ioral addiction, mental health
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8E–5

Internet addiction in youth: Mapping the clinical burden, comorbidity 
and risk architecture behind gaming and social media use

KRISTIANA SISTE

Department of Psychiatry, Faculty of Medicine, Universitas Indonesia – dr. Cipto Mangunkusumo 
General Hospital, Jakarta, Indonesia

High internet penetration and massive digitalization worldwide have led to internet addiction 
(IA) becoming a serious concern among youth. Our studies reported gaming and social me-
dia addiction affecting 10.4% and 18% of the young population, respectively. The burden of 
IA affects quality of life in different ways, ranging from sleep disturbance (31.4%), physical 
complaints (10.7%), and emotional problems (7.6%). Higher risk of IA was observed in chil-
dren with other comorbidities such as gastrointestinal symptoms (OR 3.40), peer-friendship 
conflicts (OR 3.40), and behavioral problems (OR 2.91-2.97). These point to the urgent need 
for early detection with validated screening tools among high-risk children and adolescents, 
encourage interprofessional collaboration, and school-based comprehensive interventions 
capable of addressing IA among youth.

Keywords: problematic digital media use, gaming and social media, cross-national comparison, behav-
ioral addiction, mental health



Symposia and parallel sessions	 Session 8F

ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye 	 280

8F–1

Qualitative analysis of subjective exercise addiction experiences:  
What the thousands of quantitative studies fail to reveal

ATTILA SZABO

ELTE Eötvös Loránd University, Hungary
E-mail: szabo.attila@ppk.elte.hu

Exercise addiction (EA) is a paradoxical phenomenon in which the health-promoting behav-
ior becomes maladaptive and potentially harmful. This qualitative research adopted Braun 
and Clarke’s six-phase thematic analysis to examine 63 publicly still available self-reported 
EA cases from an earlier study by the authors. It aimed to explore the mental and social ex-
periences of EA-affected individuals. This analysis yielded nine recurring themes: 1) loss of 
control, 2) multifaceted exercise engagement, 3) identity fusion with exercise, 4) emotional 
coping, 5) social disconnection, 6) health denial, 7) gender disparity, 8) compulsive quanti-
fication, and 9) severe physical consequences. These themes appear to suggest that EA is a 
multidimensional condition, which involves dependency, maladaptive coping, and impaired 
self-regulation rather than merely an exaggerated amount of exercise. Among others, the 
findings revealed that exercise often serves as an emotional coping mechanism and a core el-
ement of personal identity. Digital self-tracking and sociocultural pressures amplify the com-
pulsive tendencies. Women were represented in a higher ratio than men, possibly suggest-
ing gender related factors in motivation and/or self-presentation, and willingness to disclose 
exercise-induced distress. The results expand the current knowledge beyond symptom-based 
diagnostic models, such as the component model of addiction, by emphasizing the lived 
experiences of EA-affected individuals. They also underscore the importance of person-cen-
tered, ecologically more valid approaches in the assessment of EA. Therefore, it is essential 
to recognize identity fusion, emotional regulation deficits, and quantification obsessions as 
clinically relevant factors that may enhance early detection and guide targeted interventions. 
In conclusion, the study stresses the importance of qualitative methods in studying EA, to 
better understand and describe the psychological antecedents and consequences of EA, with 
a view to its clinical definition and diagnostic criteria.

Keywords: diagnosis, exercise dependence, physical activity, qualitative, sport
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8F–2

On the (un)tenability of diagnostic criteria for substance use disorders 
for conceptualizing and assessing behavioral addictions: evidence from 
“physical exercise dependence”

LOÏS FOURNIER1, JOËL BILLIEUX1,2, GUILLAUME MARTINENT3,  
PIERRE MAURAGE4, ISMAEL MUELA5, MICHEL NICOLAS6,  
ABEL NOGUEIRA-LÓPEZ7, JOSÉ C. PERALES5, DAMIEN BREVERS4

1Institute of Psychology, University of Lausanne, Lausanne, Switzerland
2�Center for Excessive Gambling, Addiction Medicine, Lausanne University Hospital, Lausanne, 
Switzerland

3�Laboratory on Vulnerabilities and Innovation in Sport, University of Claude Bernard Lyon 1, Lyon, 
France

4�Louvain Experimental Psychopathology Research Group, Psychological Sciences Research Institute, 
UCLouvain, Louvain-la-Neuve, Belgium

5�Mind, Brain, and Behavior Research Center, Department of Experimental Psychology, University of 
Granada, Granada, Spain

6Psy-DREPI UR 7458, Department of Sport Sciences, University of Bourgogne Europe, Dijon, France
7School of Health Sciences, University of Burgos, Burgos, Spain
E-mail: lois.fournier@unil.ch

Background and aims: Physical exercise is widely recognized as being beneficial to physi-
cal health, mental health, and well-being. Nevertheless, intensive physical exercise can 
sometimes be harmful. In the field of addictive behaviors, such harmful engagement is often 
conceptualized by operationalizing diagnostic criteria originally designed for substance use 
disorders, which is subject to substantial criticism. In this line, the present oral presenta-
tion questions the tenability of conceptualizing and assessing physical exercise dependence 
by operationalizing diagnostic criteria for substance use disorders. Methods: Data were ex-
tracted from N = 1,295 participants recruited in the context of a large-scale online survey on 
physical exercise in French-speaking Belgium. Participants completed the revised version 
of the 21-item Exercise Dependence Scale (EDS-R-21), a self-administered psychometric 
instrument designed to assess physical exercise dependence by operationalizing diagnostic 
criteria for substance use disorders. Structural equation modelling analyses were performed 
to examine whether these diagnostic criteria were genuinely associated with mental health 
harms. Results: Among the “diagnostic criteria of physical exercise dependence”, only three 
(i.e., withdrawal, continuance despite negative consequences, reduction in other activities) 
showed positive associations with mental health harms (e.g., stress, anxiety, depression). 
Conversely, one (i.e., time spent engaging in physical exercise) showed positive associa-
tions with mental health benefits (e.g., satisfaction of the three basic psychological needs for 
autonomy, relatedness, and competence). Discussion and conclusions: The present results 
reinforce the notion that operationalizing diagnostic criteria originally designed for substance 
use disorders to conceptualize and assess behavioral addictions is untenable and fails to dis-
tinguish harmful and non-harmful (or beneficial) engagement.

Keywords: EDS-R-21, physical exercise, revised version of the 21-item Exercise Dependence Scale
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8F–3

Comprehensive psychometric analyses of exercise dependence scales 
across sociodemographic populations from three countries

GAYATRI KOTBAGI1, SAKSHI BHALGAT1, OLIWIA KOSECKA2,  
PAWEL ATROSZKO1

1FLAME University, India
2University of Gdansk, Poland
E-mail: sakshi.bhalgat@flame.edu.in

Background: Exercise dependence is increasingly studied using self-report measures such 
as the Exercise Dependence Scale and the Exercise Addiction Inventory. However, evidence 
regarding their measurement invariance across gender, age, and cultural contexts, as well as 
the validity and comparability of proposed cut-off scores, remains limited. This constrains 
meaningful inter-group and cross-cultural comparisons and the use of these instruments for 
screening purposes. The present study aims to address these gaps through comprehensive 
psychometric analyses across multiple sociodemographic populations from three countries. 
Methods: Five samples from three countries included female and male high-school students 
(Poland, N = 1087), university students (India, N = 1009 ; Poland: N = 1157), and adults 
(Poland, N = 655; Norway, N = 770). Exercise dependence was assessed using the Exercise 
Dependence Scale and the Exercise Addiction Inventory. Results: Measurement invariance 
analyses will be conducted across gender, age groups, and countries. Cut-off scores will 
be established using latent profile analyses of item-level data and compared across groups 
and measurement scales. Conclusions: Based on the obtained results, conclusions will be 
drawn regarding: (i) whether exercise dependence scales are invariant across different groups 
and allow for meaningful comparisons and generalization of results, and (ii) whether cut-off 
scores established using different scales yield comparable classifications. The findings will 
inform recommendations for best practices in exercise dependence measurement, particu-
larly for brief, valid, and reliable screening and for studies involving inter-group and cross-
cultural comparisons.

Keywords: exercise addiction; exercise dependence; measurement invariance; validity; screening; cut-
off scores



Session 8F	 Symposia and parallel sessions 

283	 ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye 

8F–4

Stigma, secrecy, and self-management: Trust, disclosure,  
and prevention-oriented pathways in Türkiye’s fitness sector

ADEM BASPINAR1, ALI EGI2, SEDAT DOGAN1, SELÇUK CANTURK3,  
MERVE GUNTURKUN1, DUYGU KURUMLU4, SÜMEYYE KARAVAS4,  
MAHMET HANEFI TOPAL1, MURAT SENTURK5

1Kirklareli University, Turkiye
2Cankiri Karatekin University, Turkiye
3National Defence University, Turkiye
4Turkish Green Crescent, Turkiye
5Istanbul University, Turkiye
E-mail: Sedatdogan@klu.edu.tr

Background: Non-medical anabolic-androgenic steroid (AAS) use in fitness and bodybuild-
ing communities is shaped by complex stigma dynamics that profoundly influence disclosure, 
help-seeking, and health outcomes. International qualitative evidence demonstrates that users 
experience moral judgment and social condemnation, leading to secrecy, reliance on peer 
networks rather than healthcare professionals, and delayed intervention when adverse effects 
occur. In Türkiye, where fitness culture is expanding rapidly alongside social media influ-
ence, the intersection of stigma with healthcare access and prevention-oriented public health 
responses remains under-explored. Aim: This qualitative study examines how stigma oper-
ates as a barrier to disclosure and help-seeking among AAS users in Türkiye, and explores 
stakeholder perspectives on creating non-judgmental care pathways. Specifically, we investi-
gate: (1) how users navigate stigma through concealment strategies and selective disclosure; 
(2) trust dynamics in gym versus healthcare settings; (3) how stigma reinforces "respon-
sible user" narratives and self-management practices; and (4) stakeholder views on reduc-
ing stigma-related risks through prevention-focused approaches. Methods: We will conduct 
50 semi-structured qualitative interviews across four stakeholder groups: AAS users, fitness 
trainers/coaches, dietitians/nutritionists, and healthcare professionals (psychiatry, psychol-
ogy, endocrinology, general practice). Interview guides, informed by a systematic qualitative 
literature review, probe motivations, acquisition networks, risk perception, adverse effects, 
stigma experiences, disclosure decisions, and healthcare interactions. Thematic analysis will 
identify stigma mechanisms, trust-building conditions, and intervention opportunities tai-
lored to Türkiye's fitness sector and healthcare system. Expected Contributions: This study 
will illuminate how stigma operates at interpersonal (family, partners), community (gym cul-
ture), and institutional (healthcare system) levels to prevent disclosure and delay care. Find-
ings will inform prevention strategies, including early risk communication and education, 
gym-based awareness and referral pathways, confidential counselling and guidance services, 
and capacity-building/training for healthcare professionals and fitness sector stakeholders to 
promote timely help-seeking and reduce initiation and escalation of risky use patterns. Con-
clusion/Implications: By foregrounding stigma as a structural barrier rather than individual 
failing, this research will contribute evidence-based recommendations for Türkiye's public 
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health policy, clinical practice guidelines, and fitness industry standards, ultimately reducing 
AAS-related harms through stigma-sensitive prevention, early identification, and accessible 
support pathways.

Keywords: stigma, anabolic-androgenic steroids, disclosure, help-seeking behavior, prevention

8F–5

Correlates of compulsive buying from an intergenerational perspective: 
The case of Poland

GRZEGORZ ADAMCZYK

Catholic University of Lublin, Poland
E-mail: grzegorz.adamczyk@kul.pl

Background: The oral presentation will be based on the results of 7 cross-sectional studies 
conducted in Poland between 2010 and 2025. The purpose of these studies was to measure 
the prevalence of compulsive buying (CB) and psychological, socio-cultural, behavioural 
factors differentiating susceptibility to such behaviour (e.g. self-esteem, materialism, value 
orientations, online shopping). Special focus will be placed on the 2025 study devoted to the 
prediction of compulsive buying by propensity to risk, time perspectives, value orientations, 
self-assessment of life quality, and digital technology competences. Method: All presented 
studies are based on statistically representative samples of at least 1,000 respondents aged 
18+ drawing from online panels or from the Identity Personal Number Database. In each 
case, susceptibility to compulsive buying was measured by the German Compulsive Buying 
Indicator. In the 2025 study, the predictors of compulsive buying were measured based on 
General Risk Propensity Scale, Zimbardo Time Perspective Inventory, and Schwartz’s Twen-
ty Items Values Inventory. Results: Although the prevalence of CB in the general population 
in Poland remains relatively stable between 2010 and 2025 (2-5%), it looks different when 
analysing particular subsamples. E.g., the 2022 and 2025 studies showed a double share 
of compensative buyers (pre-stage of CB) in Gen Z compared to the pre-pandemic period 
(36%/29% vs 16%). The 2025 results showed clearly that the Past-Negative time perspective 
and propensity to risk are strong predictors of CB. The risk-oriented individuals who asses 
their past negatively display above-average susceptibility to CB: 8% of them are compulsive 
buyers, and 30% are compensative buyers (vs. the 3%/16% share of the subgroups in the gen-
eral population). Conclusions: Increasing prevalence of CB in certain subgroups might be an 
indicator of spreading CB in future. A factor accelerating this effect may be the development 
of a consumer society and its materialistic and risk orientation.

Keywords: compulsive buying, rational choice theory, time perspectives, propensity to risk, value 
orientation
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8G–1

Clinical and sociocultural characterization of women with 
Pathological Love, Food Addiction, and Gambling Disorder in Brazil: 
Transdiagnostic convergences and implications for gender-sensitive 
care

ANDREA LORENA DA COSTA STRAVOGIANNIS¹, NICOLE REZENDE DA COSTA²

¹Impulse Control Disorder Outpatient Clinic (AMITI)
²Institute of Psychiatry, Faculty of Medicine, University of São Paulo, Brazil 

Background: Women presenting with behavioral addictions and affective dependence of-
ten access specialized care late, with substantial comorbidity and functional impairment. 
Although Pathological Love (PL), Food Addiction (FA), and Gambling Disorder (GD) are 
distinct conditions, they may converge on transdiagnostic processes such as urgency-related 
impulsivity, emotion dysregulation, heightened reward-cue reactivity, and the use of behav-
iors to alleviate negative affect. In Brazil, these presentations are also shaped by sociocultural 
determinants, including gender-related stigma, body-ideal pressures, relational coercion, and 
socioeconomic inequities. Objectives: To characterize the sociocultural and clinical profiles 
of women seeking treatment for PL, FA, and GD in Brazil, identifying convergences and 
disorder-specific patterns with implications for screening and gender-sensitive care. Meth-
ods: Clinical samples of women completed standardized self-report measures and structured 
items assessing sociodemographics and clinical correlates. The PL group completed mea-
sures of impulsivity, temperament/character traits, love styles, relationship satisfaction, and 
attachment. The GD group provided sociodemographic data and self-reported indicators of 
suicidality and related risk behaviors. The FA group comprised treatment-seeking patients 
from a specialized university outpatient clinic in São Paulo and was characterized by YFAS 
2.0 severity and psychiatric comorbidity indicators. Results: Across groups, participants were 
adult women (mean ages ~39–44) with a predominance of White ethnicity (PL 70.3%; GD 
61.5%; FA 78.3%), while GD showed greater racial diversity (Parda 24.0%; Black 13.5%). 
PL was characterized by elevated impulsivity, predominantly anxious-ambivalent attach-
ment (56.8%), and moderate/low relationship satisfaction (9.95±4.65), alongside distinct 
love-style patterns. In GD, acute clinical risk was prominent: 43.8% reported lifetime suicide 
attempts and 55.2% endorsed “facilitating death” behaviors. FA showed severe symptom 
burden (YFAS 2.0 mean=9.12) and high psychiatric comorbidity (83.3%; anxiety 61.9%; 
depressive episodes 47.6%), compounded by stigma and body-ideal pressure. Conclusions: 
PL, GD, and FA share a transdiagnostic vulnerability profile in women but differ in their 
dominant clinical expressions—relational dysregulation in PL, acute suicidality risk in GD, 
and severe addiction-like eating with high comorbidity in FA. These findings support inte-
grated screening (urgency-related impulsivity, attachment/relational functioning, suicidality, 
comorbidity) and gender-sensitive interventions that address stigma and sociocultural stress-
ors in Brazilian clinical settings.

Keywords: women, pathological love, food addiction, gambling disorder, transdiagnostic, gender-
sensitive care
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8G–2

When screens swallow our pain

ANTONELLA TAGLIAPIETRA, DEBORA BLANCA

Lazos en Juego, Buenos Aires, Argentina

We are living in the 21st century, the digital age, a world that has changed faster than we 
can metabolize. In our clinical work with women in Argentina, this accelerated transforma-
tion deeply affects also how female suffering is expressed and treated. Traditional reference 
points regarding love, parenting, work and care have weakened, while the digital world has 
become a dominant space for connection, regulation and escape. After COVID, social media 
has reshaped how women relate to others and to themselves. Social bonds have become more 
fragile, loneliness has increased, and time is experienced as an enemy: everything is expected 
to happen immediately, leaving little room for doubt, absence or discomfort. In this context, 
many women turn to screens —particularly social media and online shopping— as ways of 
managing psychic pain that cannot find words. The pain of human existence remains, but 
contemporary society offers little space to acknowledge it, especially for women, who are 
often expected to remain functional, available and emotionally responsive. Screens swallow 
this pain for them. They numb fear, uncertainty and lack, flooding psychic life with images, 
offers and stimuli that pull subjects away from their own speech and from the silences neces-
sary for elaboration. Grounded in psychoanalytic clinical practice with women and illustrated 
by a clinical vignette, this presentation reflects on behavioral addictions as gendered expres-
sions of suffering. By situating these phenomena within the Argentine context, the work 
seeks to contribute to a women-centered clinical understanding of behavioral addictions in 
the digital era. 

Keywords: women, mobile phone addiction, social media addiction, buying-shopping addiction (com-
pulsive buying), gambling disorder
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8G–3

New Life Psychiatric Rehabilitation Association-HK-China

ARTEMIS LEUNG

New Life Psychiatric Rehabilitation Association-HK-China

In recent years, the growing popularity of artificial intelligence recreational chatbots has 
drawn increasing attention to potential risks associated with excessive use. Much of the prior 
research conceptualizes conversational agents as neutral communication tools or situates 
their overuse within broader frameworks of technological dependence, with limited explora-
tion of lived experiences of females. This study adopted a qualitative grounded theory ap-
proach to examine how sociocultural factors, including gender norms, stigma around mental 
health, and social expectations, shape women’s reliance on chatbot platforms and influence 
their psychological well-being and interpersonal functioning. Twenty adult women (n = 20) 
from Hong Kong, Macau, and mainland China who reported intense engagement with chat-
bots, and associated distress participated in semi-structured online interviews. Transcripts 
were analyzed through iterative coding and constant comparative methods using NVivo soft-
ware. The analysis indicated that psychological distress across familial, occupational, and 
relational domains, and a persistent inability to express emotions, contributed to the develop-
ment of parasocial attachments as alternative spaces for validation and emotional regulation. 
The study identifies the ambivalent functions that chatbot companionship provides. While 
participants valued the accessibility and non-judgemental qualities of chatbot interaction, 
many described compulsive use, emotional preoccupation, and social withdrawal. The find-
ings discuss the cultural, psychological, and relational factors that drive dependence an d 
highlight the importance of gender-sensitive interventions and ethical design strategies.

Keywords: AI chatbot dependency, parasocial relationships, gendered technology use, compulsive 
digital behavior, psychological distress, emotional regulation, sociocultural stigma, Asian mental health
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MINI TALKS

MINI–1A–1

Misleading omissions of loot box presence disclosures:  
Widespread unfair commercial practices in video game advertising on 
social media in Ireland and the EU

LEON XIAO1,2, NICOLE KHOO3

1City University of Hong Kong, Hong Kong S.A.R. (China)
2beClaws.org
3College of Technology and Environment, London South Bank University, UK
E-mail: leon.xiao@cityu.edu.hk

Loot boxes, gacha, and other gambling-like in-game purchases offer random rewards for mon-
ey and may cause consumer harm, especially to children. Stakeholders are concerned about 
gambling-related and unique behavioural addiction harms associated with these products. In-
terpreting and strictly enforcing pre-existing consumer law to require companies to disclose 
loot box presence in all advertising may address some concerns. The European Commission 
requires such disclosures in the EU, including Ireland. We replicated prior research conducted 
in other jurisdictions and assessed compliance with EU consumer law in Ireland using Meta’s 
ad library (for Facebook and Instagram) enabled by the EU Digital Services Act (DSA), which 
now requires large social media platforms to publish information about advertising shown on 
their services. After assessing the recent advertising of 147 different popular games with loot 
boxes (N = 1,417), we found that in practice, this rule of disclosing loot box presence is not 
complied with nor enforced. Only 2.4% of Irish social media ads for popular games contain-
ing loot boxes were compliant with EU consumer law: 88.6% failed to disclose at all, and 
9.0% disclosed without sufficient visual prominence. We also collected ‘targeting’ and ‘reach’ 
data associated with those ads. Targeting refers to which age groups and genders the ad was 
intended by the advertiser to be shown to. ‘Reach’ is defined by Meta as the number of unique 
accounts that saw the ads at least once, meaning that actual ‘impression’ number may be higher 
as the same account may have seen the same ad multiple times. Such detailed contextual data 
were not published by Meta for South Korea and the UK when prior studies were conducted. 
Combining our disclosure compliance results with the reach data provided for Ireland by Meta 
as mandated by the DSA, amongst the 676,126 reach (this number is low because the most 
recently published adverts we collected sometimes had very few views) gained by the 1,417 
ads studied, only 7,199 of the reach (1.1%) was achieved by ads compliant with consumer law. 
We thus discredit the industry narrative that only a small minority of bad actors are harming EU 
consumers. Contrarily, leading companies hide important information from consumers. Policy-
makers should cautiously approach the forthcoming Digital Fairness Act: (i) properly enforcing 
pre-existing law could already achieve some proposed aims of reducing behavioural addiction 
concerns, and (ii) its enforcement is unlikely to be effective.

Keywords: loot boxes and gacha, gambling, video games law and regulation, social media advertising 
regulation, EU Digital Services Act
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MINI–1A–2 

Research trend analysis and quality assessment of longitudinal studies 
on Gaming Disorder among children and adolescents

HYEKYUNG CHOO1, JAMES LEONG2, SEUNGYUP LEE3, TAEHYEONG KIM3, 
JUNGUP LEE1

1National University of Singapore, Singapore
2Khoo Teck Huat Hospital, Singapore
3The Catholic University of Korea, Republic of Korea
E-mail: swkch@nus.edu.sg

Background: Since 2000, numerous epidemiological studies have examined Gaming Dis-
order (GD) in children and adolescents to understand its bio-psycho-social antecedents and 
consequences. However, most employed cross-sectional designs. Given the high prevalence 
of gaming and problematic gaming’s salient impacts on children and adolescents during criti-
cal developmental stages, longitudinal evidence is essential. Aiming to identify strengths, 
weaknesses, and recommendations for future longitudinal research, we conducted research 
trends analysis and quality assessment of published longitudinal studies on youth GD. Meth-
od: Following PRISMA guidelines (Moher et al., 2015), we identified 51 longitudinal stud-
ies on GD among children and adolescents, published between 2011-2023. Research trends 
were analyzed across thirteen study characteristics. Quality assessment employed a modi-
fied Newcastle-Ottawa Scale (Well et al., 2020), evaluating three domains – sampling, mea-
surement, and data/analysis – with fifteen criteria. Results: Most studies used convenience 
samples with lower than 20% attrition, employed DSM-style GD measures, analyzed only 
2 waves of data, examined antecedents of GD (predominantly mental health correlates), and 
used Structural Equation Modeling (SEM). Quality assessment scores were highest for mea-
surement and lowest for sampling. Major limitations included convenience samples from 
one or two schools with insufficient sampling strategies, unreported attrition bias analyses, 
no report on treatment of missing data and inadequate goodness-of-fit indices in some SEM 
studies. Conclusion: To enhance longitudinal research quality, we recommend probability or 
rigorous non-probability sampling, strategies to address attrition biases, collecting more than 
2 data waves at yearly intervals, proper treatment of missing data, examining GD growth 
trajectories, and investigating GD’s social variables beyond mental health correlates. These 
improvements will strengthen causal inference and deepen understanding of GD develop-
ment during childhood and adolescence.

Keywords: youth Gaming Disorder, GD longitudinal research, research trend analysis, quality assess-
ment
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MINI–1A–3

The tangled ways to classify games: A systematic review of video game 
genre classification in psychological research

JOLANTA STAROSTA1, PATRYCJA KISZKA2, SYLWIA STARZEC2, PAWEŁ STROJNY1

1Institute of Applied Psychology, Jagiellonian University, Poland
2Doctoral School in the Social Sciences, Jagiellonian University, Poland
E-mail: jolanta.starosta@uj.edu.pl

The rapid evolution of the gaming market and the increasing overlap between video game 
genres pose significant challenges for consistent classification in psychological research. 
This issue is particularly relevant for studies on gaming behaviour and gaming disorder, 
where genre-based categorizations are commonly used. The aim of this systematic review 
was to examine how video game genres are classified in psychological research and to iden-
tify challenges associated with creating consistent and meaningful genre classifications. Fol-
lowing PRISMA guidelines, we reviewed 96 full-text articles encompassing a total sample 
of 49,909 participants. Our findings demonstrate substantial heterogeneity in genre classifi-
cation practices across studies, reflecting ongoing difficulties in capturing the complexity of 
contemporary video games. Researchers employ diverse and often inconsistent strategies to 
define genres, which may limit the comparability and interpretability of findings related to 
gaming behaviour and addiction. In response to these challenges, we propose two alternative 
approaches to video game classification. First, we introduce a revised genre classification 
informed by the reviewed literature. Second, we advocate moving beyond traditional genre 
labels by focusing on specific gaming mechanics. In this context, we propose the use of 
community-based tags (e.g., Steam tags) as a flexible and ecologically valid way to capture 
specific game mechanics, offering an alternative to traditional genre-based classifications. 
These approaches may improve the precision of psychological research on gaming behaviour 
and contribute to more nuanced assessments of gaming disorder and related behavioural ad-
dictions.

Keywords: gaming disorder, video game genres, classification, internet gaming disorder
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MINI–1A–4

Unraveling the psychosocial pathways of adolescent internet gaming 
disorder in Türkiye: A meta-analysis and meta-analytic SEM

SÜREYYANUR KITAPÇIOĞLU1, JAE SEOK KWAK2, İLYAS KAYA3, HAE KOOK LEE4, 
MEHMET DINÇ1

1Hasan Kalyoncu University, Turkiye
2�Department of Psychiatry, College of Medicine, The Catholic University of Korea, Seoul, Republic 
of Korea

3�Department of Child and Adolescent Psychiatry, Istanbul Faculty of Medicine, Istanbul University, 
Turkiye

4�Department of Psychiatry, College of Medicine, The Catholic University of Korea St. Mary’s 
Hospital, Uijeongbu, Republic of Korea

E-mail: sureyyakitapcioglu@gmail.com

Background: Research on Internet Gaming Disorder (IGD) among Turkish adolescents has 
expanded, yet findings remain fragmented across studies and largely confined to simple cor-
relations. This study synthesizes the evidence and empirically tests psychosocial mechanisms 
underlying IGD through Meta-Analytic Structural Equation Modeling (MASEM). Method: 
Following PRISMA guidelines, a systematic search across international databases and grey 
literature identified 20 independent studies (N = 12,264). Random-effects meta-analyses es-
timated pooled associations, and Two-Stage Structural Equation Modeling (TSSEM) was 
applied to pooled correlation matrices to explore mediating pathways linking externalizing 
problems with IGD. Results: Academic achievement emerged as a robust protective cor-
relate (r = −.42), whereas externalizing problems (r = .40) and problematic technology use 
(r = .39) were major risk correlates. MASEM demonstrated significant indirect effects from 
externalizing problems to IGD via diminished academic achievement (β_ind = .09, 95% CI 
[.05, .12]) and heightened psychosocial distress (β_ind = .07, 95% CI [.04, .11]), alongside a 
remaining direct pathway. Conclusions: Among Turkish adolescents, externalizing behaviors 
elevate IGD vulnerability through both academic and psychosocial impairment. These find-
ings suggest that preventive interventions should target externalizing symptoms and enhance 
academic engagement rather than focusing solely on gaming restriction.

Keywords: internet gaming disorder, adolescents, meta-analytic structural equation modeling
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MINI–1A–5

Violent video games and aggressive behavior: A narrative review  
of impulsivity, desensitization, and environmental moderators

EMÍLIO GIROLDO TAZINAFFO, RODRIGO MENEZES MACHADO,  
LEONARDO CARRIÇO APOSTOLATOS, RAFAEL NATEL FREIRE,  
VINICIUS OLIVEIRA DE ANDRADE, NICOLE REZENDE DA COSTA,  
VITOR VINCENZO SILVA TANCREDI, KATIA BRANCO, HERMANO TAVARES

Behavioral Addiction and Impulse Control Disorder program, Institute of Psychiatry 
E-mail: emilio_gt@outlook.com

Background: The relationship between violent video game (VVG) exposure and aggressive 
behavior has remained a highly contested issue across psychiatry, psychology, and public 
policy. Public discourse often attributes extreme violent acts to videogame use; however, 
contemporary evidence indicates that aggression emerges from complex interactions among 
biological vulnerability, personality traits, emotional regulation, and social environment. 
Theoretical frameworks such as the General Aggression Model, Social Learning Theory, 
normative belief systems, and desensitization models provide a multidimensional basis for 
understanding how violent digital content may modulate, rather than directly cause, aggres-
sive responses.Method: A narrative review was conducted of experimental, longitudinal, 
psychometric, and neurobiological studies examining associations between VVG exposure, 
impulsivity, and aggressive behavior in children, adolescents, and adults. The review also 
incorporated large-scale meta-analyses and the most recent reports from the American Psy-
chological Association Task Forces on Violent Media. Results: Across methodologies, VVG 
exposure shows small but consistent associations with non-lethal aggressive outcomes, par-
ticularly increases in hostile cognition, verbal aggression, and impulsive responding. Ex-
perimental studies demonstrate short-term elevations in aggressive behavior and risky imita-
tion, especially in children, supporting social learning mechanisms. However, longitudinal 
and neurobiological evidence indicates that these effects are modest, transient, and strongly 
moderated by family environment, personality traits (e.g., narcissism, low self-esteem), nor-
mative beliefs, and broader exposure to violent media. Neurophysiological findings suggest 
desensitization to violent stimuli, yet these neural markers do not reliably translate into en-
during behavioral violence. Importantly, no robust evidence supports a causal link between 
VVGs and severe criminal or mass-violence outcomes.Conclusions: Violent video games 
should be conceptualized as contextual risk modulators embedded within broader psycho-
social and developmental systems, rather than as primary causes of aggression. Prevention 
strategies should emphasize family supervision, mental health screening, and digital media 
literacy rather than prohibitive approaches.

Keywords: violent video games, aggression, impulsivity
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MINI–1B–1

Psilocybin AsSisted pSychotherapy for the treatmENt of Gambling 
disorder (PASSENGER): A pilot study
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4Nantes Université, CHU Nantes, Pharmacy Department, F-44000 Nantes, France
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Background: Gambling disorder (GD) is a behavioral addiction for which current evidence-
based treatments show modest effect sizes. Psilocybin-assisted psychotherapy (PAP) has 
shown promising safety and therapeutic potential in substance use disorders, but has never 
been evaluated in behavioral addictions. PASSENGER is the first randomized clinical trial 
designed to examine whether PAP can be feasibly and safely implemented in individuals with 
GD. Method: PASSENGER is a single-center, double-blind, randomized pilot trial conducted 
at Nantes University Hospital. Participants with GD are randomized to receive either 25 mg 
psilocybin as PEX010 (with the option of a second administration at 40 mg if the first expo-
sure is judged insufficient), or 1 mg as an active control. The intervention includes: standard 
PAP sessions (preparation, supervised psilocybin administration, integration) and a struc-
tured program of CBT sessions inspired by Acceptance and Commitment Therapy (ACT), 
delivered separately from PAP sessions. These ACT modules target GD-specific processes 
such as values clarification, cognitive defusion, experiential avoidance, emotional accep-
tance and commitment to behavioral change. The primary outcome is feasibility, assessed 
through the full completion of the protocol, including all PAP/control sessions and follow-up 
visits. Secondary outcomes include acceptability, recruitment feasibility, safety, preliminary 
efficacy, exploratory clinical changes associated with the intensity of the psychedelic experi-
ence. Results: As a study protocol, no results are yet available. Conclusions: PASSENGER 
will deliver the first feasibility, acceptability, and safety data on PAP for GD, paving the way 
for future large-scale clinical trials in behavioral addictions.

Keywords: psilocybin, psychedelic, gambling disorder
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MINI–1B–2

Evaluating an educational intervention on sports betting among young 
adults

NALAN GUNEY1, MAYA THULIN1, MINA HAZAR3, MATTHEW T. KEOUGH2, 
HYOUN S. KIM1

1Toronto Metropolitan University
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Background: Rates of sports betting have substantially increased in Canada and around the 
world (Williams et al., 2021; Ipsos, 2023). Given the risks associated with sports betting 
(Kim et al., 2023; Avenyo et al., 2024), particularly among young adults, there is a need 
for prevention programs that promote risk awareness and informed engagement with sports 
betting. In response, the YMCA’s Youth Gambling Awareness Program developed a work-
shop, Sports Betting: Separating Skill from Illusion of Control, to educate young adults about 
sports betting. The present study examined the impacts of the workshop. Method: While 
data collection is ongoing, a total of 21 undergraduate students from Canada participated in 
a 60-minute workshop and completed self-report measures before and after. Paired-samples 
t tests were conducted to examine the impact of the workshop on gambling misconceptions, 
awareness of risks, recall of low-risk gambling guidelines, and likelihood of using harm 
reduction strategies. Results: Participants had a mean age of 20.76 years (SD = 5.45) and 
were predominantly women (90.5%). Gambling misconceptions were significantly reduced 
following the workshop (d = 1.06). Awareness of sports betting risks significantly increased 
(d = 1.10). Recall of lower risk gambling guidelines significantly improved (d = 1.01). Par-
ticipants also reported improved knowledge of available gambling services (d = 1.49) and 
a greater likelihood of using gambling harm reduction strategies following the workshop  
(d = 0.86). Participants reported being extremely satisfied with the content and quality of the 
workshop. Conclusion: These preliminary findings suggest that this preventive workshop 
may effectively improve sports betting knowledge, risk awareness, and the likelihood of 
adopting safer gambling practices.

Keywords: Sports betting, risk awareness, responsible gambling
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MINI–1B–3

From voluntary to enforced tracking: What happened after mandatory 
carded play entered Australian casinos?

ROBERT HEIRENE, SALLY GAINSBURY

University of Sydney, Australia
E-mail: robert.heirene@sydney.edu.au

Background: Unlike online settings, much of the gambling occurring in land-based venues 
like casinos is not tracked or recorded in a way that can link a customer to their play and 
expenditure over time. This represents a missed opportunity for risk detection, as well as 
personalised and timely interventions; although some consumers may oppose carded play 
for privacy reasons. Method: This project uses behavioural tracking data from over 70,000 
individuals across casino venues in two Australian states to study the impact of a major regu-
latory change in the state of New South Wales in 2024 that required all casino customers to 
record their gambling activity using a unique ID card. This created a natural experiment that 
allows us to compare gambling behaviour [1] before vs after the policy in the regulated state, 
and [2] between states with and without the mandate. Results: We explore the characteristics 
of customers who were not previously using cards voluntarily—meaning their behaviour 
was not recorded prior to the mandate—and the estimated volume of previously unmoni-
tored gambling. To assess possible unintended effects, we also analyse state gambling ma-
chine revenue from clubs and hotels located near the casino sites. This enables us to test for 
“spillover” or “displacement” effects—specifically, whether gambling spending increased in 
nearby venues that do *not* require cards, which could indicate a shift toward less-regulated 
gambling environments. Conclusions: By examining both venue and state-level datasets, this 
research evaluates both the intended and broader impacts of gambling tracking policies and 
provides recommendations for ongoing and future regulations in other regions internation-
ally.

Keywords: gambling disorder, risk detection, regulation, policy, systemic
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MINI–1B–4

Assessing the impact of the Lower-Risk Gambling Guidelines

DAVID C. HODGINS1, CHISOMO MCHAINA2, JESS VOLL2, KYLE TUICO2,  
NOLAN GOODING1, JENIN AHMAD1, RHYS STEVENS3, MATTHEW YOUNG2,4

1University of Calgary, Canada
2GREO Evidence Insights
3University of Lethbridge
4Canadian Centre on Substance Use and Addiction
E-mail: dhodgins@ucalgary.ca

A set of workable, evidence-based quantitative limits on gambling behaviour associated with 
low risk of harm were published in 2021. This international collaboration included analysis 
of epidemiological data from over 60,000 people who gamble from 8 different countries. The 
Lower Risk Gambling Guidelines (LRGGs) recommend that individuals spend no more than 
1% of household income (before tax) per month on gambling, gamble no more than 4 days 
per month, and not regularly gamble on more than two different types of gambling. Evidence 
shows that the guidelines generally have been viewed positively and are seen as helpful by 
both the public and policymakers. They also align well with the steps people take naturally 
to limit their gambling involvement. As a result, the LRGGs have been adopted or promoted 
in many jurisdictions in Canada and internationally. However, measurement of impact is rare 
and challenging. This presentation will: (1) provide a brief overview of the research devel-
oping and validating the LRGGs; (2) review the various jurisdictions around the world that 
have adopted the LRGGs in their public health efforts to reduce gambling-related harm; and 
(3) discuss barriers to implementation, and efforts underway to evaluate their effectiveness, 
including an emerging evaluation framework.

Keywords: public health guidelines, harm reduction, gambling-related harm, safer gambling
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MINI–1B–5

Gambling venues and their association with incidence of help-seeking 
gambling disorder: A Bayesian spatial analysis
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Gambling disorder is increasingly recognised as a major public health concern, yet there 
remains limited empirical evidence on how the physical gambling environment shapes real-
world help-seeking behaviour within publicly funded healthcare systems. While interna-
tional studies have linked gambling availability to population-level harm, far fewer have 
examined whether environmental exposure is associated with clinically ascertained demand 
for treatment. In this study, we examined the relationship between neighbourhood-level gam-
bling accessibility and referrals to a specialist NHS gambling treatment service in England. 
We analysed routinely collected referral data from the NHS Southern Gambling Service, 
(approved as Service Evaluation by the Hampshire and Isle of Wight Healthcare NHS Trust 
Clinical Effectiveness Committee (SE-0567).) covering all new referrals over the study pe-
riod (Sept 2022 - Sept 2025). Referrals were geocoded to Lower Super Output Area (LSOA) 
level and linked to national datasets capturing the number, type, and geographic distribu-
tion of licensed gambling venues. Two primary exposure measures were derived: gambling 
venue density within local areas and estimated travel time to the nearest venue. Area-level 
sociodemographic covariates were included to account for population structure and depri-
vation. Given the spatial nature of the data, we employed spatially informed Bayesian re-
gression models (Integrated Nested Laplace Approximation, INLA) to examine associations 
between gambling accessibility and referral incidence, while adjusting for spatial autocor-
relation. The spatial random effects were specified using the BYM2 model. We observed 
substantial geographic heterogeneity in referral rates across neighbourhoods. Higher gam-
bling venue density was consistently associated with increased referral incidence to specialist 
NHS care. Specifically, each additional gambling venue within an area was associated with 
a significant increase in referral rates, indicating a dose–response relationship between envi-
ronmental exposure and help-seeking. Shorter travel time to the nearest gambling venue was 
also associated with higher referral incidence, suggesting that proximity itself may play a 
role in facilitating gambling-related harm that ultimately leads individuals to seek treatment. 
These associations remained robust after accounting for spatial clustering and area-level co-
variates, supporting the independent contribution of gambling accessibility beyond broader 
sociodemographic context. Importantly, our findings suggest that the gambling environment 
is not only associated with increased risk or prevalence of gambling disorder, but also with 
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measurable demand for specialist treatment within the NHS. This distinction is clinically 
and policy relevant, as it links environmental exposure directly to service utilisation rather 
than self-reported harm alone. The results are consistent with theories of environmental risk 
amplification, whereby increased availability and ease of access lower barriers to excessive 
gambling and accelerate harm trajectories. We conclude that neighbourhood-level gambling 
accessibility is meaningfully associated with real-world help-seeking for gambling disorder. 
These findings have implications for public health prevention, service planning, and regula-
tory policy, particularly in the context of ongoing reforms to gambling legislation and the 
expansion of NHS-commissioned gambling treatment services. Understanding how envi-
ronmental exposure translates into clinical demand is essential for aligning harm reduction 
strategies with healthcare provision.

Keywords: gambling, INLA, geography
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Reasoned intentions and reactive willingness: Responsible gambling 
among tourist gamblers in Macau
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Background: As the only jurisdiction in China with legal casino gambling, Macau presents 
a highly contextual environment for tourists’ gambling-related behaviors. Although ratio-
nal decision-making accounts for some of these behaviors, incorporating contextual social 
reaction mechanisms provides a more comprehensive explanation. Applying the Prototype 
Willingness Model (PWM) to capture both reasoned and social reaction pathways, this study 
investigates responsible gambling (RG) practices among Chinese gambling tourists. Meth-
ods: The final sample included 257 participants (56.03% aged 18–39) who gambled during 
their trip and were aware of RG. Participants completed an anonymous street questionnaire 
survey measuring demographics, RG awareness and familiarity, and key PWM constructs: 
RG behaviors, intentions, and willingness; perceived benefits, vulnerability, and behavioral 
control; subjective norms; and prototype favorability and similarity. Results: Path analyses 
supported the hypothesized dual-process structure. Reasoned path variables, specifically 
perceived behavioral control and perceived benefits, significantly predicted RG intention  
(β = .13 to .32, p < .05). Social reaction path variables, including prototype favorability, 
prototype similarity, and perceived behavioral control, were positively associated with RG 
willingness (β = .14 to .41, p < .05). Both intention and willingness, in turn, significantly 
predicted RG behaviors (β = .22 to .42, p < .01). The final model accounted for 35% of the 
variance in RG behavior, 50% in intention, and 39% in willingness. Conclusions: These 
findings underscore the value of integrating both reasoned and social reaction pathways to 
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understand RG behaviors. Incorporating the social reaction path offers a critical additional 
perspective for intervention development, suggesting that effective strategies should target 
not only rational decision-making but also prototype-based processes that influence willing-
ness to adopt RG behaviors.

Keywords: safer gambling, casino, tourists, prototype willingness model, theory of planned behavior
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MINI–1C–1

Beyond world avoidance: Baumeister’s escape-from-self framework 
applied to gaming-related escapism

AGNIESZKA STROJNY, PAWEL STROJNY

Jagiellonian University, Poland
E-mail: agnieszka.strojny@uj.edu.pl

Escapism is one of the most consistent psychological correlates of Gaming Disorder (GD), 
yet it is often treated as a unitary tendency to withdraw from external pressures. Drawing on 
Baumeister’s escape-from-self framework (1990), which posits that individuals may seek 
to avoid aversive self-awareness rather than the external environment, we differentiate es-
capism from the world (EW) from escapism from the self (ES). EW reflects attempts to 
distance oneself from situational demands, whereas ES captures efforts to attenuate negative 
self-focused thoughts, emotions, or self-evaluations. In a sample of 142 emerging adults, we 
examined how these two motives relate to IGD symptoms, stress, well-being, and vitality. ES 
uniquely predicted IGD and fully mediated the association between EW and IGD, indicating 
that withdrawal from the world becomes maladaptive primarily when it expresses deeper 
self-avoidance. ES also mediated the relationship between stress and IGD, consistent with 
the notion that stress triggers problematic gaming largely when it heightens aversive self-
awareness. Furthermore, ES was negatively associated with well-being and vitality, whereas 
EW showed no meaningful associations. These findings align with Baumeister’s theorizing 
that maladaptive escape emerges not from avoidance of the world but from attempts to disen-
gage from the self. Conceptualizing escapism as heterogeneous clarifies why prior research 
has produced inconsistent results and highlights the need for interventions that directly target 
self-related avoidance rather than treating escapism as a single global motive.

Keywords: gaming disorder, escapism, escape, Self, vitality, well-being
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MINI–1C–2

Trapped in play: Motivation, gaming rage, and gaming disorder in 
adolescents
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Although Gaming Disorder has been formally recognized in the ICD-11, the mechanisms 
through which gaming becomes problematic remain poorly understood, particularly in ado-
lescence, a developmental period marked by heightened emotional reactivity and still-matur-
ing cognitive control. This study explores the possibility that problematic gaming arises not 
only from excessive engagement, but from persistent cognitive and emotional involvement 
that extends beyond the gaming episode. Focusing on adolescents, we examined how differ-
ent forms of gaming motivation relate to gaming disorder symptoms through gaming rage 
and impaired return to everyday functioning after gameplay. Data were collected through a 
cross-sectional survey conducted among 260 students from a public high school in Poland. 
The findings indicate that gaming rage plays a central role in this process: intense emotional 
arousal during gameplay is associated with difficulties mentally and emotionally “leaving the 
game,” even after play has stopped. This lingering involvement appears to link amotivation 
and other maladaptive motivational patterns with symptoms of gaming disorder. Overall, 
the results indicate that difficulties in disengaging from gaming may be relevant to problem-
atic gaming in adolescents. These findings deepen understanding of mechanisms underlying 
problematic gaming in adolescents and underscore the importance of preventive interven-
tions focused on post-gaming emotion regulation and adaptive disengagement.

Keywords: rage, tilt, gaming motivation, gaming disorder, adolescents
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When games crowd out life: Motivational imbalance as a core 
mechanism in gaming disorder
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Background: Research on gaming disorder has identified key diagnostic features such as 
impaired control, prioritization of gaming over other activities, and persistence despite harm. 
However, these features are often described rather than explained at the level of motivational 
processes. Most models emphasize risk factors, traits, or reinforcement histories, leaving 
open the question of how gaming goals come to dominate behavior in real time. Goal Sys-
tems Theory (GST) offers a process-level account centered on goal shielding, the inhibition 
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of competing goals when a focal goal becomes highly activated. Method: This mini talk ad-
vances a theory-driven analysis grounded in Goal Systems Theory. Drawing on established 
findings from gaming and addiction research, we conceptually apply the GST mechanism of 
goal shielding to digital games, focusing on structural features such as continuous goal provi-
sion, immediate feedback, escalating stakes, and persistent cues. We examine how these fea-
tures foster sustained activation of gaming goals while suppressing competing offline goals. 
Results: From a GST perspective, core symptoms of gaming disorder can be reinterpreted as 
consequences of chronic goal shielding. Impaired control reflects weakened access to alterna-
tive goals, prioritization reflects excessive shielding of gaming-related goals, and persistence 
despite negative consequences reflects counterfinal goal pursuit. This mechanism explains 
why disengagement failures can occur even in the absence of strong craving or withdrawal, 
and why gaming can progressively crowd out health, work, and social goals. Conclusions: 
Reframing gaming disorder through goal shielding shifts the focus from excessive play to 
motivational imbalance within a broader goal system. This perspective bridges behavioral 
addiction research with mainstream motivational psychology and highlights games as envi-
ronments that amplify otherwise normal self-regulatory mechanisms. Goal Systems Theory 
thus provides a unifying, process-oriented framework for understanding both the emergence 
and maintenance of gaming disorder.

Keywords: gaming disorder, goal shielding, goal systems theory
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Digital escapism as a stress-related coping behavior
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The relevance of this study is determined by the contradiction between the growing tendency 
of young people toward media escapism and the need to develop effective stress manage-
ment strategies. Research indicates that the constant consumption of negative content on 
the internet exacerbates symptoms of depression and anxiety, creating a vicious cycle in 
which deteriorating mental health leads to further seeking of negative information (Sharot 
et al., 2024). This study aims to examine the relationship between chronic stress and digital 
escapism as a coping strategy in the digital environment. The research highlights the psycho-
logical and practical significance of understanding digital escapism as a coping mechanism. 
By identifying the extent to which stress influences media consumption patterns, this study 
contributes to the broader discussion on mental health and digital behavior. The methodology 
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includes a quantitative approach, utilizing validated psychological scales to assess stress lev-
els and media escapism tendencies among participants. A quantitative cross-sectional study 
was conducted among 90 undergraduate students aged 17–20 years. Participants completed 
the Perceived Stress Scale (PSS-10) to assess chronic stress and an adapted Escapism Scale 
measuring cognitive and behavioral aspects of media escapism related to streaming services. 
Statistical analyses included descriptive statistics, Pearson correlation analysis, linear regres-
sion modeling, and one-way ANOVA to examine differences in escapism across stress-level 
groups. The findings revealed a statistically significant moderate positive correlation between 
chronic stress and digital escapism (r = 0.52, p < 0.001). Regression analysis demonstrated 
that stress significantly predicted escapist behavior (B = 0.53, p < 0.001), explaining 27% of 
the variance in media escapism. ANOVA results indicated that participants with high stress 
levels reported significantly higher escapism scores compared to those with low and moder-
ate stress levels. The results of the study confirmed the existence of a significant relation-
ship between the level of chronic stress and a tendency to media escapism. It was found 
that with increasing stress levels, the frequency of using digital content as a mechanism of 
psychological relaxation increases. This indicates that digital escapism performs the function 
of emotional regulation, helping to temporarily reduce subjective feelings of tension and 
anxiety. The findings expand existing scientific understanding in the field of digital psychol-
ogy, deepening understanding of how stress affects media consumption. On the one hand, the 
results highlight the adaptive aspect of media escapism, which is its ability to provide tem-
porary emotional relief. On the other hand, the revealed patterns indicate the potential risks 
associated with excessive digital withdrawal as a way to avoid real stressful situations. These 
findings emphasize the need for further study of this phenomenon, as well as the develop-
ment of strategies for the conscious and balanced use of digital media in stressful conditions. 
The practical implications of this study lie in its relevance for psychologists, educators, and 
policymakers seeking to develop strategies for healthier digital consumption habits. Under-
standing the role of digital escapism in stress regulation can inform interventions aimed at 
promoting psychological well-being in the digital era.

Keywords: digital escapism, stress management, coping behaviour, behavioural addictions
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MINI–1C–5

Exploring the lived experience of gaming: A thematic analysis across 
four psychological gamer profiles

CATIA MARTINS CASTRO1,2,3, SOPHIA ACHAB3,4, DAVID DIAS NETO1,2

1ISPA Instituto Universitario, Lisbon, Portugal
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3�WHOCC, World Health Organization Collaborating Centre for Training and Research in Mental 
Health, Geneva, Switzerland

4Faculty of Medicine, University of Geneva, Geneva, Switzerland
E-mail: ccastro@ispa.pt

Understanding how gaming intersects with motivation, emotional regulation, social connect-
edness and attachment is essential for advancing person-centred models of behavioural ad-
dictions. Building on prior work identifying four psychological profiles of gamers, Avoidant, 
Engaged, Relational, and Dysregulated (Castro & Neto, 2025), this study provides a quali-
tative, in-depth exploration of how players across these profiles describe the role of gam-
ing in their lives. Thirty-six semi-structured interviews were conducted with international 
players (7 per profile), examining motivations, emotional processes, social contexts, family 
background, and perceived barriers and facilitators to healthy or problematic gaming. Inter-
views were analysed using reflexive thematic analysis, generating three overarching themes: 
(1) (re)discovering the self, capturing identity exploration, avatar-based self-expression, and 
personal reflection through narrative and moral decision-making; (2) being connected in this 
world, highlighting meaningful friendships, community belonging, emotional support, but 
also experiences of hostility, gender-based harassment and online toxicity; and (3) finding a 
point of balance, reflecting the use of gaming for stress relief, emotional regulation, routine, 
and well-being. Profile comparisons revealed patterned differences: Avoidant players empha-
sised introspection and identity reflection; Engaged players described balanced, multifaceted 
benefits; Relational players highlighted social validation and belonging; and Dysregulated 
players reported intense emotional coping, greater vulnerability to problematic use, and high-
er exposure to negative online interactions. Together, these findings deepen understanding of 
how psychological profiles map onto lived gaming experiences, offering clinically relevant 
insights for personalised prevention and intervention strategies in Gaming Disorder.

Keywords: gaming disorder, qualitative research, motivation, emotional regulation, gamer profiles, 
thematic analysis, online communities, behavioural addictions.
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MINI–1D–1 

Personality and Instagram use motives with problematic Instagram use 
among adolescents: A cross-sectional study

ZAHEER HUSSAIN1, MUSTAFA SAVCI2, KAGAN KIRCABURUN1,3,  
MARK GRIFFITHS1

1Nottingham Trent University, United Kingdom
2Firat University, Turkey
3Duzce University, Turkey
E-mail: zaheer.hussain@ntu.ac.uk

Contemporary research studies indicate that individuals’ personality traits and motivations 
for using an online activity (e.g., social media) can be related to elevated problematic and 
addictive use of that activity. Although there are now many studies examining problematic 
Facebook use and problematic social media use more generally, problematic Instagram use 
(PIU) has been much less studied. The purpose of the present study was to examine the 
relationship between personality traits and Instagram use motives in relation to PIU. A total 
of 358 adolescent Instagram users completed a survey that included assessment tools for the 
aforementioned variables. Hierarchical regression analyses indicated that different personal-
ity traits were related to different Instagram use motives among males and females. More 
specifically, lower extraversion, meeting new people and socializing, passing time, and using 
Instagram less for information and education purposes were positively associated with higher 
PIU among female adolescents. Among male adolescents, only using Instagram for making, 
expressing, or presenting a more popular self (e.g., online self-presentation) was positively 
associated with higher PIU. Findings of the present study suggest that in order to better un-
derstand problematic Instagram use, personality, motivations, and gender differences should 
be considered simultaneously.

Keywords: problematic Instagram use, Instagram use motives, personality, internet addiction
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MINI–1D–2

Psychological distress and adolescent problematic smartphone use:  
The mediating role of metacognitions

MARIA ANNA DONATI1, SOFIA SANTISI2, ALESSANDRA ERRICO3,  
GIULIA FIORAVANTI3

1NEUROFARBA Department, University of Florence, Italy
2DISIA Department, University of Florence, Italy
3DSS Department, University of Florence, Italy
E-mail: mariaanna.donati@unifi.it

The role of metacognitions in the development and maintenance of addictive behaviors is 
well documented both for substance and behavioral addictions. Recently, support has been 
provided for applying metacognitive theory to the understanding of Problematic Smartphone 
Use (PSU). However, although PSU is increasing globally among adolescents, with younger 
individuals reporting higher levels, there is a lack of studies exploring the role of metacogni-
tions in PSU among adolescents. The current study aimed to clarify the contribution of posi-
tive metacognitions (regarding both emotional and cognitive regulation and the social advan-
tages of smartphone use) and negative metacognitions (regarding the uncontrollability and 
cognitive harm of excessive smartphone use) in the relationship between psychological dis-
tress and PSU among adolescents. To that aim, the psychometric properties of the Metacogni-
tions about Smartphone Use Questionnaire (MSUQ) among adolescents were preliminarily 
evaluated and confirmed. The participants were 508 adolescents (%F=40; Mage = 15.07,  
SD = .70) attending high school in Tuscany (Italy). Results showed that the relationship 
between psychological distress and PSU was fully mediated by both positive and negative 
metacognitions about smartphone use. These findings support the distinct contribution of 
metacognitions in explaining PSU among adolescents and highlight their relevance for in-
terventions.

Keywords: problematic smartphone use, adolescents, psychological distress, metacognitions, media-
tion



Mini talks	 Session 1D

ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye 	 308

MINI–1D–3 

Why smartphones are not addictive: Distinguishing rewards from 
reward delivery vehicles

DAR MESHI1, JENS BINDER2
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Smartphone addiction is widely studied and discussed in both academic research and pub-
lic discourse. Researchers have created almost 80 different scales to assess it (Harris et al., 
2020), and a substantial literature has developed around its prevalence, correlates, and poten-
tial health consequences (e.g., Meng et al., 2022; Yang et al., 2020). Despite this extensive 
body of work, we argue that the construct of smartphone addiction is conceptually flawed. 
Specifically, all addictive disorders arise from engagement with rewards, which are sub-
stances or behaviors that activate the brain’s reward system (Volkow et al., 2016). Each dis-
order, as described in the DSM-5-TR, involves a single dominant reward and is named after 
the behavior that provides access to that reward (e.g., “opioid use” in opioid use disorder, or 
“gambling” for money in gambling disorder). In contrast, the smartphone does not constitute 
a reward in itself, but instead serves as a vehicle through which myriad reward types may 
be delivered. For example, alcohol is consumed via delivery vehicles such as bottles and 
glasses, yet clinicians do not diagnose individuals with “bottle and glass disorder” when 
pathology arises. Framed this way, the inconsistency underlying smartphone addiction be-
comes clear, though this has not, to our knowledge, been previously addressed in the existing 
literature. Accordingly, we propose two shifts for the field. First, researchers should abandon 
the construct of smartphone addiction and instead focus on specific reward-based behaviors, 
such as problematic social media use or gambling disorder. Second, smartphones and similar 
technologies may be more productively conceptualized as environmental cues that signal 
reward availability, rather than as addictive agents themselves.
Overall, adopting this framework has important implications for research, clinical practice, 
policy, and public discourse, and would likely lead to more accurate theories and interven-
tions.

Keywords: smartphone addiction, problematic smartphone use, mobile phone addiction, problematic 
mobile phone use
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Beyond average effects: Profiles of vulnerability and resilience in 
adolescents’ appearance-focused social media use
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Background: Research on the impact of social media on adolescents’ well-being has pro-
duced mixed findings, with meta-analyses indicating small to moderate average effects that 
conceal substantial individual variability. Evidence suggests that image-based and appear-
ance-oriented activities are particularly relevant, yet most studies rely on variable-centred 
approaches that overlook heterogeneous patterns of risk and resilience. Method: The present 
study used hierarchical cluster analysis to identify distinct profiles of appearance-focused 
social media engagement in a sample of 1,220 Italian adolescents (11–19 years). Sixteen 
indicators were included, covering problematic internet use, social appearance anxiety, facial 
satisfaction, and digital self-presentation practices such as photo editing and appearance-
related posting. Resulting clusters were validated using measures of depression, anxiety, 
self-concept clarity, social functioning, and behavioural indices not used in the clustering 
procedure. Results: Four profiles emerged: Well-Adjusted Minimal Users (33.0%), Digital 
Entertainment Moderate Users (17.9%), Appearance-Aware Strategic Users (24.8%), and 
High-Risk Appearance-Focused Users (24.3%). These groups differed significantly across 
all validation variables. Notably, approximately one third of adolescents showed good psy-
chological adjustment despite active social media use, whereas maladjustment arose through 
both appearance-driven and appearance-independent pathways. Conclusions: Social media 
effects on adolescent well-being are best understood as profile-specific rather than universal. 
Interventions should therefore target distinct vulnerability configurations and strengthen the 
protective factors that support healthy engagement.

Keywords: adolescents, social media, appearance anxiety
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MINI–1D–5 

Are social media users with social media addiction more prone to 
mental health problems? Findings from a national survey in Slovenia
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Background: The rapid expansion of social media use has raised concerns about its asso-
ciation with mental health problems. While social media addiction has received increasing 
attention in the literature, population-based evidence remains limited. The aim of the study 
was to examine whether social media users with social media addiction report more mental 
health problems than other social media users in Slovenia. Methods: Data were obtained 
from the 2023 National survey on the use of tobacco, alcohol and other drugs, a mixed-
mode (CAWI, CAPI) survey conducted on a nationally representative probability sample 
of 16,000 residents of Slovenia aged 15–74 years, with a 61% response rate (final sample: 
n = 8,937). Analyses focused on respondents who reported using social media in the past 12 
months (n = 6,068). Social media addiction was assessed using the Bergen social media ad-
diction scale (BSMAS; cut-off ≥24). Mental health indicators included anxiety, depression, 
eating disorders, ADHD, suicidal ideation, suicidal intent, suicide attempt, and psychological 
distress. Estimates were based on a small number of units, but were reliable for depressive 
symptoms and eating disorders; all other estimates were partially less reliable or unreliable, 
and interpreted with caution. Results: Approximately 0.6% of social media users met the 
criteria for social media addiction. Compared to non-addicted users, they reported a higher 
burden of mental health problems. Depression was reported by 6.9% of addicted users versus 
3.9% of non-addicted users, and eating disorders by 1.5% versus 0.5%, respectively. Results 
indicated higher levels of psychological distress among addicted users, with 32.0% classi-
fied as having a high probability and 41.5% as having a possible presence of mental health 
problems, compared to 4.4% and 21.6% among non-addicted users, respectively; however, 
these estimates were less reliable. Higher prevalence of anxiety, ADHD, and suicidal behav-
iour was also observed among addicted users, but these estimates should be interpreted with 
caution. Conclusions: Although social media addiction affects a small proportion of users, 
it is associated with a markedly higher prevalence of mental health problems, particularly 
depression and eating disorders. This highlights the potential relevance of social media ad-
diction as a marker of psychological vulnerability, and importance of integrated public health 
approaches addressing digital behaviors and mental health.

Keywords: social media addiction, addictive behavior, mental health, Slovenia
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Methodological challenges in exercise addiction research
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Background: Regular physical activity is widely recognized for its many health benefits, 
yet exercise can become harmful when performed excessively, beyond one’s control. This 
condition is most accurately described as ‘exercise addiction’ (EA) because it captures both 
dependence and compulsive engagement. Despite decades of research, EA lacks diagnostic 
status, largely due to conceptual ambiguity and persistent methodological inconsistencies. 
Most research on EA is cross-sectional and relies heavily on screening instruments that mea-
sure the risk of exercise addiction. Objectives: This review aims to critically appraise the 
longstanding methodological limitations in EA assessment and the resulting confusion in its 
epidemiology. Methods: This evaluation-driven narrative review incorporates findings from 
empirical studies, review papers, and position statements that address the assessment of EA. 
It critically analyzes the methodological issues and interpretation of elevated risk scores in 
nomothetic EA research. Results: Existing EA measurement tools, though psychometrically 
acceptable, are unable to differentiate pathological exercise from passionate and high de-
votion involvement. Because these instruments measure risk, elevated scores often reflect 
underlying motivational and personality characteristics. Consequently, studies yield inflated 
and incongruent prevalence estimates, driven by methodological artefacts than by morbidity. 
None of the screening tools employed in the EA research have diagnostic value and the high 
risk may not necessarily materialize into clinical dysfunction. The nomothetic approach of-
fers limited potential for advancing knowledge and contributes to the over-pathologization 
of EA. Conclusions: High scores should be followed up with deep clinical interviews, as 
formalized in the pyramid approach, where researcher-clinician collaboration is integral to 
deriving inductive evidence. This would further clarify if EA merits future diagnostic recog-
nition. As a matter of fact, research should focus on studying exercise addiction itself, rather 
than relying on the uninformative metric of risk.

Keywords: assessment, epidemiology, exercise dependence
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MINI–1E–2

Is online body shaming just cyberaggression? Problematic social media 
use and appearance-based interactions in youth
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Social media environments represent an important social context for children and adoles-
cents, in which appearance-related interactions increasingly take place. Online body shaming 
is often discussed as a form of cyberaggression; however, its specific role within problematic 
social media use remains insufficiently explored. The present research examines the relation-
ships between online and offline body shaming, cyberaggression, problematic social media 
use in a sample of Czech youth.

Data were collected through self-reported questionnaires administered in lower secondary 
schools (ISCED 2). The total sample consisted of 435 respondents, including 227 girls and 
204 boys, with a mean age of 14.03 years (SD = ±0.75). The study focuses on assessing ex-
periences of online and offline body shaming and exposure to cyberaggression, problematic 
social media use measured by the Bergen Social Media Addiction Scale (BSMAS) and Social 
Digital Media Scale (SDMS).

By examining multiple forms of appearance-related and online social interactions simul-
taneously, this study aims to contribute to a more nuanced understanding of whether online 
body shaming represents merely a subtype of cyberaggression or a distinct phenomenon 
more closely embedded in social media-related processes. Understanding these associations 
may help to better conceptualize social media-related risks in children and adolescents and 
support prevention efforts targeting problematic social media use. Funding: The funding 
for the present contribution/presentation was provided by the Czech Ministry of Education, 
Youth and Sports for specific research (Development of a Psychodiagnostic Screening Tool 
for Risky Consumption of Online Content Related to Diet, Exercise, and Appearance among 
Czech Adolescents and Young Adults, IGA_FF_2025_038). The authors declare that they 
have no conflict of interest.

Keywords: body shaming, cyberaggression, problematic social media use
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Predictors of impulsive behavior among the modern generation in 
online shopping
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Amidst the digitalization of society and the growth of online shopping behavior, impulsive 
buying behavior has become increasingly prevalent, affecting both financial and mental well-
being. In recent years, the global shift towards digital commerce has been accompanied by a 
rise in maladaptive consumer behaviors. Impulsive online shopping, characterized by repeti-
tive, difficult-to-control urges to buy items over the internet, has become a significant psy-
chological and social issue. This behavior leads to negative consequences, including financial 
debt, interpersonal conflict, and increased anxiety. The relevance of this topic is particularly 
high in regions experiencing rapid digitalization, where online marketplaces are becoming 
the primary mode of consumption. Understanding the psychological mechanisms behind this 
behavior is crucial for developing effective preventive measures. Therefore, the study was 
conducted on young adults aged 18-25 who are exposed to various digital and social influ-
ences and actively engaged in digital environments. The study aimed to investigate the rela-
tionship between impulsive buying behavior (as measured by the RCBS) and psychological 
factors, including general impulsivity (BIS-11), social media dependency (FoMO), as well 
as levels of clinical stress and anxiety (DASS-21), among young adults. The study employed 
questionnaires such as the Richmond Compulsive Buying Scale (RCBS; Ridgway et al., 
2008), the Barratt Impulsiveness Scale (BIS-11; Barratt, 1959, 1995), the Depression Anxi-
ety and Stress Scale (DASS; Lovibond & Lovibond, 1995), and the Online Fear of Missing 
Out Inventory (ON-FoMO; Sette et al., 2020). The results of the study revealed that, among a 
substantial proportion of participants, anxiety levels exceeded clinical norms, with increased 
indicators of general impulsivity (BIS) and social media dependence (FoMO), forming a psy-
chological risk profile for the development of impulsive buying behavior. Before perform-
ing the regression analysis, the key assumptions of linear regression were tested. Graphical 
analysis of the residuals (Q-Q plot, graph of residuals from predicted values) revealed no sig-
nificant violations of assumptions about linearity, normality, and homoscedasticity. Regres-
sion analysis showed that a model including core impulsivity (BIS), social media dependence 
(FoMO), clinical anxiety, and stress significantly predicted RCBS scores, F(4, 45) = 4.33,  
p = .005. This model accounted for 27.8% of the variance (R² = 0.278) in RCBS. Analysis 
of standardized coefficients (β) revealed that only two predictors contributed significantly: 
total impulsivity (BIS; β = 0.320, p = .029) and social media dependence (FoMO; β = 0.290,  
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p = .046), whereas clinical stress (β = 0.110, p = .505) and anxiety (β = -0.057, p = .734) 
were not statistically significant in this model. This suggests that online activity (in the form 
of fear of missing out on important things) and individual impulsivity traits do play a more 
important and independent role in shaping impulsive buying behavior than the overall level 
of stress or anxiety in the sample studied.

Keywords: impulsive buying behavior, impulsiveness, stress, anxiety, FoMO, social media depend-
ence
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The use of pornographic content and related addictive and 
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The use of online pornography, including platforms based on a subscription model with ex-
clusive sexual content, has been a growing phenomenon in recent years, with potentially 
addictive and psychological implications. Despite increasing attention to online sexual be-
haviors, empirical data focusing on users of these platforms remain limited, particularly in 
Czech Republic. This contribution presents a quantitative cross-sectional study conducted 
on a unrepresentative sample of university students aged 18–35 in the Czech Republic. The 
study aims to map the prevalence of the use of platforms with exclusive sexual content and 
to examine the occurrence of problematic and compulsive sexual behavior. Furthermore, 
associations between problematic use and selected psychological variables, including anxi-
ety, loneliness, and self-efficacy, are explored using standardized self-report measures ad-
ministered via an online questionnaire. The results are expected to contribute to ongoing 
discussions on prevention strategies and clinical implications related to problematic online 
sexual behaviors. This contribution was supported by the Charles University Grant Agency  
(GA UK) project “The use of pornographic content and related addictive and psychologi-
cal aspects in the adult population” and by the Charles University institutional support pro-
gramme Cooperatio, research area HEAS.

Keywords: online pornography, exclusive sexual content, problematic pornography use, compulsive 
sexual behavior, young adults
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Exploring speed-watching through motives and self-control:  
A cluster analysis
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Background: The term binge-watching refers to the phenomenon of watching several epi-
sodes of a TV series in a row. Nowadays, most major streaming platforms offer a speed-
control feature that lets viewers adjust the playback speed, enabling them to consume content 
even faster. This new functionality led to the emergence of speed-watching, a practice in 
which individuals accelerate audiovisual content to watch more episodes during a single 
session. As this behavior becomes increasingly popular among TV series viewers, concerns 
have emerged regarding potential negative consequences, such as insomnia, fatigue, and at-
tention difficulties. This study aims to identify distinct groups of speed-watchers based on 
their self-control and motivational profiles. Method: 245 participants, composed of a major-
ity of women (n=188, 76.7%), aged between 18 and 63 years old (M=26.15, SD=10.01), 
completed an online survey. A K-means cluster analysis was conducted using 4 motives (i.e., 
coping-escapism, enrichment, emotional enhancement, and social) assessed by the Watching 
TV Series Motives Questionnaire (WTSMQ), and self-control assessed by the Brief Self-
Control Scale (BSCS). The groups were then compared regarding their age, fear of missing 
out, binge-watching engagement, and symptoms. Results: Four distinct clusters were identi-
fied, including poorly motivated, highly motivated, socially motivated, and self-controlled 
speed-watchers. A significant age difference was observed between the socially motivated 
and self-controlled groups, with the latter being the oldest. The self-controlled group also 
reported significantly less fear of missing out than the other groups. Highly motivated and 
socially motivated groups presented higher levels of binge-watching symptoms and engage-
ment. Conclusion: Our findings support the relevance of motives and self-control in un-
derstanding different profiles of speed-watchers. More broadly, they suggest that individual 
differences in motives and self-control may be important variables to consider when observ-
ing problematic engagement in a specific behavior. However, further research is needed to 
expand in this direction.

Keywords: speed-watching, binge-watching, motives, self-control
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Psychometric validation of CIUS-14, GAD-7, and BSMAS-6 for 
assessing problematic internet use among Georgian and foreign 
students in Tbilisi
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Background: Problematic Internet Use (PUI) affects 6–14% of the global population and 
approximately 11% of young adults according to recent meta-analyses. In Georgia, no study 
to date has assessed PUI using standardised, validated instruments. Reliable, concise screen-
ing tools are essential for cross-cultural comparison and longitudinal research. This study 
assesses the reliability and preliminary psychometric evidence of the Compulsive Internet 
Use Scale (CIUS-14 vs CIUS-9), the Generalized Anxiety Disorder scale (GAD-7), and the 
Bergen Social Media Addiction Scale (BSMAS-6) in a Georgian setting. Method: A comput-
er-based anonymised cross-sectional survey was conducted in Tbilisi and analysed during 
2024–25. The sample comprised 215 students (F = 114), aged 18–25 (M = 20.1, SD = 1.68): 
112 Georgians and 103 foreigners (73 Indians; others from African and Asian countries). Par-
ticipants completed CIUS-14 (from which CIUS-9 was derived), BSMAS-6, GAD-7, IGDT-
10, Lie-Bet-2, JSS-4, and WHO-5. The instruments were translated and back-translated ac-
cording to standard procedures. Reliability (Cronbach’s α), validity (Pearson correlation, 
factor structure), agreement (Cohen’s κ), and discriminatory power (item-level ANOVA) 
were analysed in SPSS. Results: 37.2% of all students presented significantly elevated levels 
of CIUS-14 sum-scores (≥28), while 8.8% reached severely elevated levels (≥42). Among 
Georgian students, 28.3% had significant/severe elevations, compared with 48.4% of for-
eign students (p=0.008). CIUS-14 (α=0.884) and CIUS-9 (α=0.88) showed excellent internal 
consistency, with a very strong inter-scale correlation (r=0.964, p<0.001) and near-perfect 
agreement (κ=0.876). GAD-7 demonstrated excellent reliability (α=0.932); BSMAS-6 was 
satisfactory (α=0.743). ANOVA confirmed that all items significantly differentiated severity 
groups (p<0.01); BSMAS item 1 was the weakest contributor. Conclusion: This is the first 
study to assess PUI among Georgian young adults using internationally validated instru-
ments. CIUS-14 and its shortened nine-item version (CIUS-9) demonstrated strong psycho-
metric properties, alongside excellent reliability of GAD-7 and satisfactory performance of 
BSMAS-6 (item 1 may warrant refinement). Further research is needed to establish cultural 
equivalence in the Georgian context. Validation of additional behavioural instruments is on-
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going, with more clinical data collection planned within a Georgian NSF grant project to 
support broader epidemiological and clinical research of PUI in Georgia. Acknowledgement: 
This study was supported by Shota Rustaveli NSF of Georgia (Grant #FR-25-463)

Keywords: psychometric validation, pui, georgia, cius, young adults
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Background: Problematic social media use (PSMU) and problem gambling (PG) both have 
been associated with significant psychological and functional impairment. Emerging evi-
dence suggests that these behaviours may co-occur within broader behavioural addiction 
profiles, potentially driven by shared transdiagnostic mechanisms. However, to date, limited 
research has examined their relationship using a structural equation modelling (SEM) frame-
work. The present study investigated the relationship between PSMU and PG, focusing on 
the role of psychological distress, impulsivity, and emotion dysregulation. Methods: This 
study involved a secondary analysis of data from a UK adult sample of (N= 793) participants 
who have fully completed the Problem Gambling Severity Index measure (PGSI). PSMU 
was assessed using the Bergen Social Media Addiction Scale (BSMAS), PG severity with the 
PGSI, impulsivity with the Barratt Impulsiveness Scale (BIS), psychological distress with the 
Depression Anxiety Stress Scale (DASS-9), and emotion dysregulation with the Difficulties 
in Emotion Regulation Scale (DERS-18). Descriptive statistics, Spearman correlations, and 
SEM were conducted to examine direct and indirect associations among variables. Results: 
It was hypothesized that problematic social media use (PSMU) and problem gambling (PG) 
would be positively associated and jointly linked to higher levels of psychological distress, 
impulsivity, and emotion dysregulation. Preliminary analyses supported these assumptions, 
showing that PSMU and PG were moderately and positively related. Both behaviours were 
also consistently associated with greater psychological distress, higher levels of emotion dys-
regulation, and increased impulsivity. Structural equation modelling (SEM) analyses are cur-
rently underway to examine the extent to which these psychological factors account for the 
association between PSMU and PG through direct and indirect pathways. Conclusions: This 
study aims to advance understanding of the co-occurrence of PSMU and PG by identifying 
shared psychological mechanisms. Findings may inform the development of prevention and 
intervention strategies targeting transdiagnostic risk factors across behavioural addictions.

Keywords: problematic social media use, problematic gambling, psychological distress, impulsivity, 
emotional dysregulation
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Introduction: Problem gaming is associated with various psychological factors that influence 
players' decision-making processes in games of chance. Impulsivity, as a primary character-
istic, contributes to prolonged persistence in gambling, representing a potential risk factor 
for behavioral addiction. On the other hand, critical thinking may act as a protective mecha-
nism against cognitive biases and errors that arise during such activities. Decision-making in 
this context is further modulated by specific game-related features, such as the frequency of 
“near misses” in slot machines, which can lead to prolonged play by creating the illusion of 
imminent success. In this study we wanted to examine the interaction of impulsivity, critical 
thinking, and persistence in a gambling task with varying frequencies of “near-miss” situa-
tions. Method: The experiment involved 62 participants who played a virtual slot machine 
programmed with a high frequency of “near misses” (19%) or low frequency of “near miss-
es” (2%). To ensure a reliable analysis, the participants' level of gambling addiction (assessed 
with Problematic Gambling Severity Index), gender, and age was controlled. Impulsivity 
and critical thinking were measured using established psychological measures (SUPPS-P 
and CRT MCQ-4 respectively), while persistence was quantified by the duration and number 
of games played on the slot machine. Results: The results showed a significant interaction 
between impulsivity and critical thinking on persistence in play on the slot machine. Specifi-
cally, among participants with high impulsivity, increased critical thinking was associated 
with increased persistence in gambling. No significant interaction was found between impul-
sivity and the near-miss frequency condition.

Keywords: gambling, near-miss, near-win, impulsivity, critical thinking
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and values-based living in young adults
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Background: Gambling behavior has become a public health issue affecting the entire so-
ciety due to its prevalence and potential to develop into an addiction. The persistence of 
problematic gambling behavior is associated with individuals continuing to gamble despite 
their losses and prioritizing short-term gains and relief over long-term life goals and values. 
Identifying protective factors or risk factors for gambling disorder has become crucial for 
treatment. It is believed that this study will contribute to a better understanding of the re-
lationship between gambling disorder and values-based living and will provide theoretical 
and practical insights for developing values-based living interventions. Method: Data were 
collected from a total of 310 individuals aged 18–30 for this study. Data were collected via a 
sociodemographic questionnaire, the South Oaks Gambling Screen, and the Engaged Living 
Scale. Descriptive statistics were used to determine the participants’ demographic character-
istics. Correlation analysis was used to determine the direction and strength of the relation-
ship between gambling behavior and a values-based life. Results: The analysis revealed a 
negative, moderate, and statistically significant relationship between the level of gambling 
and a values-based life (r = -.45, p < .001). When examined at the subscale level, a negative 
and statistically significant relationship was observed between the level of gambling and 
both the life satisfaction subscale (r = -.35, p < .001) and the value-oriented life subscale  
(r = -.48, p < .001). These findings indicate that as individuals’ value-oriented behaviors, per-
ceptions of a meaningful life, and life satisfaction increase, their levels of gambling addiction 
decrease. Conclusions: In conclusion, as individuals’ levels of value-oriented living and life 
satisfaction increase, their tendencies to gamble decrease significantly. This underscores the 
importance of value-based clinical interventions in the psychological treatment of gambling 
disorder—interventions that focus not only on symptom reduction but also on helping indi-
viduals build a lifestyle aligned with their values.

Keywords: gambling disorder, values, young adult
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The Problem Gambling Severity Index (PGSI) is widely used to assess the severity of gam-
bling behaviour in the general population. No cultural adaptation or psychometric validation 
of the instrument has been conducted for European Portuguese. Initial translation and back-
translation of the original scale into European Portuguese were performed by two authors 
and verified by a third author. Internal consistency was assessed using Cronbach’s alpha, 
convergent validity with the South Oaks Gambling Screen (SOGS), and construct validity 
with the Diagnostic and Statistical Manual of Mental Disorders (DSM-5-TR). Lastly, the uni-
dimensional structure of the PGSI was assessed through confirmatory factor analysis (CFA). 
The sample comprised 158 community-dwelling adults (87 women), with ages ranging from 
18 to 75 years old. The Portuguese version of the PGSI has excellent internal consistency (α 
= .94). Convergent validity was established through a significant positive correlation with 
the SOGS (r(156) = .923, p ≤ .001), and construct validity was established through a signifi-
cant positive correlation with the DSM-5-TR criteria (r(156) = .769, p ≤ .001). CFA results 
confirm the one-factor solution as the best fit for the Portuguese version of the PGSI (CFI = 
.99). Our data suggest that the European Portuguese version of the PGSI is a reliable tool for 
assessing gambling severity in the general population. We aim to further evaluate the PGSI 
properties by increasing the number of participants with high gambling severity scores.

Keywords: gambling disorder, assessment, psychometry
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The association between sexual minority stress and problematic 
pornography use in an international sexual minority sample
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Background: Sexual minority individuals are exposed to minority stress (MS), both on a 
proximal level (e.g., identity concealment) and on a distal level (e.g., discriminating leg-
islation). MS has been linked to various mental health problems, including out‑of‑control 
sexual behaviors. Based on the Minority Stress Emotion Regulation Model, maladaptive 
coping strategies may arise in response to MS, with problematic pornography use (PPU) 
being one possible outcome.Aims This study investigated whether self-reported and country-
level proximal and distal MS processes were associated with PPU among sexual minority 
individuals.Method: Data is drawn from the International Sex Survey. The analyses are based 
on sexual minority respondents (N = 22,183, Mage = 29.41 years, SDage = 10.73) across 42 
countries. Using structural equation modeling, we tested the associations between proximal 
and distal MS and PPU and compared them across sexual orientations groups, while con-
trolling for gender identity. Results: Distal and proximal MS were weakly, but positively 
associated with PPU (Distal MS: β = .01, p = .08; Proximal MS: β = .07, p < .001). The 
association between distal and proximal MS was negligible and positive as well (r = .05,  
p < .001). Model comparisons showed significant differences in the associations between MS 
and PPU between sexual orientation groups, however, these differences were small in size, 
indicating that across sexual minority orientations, the link between sexual MS and PPU 
seems to be of little to no relevance. Conclusion: Overall, the present findings provide weak 
evidence that PPU might arise as a result of a maladaptive coping strategy for MS, contrary 
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to assumptions based on the Minority Stress Emotion Regulation Model. Other factors beside 
PPU may be of more relevance and should be considered in interventions targeted at sexual 
minority individuals.

Keywords: problematic pornography use, sexual minority stress, protective legislation, structural 
equation modelling
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Background: Problematic pornography use (PPU) is increasingly recognized as a mental 
health concern worldwide. However, empirical work remains concentrated in Western and 
East Asian settings. The Middle East, where cultural and sexual norms may shape PPU in 
distinct ways, has received comparatively little systematic attention. Methods: We conducted 
a comprehensive scoping review of the full empirical literature on PPU in the Middle East, 
searching international and regional databases (PubMed, MEDLINE, Index Islamicus, Index 
Medicus for the Eastern Mediterranean Region, PSYNDEX, PsycArticles, PsycInfo, SocIn-
dex, and Scopus). Study selection followed an independent dual-review procedure. Results: 
Of 216 records screened, 39 studies met the inclusion criteria. Most research originated from 
Israel and Iran, whereas Arab countries were markedly underrepresented. Across eligible 
studies, PPU emerged as a meaningful regional issue and was linked to adverse mental health 
outcomes, though substantial methodological limitations were evident. Conclusions: The ev-
idence base on PPU in the Middle East remains uneven and methodologically constrained, 
underscoring an urgent need for more rigorous research, especially in Arab countries. Priori-
ties include scale validation, census-matched sampling, clinical investigations, and longitudi-
nal designs to better capture the complexity of PPU in this region. We also encourage stron-
ger international collaboration and express our support for researchers seeking to advance 
this field.

Keywords: Middle East, pornography, problematic pornography use, PPU, pornography addiction
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MAŠA ČERNILEC, DARJA LAVTAR, SANJA TKALEC, ŠPELA SELAK

National Institute of Public Health, Slovenia
E-mail: masa.cernilec@nijz.si

Background: Behavioral addictions are on the rise in contemporary society. Among other 
behavioral addictions, problematic or excessive pornography use - particularly in online and 
digitally mediated contexts - has become increasingly prevalent, and is associated with nu-
merous negative consequences. The aim of this study was to examine the prevalence of ex-
cessive online pornography use in a nationally representative sample of Slovenian residents 
and its association with mental health difficulties. Method: The study was conducted using 
data from the 2023 National Survey on the Use of Tobacco, Alcohol and Other Drugs, based 
on a nationally representative sample of 16,000 individuals aged 15 to 74 years, with a 61% 
response rate (final sample: n = 8,937). The analysis was conducted among individuals who 
responded to questions about pornography use (n = 7,165). Participants were classified as 
exhibiting excessive online pornography use if they reported using pornography daily or 
more frequently. Indicators of mental health included depression and anxiety, measured as 
the presence of symptoms in the past 12 months, as well as suicidal ideation and past suicide 
attempts, measured as their occurrence at any point in life. Results: 2.6% of internet users 
reported daily or more frequent online pornography use, with higher rates among men (4.7%; 
vs. 0.3% among women) and those aged 25–29 years (6.4%). Excessive pornography use was 
more common among participants with anxiety (3.2% vs. 2.5% without anxiety), although 
the difference was not statistically significant. Excessive pornography use was significantly 
more common among participants with depression (3.4% vs. 2.5% without depression), as 
well as among those reporting suicidal ideation (8.6% vs. 2.0% without suicidal ideation) 
and past suicide attempts (11.6% vs. 2.4% without past suicide attempts). Conclusions: Ex-
cessive online pornography use is more common among men and young adults. It is also 
associated with several mental health difficulties, particularly suicidal ideation and a history 
of suicide attempts. These findings underscore the need to consider mental health problems 
when assessing and treating excessive pornography use.

Keywords: excessive pornography use, mental health, suicidal ideation, suicide attempts
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Indicators that contribute to the escalation in pornographic content: 
Insights from a latent profile analysis
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Escalation in pornographic material, defined as the progression toward more extreme or even 
illegal content, occurs among a subset of individuals who consume pornography. Yet the psy-
chological factors contributing to such escalation are rarely examined simultaneously. This 
cross-sectional study aims to identify latent psychological profiles associated with escalation 
and to explore whether these profiles differ between males and females, thereby improv-
ing our understanding of the context of problematic pornography use. A community sample  
(N = 500; M age = 23.3 years; 67% female) completed an online questionnaire including self-
report measures of frequency of (illegal) pornography content, obsessive–compulsive behav-
ior, emotion regulation difficulties, pornography craving, mental health, and dark personality 
traits. Using Mplus 8.2, we will conduct latent profile analysis (LPA) to estimate models 
with increasing numbers of profiles. Gender and escalation are included as covariates pre-
dicting profile membership, and pornography consumption is examined as a distal outcome 
using the Bolck–Croon–Hagenaars (BCH) method to account for classification uncertainty. 
We hypothesize that the resulting profiles will differ in levels of pornography consumption 
and be characterized by patterns such as high compulsivity and craving combined with poor 
emotion regulation, and that these profiles may be distinct for males and females. This study 
contributes to ongoing discussions about the psychological drivers of escalation in pornogra-
phy use, including habituation, desensitization, and individual traits, and highlights the value 
of person-centered approaches in understanding problematic pornography involvement.

Keywords: pornography escalation, latent profile analysis, emotion regulation, compulsivity, gender 
differences
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Background:It is well-documented that problematic pornography use (PPU) is negatively 
associated with mental health. However, previous studies have rarely examined the underly-
ing mechanisms of this association. Therefore, the present study examined the relationship 
between PPU and mental health by examining the serial mediating roles of moral injury 
and self-compassion in separate models considering gender differences. Methods: A cross-
sectional design was employed with a sample of 1,139 adults (M_age = 23 years, SD = 8.00). 
Participants completed measures assessing PPU, pornography use frequency (PUF), moral 
injury, self-compassion, and mental health indicators. Serial mediation analyses were con-
ducted separately for men and women. Results: The findings indicated that neither PPU nor 
pornography use frequency (PUF) was directly associated with mental health when moral 
injury and self-compassion were included as mediators. However, the total indirect effect 
was significant, indicating an indirect-only mediation. Specifically, among men, moral injury 
significantly and negatively mediated the association between PPU and mental health, and 
self-compassion played a buffering role in the association between PPU and mental health. 
Among women, similar to men, neither PPU nor PUF was significantly associated with men-
tal health. However, this association was fully mediated by moral injury and self-compas-
sion. Specifically, PPU increased moral injury, which undermined self-compassion and was 
associated with poorer mental health outcomes, while self-compassion also independently 
functioned as a protective mediator. Conclusions: Overall, these findings suggest that moral 
injury functions as a key risk factor in the association between PPU and mental health for 
both men and women, whereas self-compassion appears to play a buffering role by promot-
ing positive mental health outcomes in relation to PPU. Clinically, these results suggest that 
interventions for individuals with PPU-related mental health concerns may benefit from ad-
dressing moral injury and incorporating self-compassion-based therapeutic strategies.

Keywords: problematic pornography use, moral injury, self-compassion, mental health, pornography 
use frequency
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Background: Gaming Disorder (GD) has been recognized as a mental health condition in 
ICD-11, yet population-based evidence from low- and middle-income countries remains lim-
ited. This study aimed to estimate the prevalence of Gaming Disorder in Brazil and to exam-
ine its sociodemographic and mental health correlates. Methods: Data were drawn from the 
third edition of the Brazilian National Survey on Alcohol and Drugs, a household-based sur-
vey representative of the Brazilian population aged 14 years and older. Gaming Disorder was 
assessed using the Internet Gaming Disorder Test-10 (IGDT-10) among respondents report-
ing video game use in the previous month. Prevalence estimates were calculated among past-
month gamers and in the general population. Associations with sociodemographic and men-
tal health variables were examined using weighted chi-square tests and effect size measures.
Results: Overall, 22.3% of the Brazilian population reported video game use in the previous 
month. Among past-month gamers, the weighted prevalence of problem gaming was 3.5%, 
corresponding to an estimated population prevalence of approximately 0.8%. No significant 
associations were observed with sex or educational level. Problem gaming was concentrated 
among individuals in the lowest income category. Adolescents and young adults showed 
higher prevalence of low-risk and at-risk gaming, while nonproblem gaming predominated 
in older age groups. Greater gaming severity was strongly associated with depressive symp-
toms, anxiety, and frequent bullying (all p < 0.01). Conclusions: Gaming Disorder affects an 
estimated 4.6 million adolescents and adults in Brazil, representing a substantial population-
level burden, particularly among younger and socioeconomically vulnerable groups. From 
a public health perspective, Brazil may be inadequately prepared to identify and manage 
Gaming Disorder, highlighting the need for professional training, standardized protocols, and 
structured care pathways within the public health network.

Keywords: gaming disorder, prevalence, risk factors, mental disorders, public health
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Background: Gaming disorder (GD) is discussed as a behavioral addiction, yet evidence 
from Polish samples remains limited regarding which individual differences and gaming-
context factors are most strongly linked to GD symptoms. Beyond general gaming intensity, 
GD may be related to personality dispositions, motivational and emotion-related vulnerabili-
ties, as well as engagement with gambling and gambling-like elements embedded in contem-
porary video games. Methods: Using a self-report online surveys, including a survey based 
on a proportional sample of Polish adults, we examined GD symptom severity alongside a 
profile of gaming behavior patterns (e.g., intensity and patterns of play), personality-relat-
ed factors (e.g., impulsivity, compulsivity) as well as other variables like gaming motiva-
tions. To explore convergence with gambling, we additionally test associations between GD 
symptoms and gambling involvement/characteristics and exposure to or engagement with 
gambling-like video game features (e.g., randomized rewards such as loot boxes, pay-to-
open mechanics, wagering-like skin/virtual item markets). Results (analytic focus): Multi-
variable models estimate the contribution of gaming-behavior indicators, personality-related 
factors, and motivational factors to GD symptoms, and quantify the overlap between GD and 
gambling involvement. Conclusions: This study aims to clarify how behavioral, personality, 
and emotion-related correlates jointly relate to GD symptomatology, while also evaluating 
whether gambling involvement - and gambling-like characteristics of video games - helps 
explain variability in GD risk.

Keywords: gaming disorder, problematic video gaming, prevalence, gambling features in video gam-
ing
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MINI–2C–3

Development and psychometric validation of the Gaming Withdrawal 
Symptoms Questionnaire (GWSQ)

SYLWIA STARZEC

Jagiellonian University, Poland
E-mail: sylwia.starzec@doctoral.uj.edu.pl

Withdrawal symptoms are increasingly recognized as a core feature of gaming disorder (GD), 
yet their assessment remains limited by narrow conceptualizations that primarily emphasize 
affective distress. The present study aimed to develop and validate the Gaming Withdrawal 
Symptoms Questionnaire (GWSQ), the first comprehensive instrument specifically designed 
to capture the multidimensional nature of withdrawal in GD. Item generation was informed 
by a scoping review identifying a broad range of withdrawal symptoms across affective, 
cognitive, motivational, and physiological domains. The validation process comprised two 
cross-sectional studies conducted in non-clinical samples of gamers. In Study 1 (N = 480), 
exploratory factor analysis supported a three-factor structure and demonstrated good inter-
nal consistency. In Study 2 (N = 565), confirmatory factor analysis confirmed the proposed 
structure and provided evidence for convergent and divergent validity. The results support 
the GWSQ as a reliable and valid patient-reported outcome measure for assessing withdrawal 
symptoms in GD. The GWSQ offers a novel measurement framework that advances theoreti-
cal models of withdrawal and has clear practical relevance for research, clinical assessment, 
and intervention trials targeting gaming disorder. Future research should extend these find-
ings by examining the GWSQ in clinical samples and across diverse cultural contexts.

Keywords: gaming disorder; withdrawal symptoms; psychometric validation
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MINI–2C–4

The multi-component structure of digital gaming behaviors:  
An Investigation based on CATPCA, regression, and demographic 
group comparisons

SINEM SENFERAH1, DILARA OZTEKIN CETIN2, IREM YALCINKAYA2,  
SENA KUZGUN2, HAKAN CETIN2, SENER BUYUKOZTURK3

1�Department of Measurement and Evaluation in Education, Faculty of Education,  
Kastamonu University, Turkish Green Crescent Society, Turkiye

2Turkish Green Crescent Society, Turkiye
3Independent Researcher (Retired Professor), Turkiye
E-mail: dilara.cetin@yesilay.org.tr

Introduction: The behavioral addictions literature indicates that risky behaviors such as 
digital gaming and gambling often emerge within interrelated, multi-categorical patterns. 
This study aims to examine the multi-categorical structure of digital gaming behaviors us-
ing Categorical Principal Components Analysis (CATPCA), to reveal how composite scores 
are predicted by gambling behaviors and demographic variables, and to evaluate whether 
these scores differ across demographic groups. Method: This empirical study used cross-
sectional survey data from 35,292 individuals aged 15 and older across Türkiye, drawn from 
the Yeşilay Health Behavior Survey conducted in 2025. The analysis focused on 9,203 par-
ticipants who reported playing games via digital platforms (mobile phone, tablet, computer, 
game console, etc.) in the past year. CATPCA-derived composite scores were analyzed using 
multiple linear regression and demographic comparisons via t-tests and ANOVA. Results: 
CATPCA revealed two main components: (1) problematic gaming behavior (loss of control, 
increased gaming time, negative consequences; α = .734) and (2) gaming context (online/
face-to-face gaming, social interaction; α = .565). The solution explained 44.10% of total 
variance. The strongest predictor of problematic gaming behavior was post-gambling guilt  
(β = –1.044). Betting beyond financial means (β = 0.736), preference for adventure  
(β = 0.724) and war (β = 0.624) genres, and weekly gaming frequency (β = 0.226) increased 
problematic gaming, while age showed negative association (β = –0.197). Post-gambling 
guilt was also the strongest predictor for gaming context scores (β = 0.843). Male participants 
had significantly higher scores on both measures compared to females (p < .001; Cohen's  
d = 0.245–0.412). Significant differences emerged across marital status and employment sta-
tus groups.Conclusion: Digital gaming and gambling behaviors should be addressed through 
distinct components of problematic use and gaming context. Emotional processes, particu-
larly post-gambling guilt, reveal that these behaviors form an interactive risk pattern. The 
CATPCA-based component approach and regression analysis provide a more holistic and 
discriminative understanding of these behaviors.

Keywords: digital gaming behavior, CATPCA, multiple linear regression, behavioral addictions
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MINI–2D–1

The association between gaming disorder and nicotine use:  
A systematic review

GUILHERME BARBOSA1, NATIA HORATO2, ANTONIO NARDI2,  
CAROLINA COSTA1, GABRIELA MAGRANI1, MARCELO CRUZ1,  
ANTONIO NASCIMENTO1

1�Program for Research and Assistance on Drug Misuse, Institute of Psychiatry, Federal University of 
Rio de Janeiro, Rio de Janeiro, RJ, Brazil

2Federal University of Rio de Janeiro, RJ, Brazil, Brazil
E-mail: guibarbosapv@gmail.com

Background: The problematic use of video games was recently recognized as a formal diag-
nosis by the World Health Organization (WHO) under the designation of Gaming Disorder. 
This inclusion has enabled the development of additional studies aimed at characterizing, 
preventing, and addressing this condition. Such research is essential for assessing both the 
global landscape and the Brazilian context, thereby informing the formulation of effective 
public policies. With the aim of better understanding this phenomenon, the present review 
examines the occurrence of comorbidity between Gaming Disorder (GD) and the various 
forms of Nicotine Use (NU), including vaping, given its strong appeal among young people 
– an age group that continues to be a primary target for both the gaming industry and the 
nicotine industry. Methods: We searched the PubMed, Web of Science, Embase, PsycNet, 
and Scopus databases to screen articles. Studies were included in which participants pre-
sented comorbidity between gambling disorder and nicotine use. Studies were excluded in 
which participants presented cognitive mental sequelae, congenital and/or acquired. Results: 
The initial search resulted in a total of 818 articles, of which 37 met the eligibility criteria and 
were included in this review. Among them, eighteen studies suggest a positive association 
between GD and NU, five suggest a negative association (protective factor), and fourteen 
found no association. Conclusions: There are divergences regarding the association between 
GD and NU, as the existing studies are heterogeneous in both methodology and findings. 
Evidence has been reported for the presence and absence of a positive association, and, to a 
lesser extent, for a negative association (protective factor). A deeper understanding of these 
disorders and their interaction with other domains of mental and clinical health will enable 
the development of appropriate therapeutic interventions, as well as specific public policies 
aimed at the prevention and treatment of both conditions.

Keywords: gaming disorder, internet gaming disorder, nicotine use
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MINI–2D–2

Video game addiction in university students: Health status and related 
unhealthy behaviors

EMILIO GARCÍA CABRERA, MANUEL RIVAS-PEREZ,  
FRANCISCO LUNA-PEREJÓN, LUIS MUÑOZ-SAAVEDRA,  
MIGUEL ANGEL PERTEGAL-VEGA, LOURDES MIRO AMARANTE

Universidad de Sevilla, Spain
E-mail: egcabrera@us.es

Background: Video games constitute a major cultural and economic phenomenon, with Spain 
ranking among the leading European countries in gaming consumption. Nevertheless, the 
impact of excessive gaming on health-related behaviors remains a subject of debate. This 
study aims to analyze the relationship between video game consumption time, Internet Gam-
ing Disorder (IGD), and health-promoting lifestyle behaviors among university students. 
Methods: A cross-sectional study was conducted at the University of Seville involving stu-
dents aged 18–30 years through an anonymous online questionnaire. Gaming addiction was 
assessed using the Internet Gaming Disorder Scale–Short Form (IGDS9-SF). Health-related 
behaviors were evaluated using an adapted version of the Health-Promoting Lifestyle Profile 
II (HPLP-II), focusing on five domains: smoking, alcohol consumption, sleep, physical activ-
ity, and eating behaviors. Participants were classified as addicted based on validated cut-off 
scores (Sánchez-Iglesias et al., 2020). Statistical analyses included Spearman’s rho correla-
tions and Mann–Whitney U tests for bivariate comparisons (SPSS v.31). Results: The sample 
consisted of 440 university students (56.1% male; median age: 21 years). Median daily gam-
ing time was 4 hours (IQR: 4–7; 95% CI: 4.0–5.0). IGDS9-SF scores showed a significant 
positive correlation with daily gaming time (ρ = 0.467, p < 0.001). The prevalence of students 
classified as addicted was 12.9% (n = 57). While no significant differences were observed in 
the overall HPLP-II score between addicted and non-addicted students (p = 0.434), specific 
lifestyle domains differed. Addicted students scored significantly lower in alcohol-related 
responsibility compared to non-addicted peers (median: 8 vs. 11; p = 0.013). Additionally, 
borderline trends were observed toward poorer self-perceived physical health (p = 0.051) and 
lower physical activity levels (p = 0.054) among addicted students. Conclusions: The preva-
lence of gaming addiction in this university population is considerable (12.9%). Although 
IGD does not appear to negatively affect the overall lifestyle profile, it is associated with 
riskier alcohol-related behaviors and a tendency toward reduced physical activity. Preven-
tive and intervention strategies should therefore prioritize these specific comorbid behaviors 
rather than general health promotion approaches.

Keywords: internet gaming disorder, university students, alcohol consumption
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MINI–2D–3

Cannabis use and problematic Internet use in Quebec (Canada):  
A qualitative study

MAGALY BRODEUR1,2, NATALIA MUNOZ GOMEZ1,  
ARNAUD DELESTRE-DUCHARME1, ANNE-MARIE AUGER1,  
ANDRÉE-ANNE LÉGARÉ3, DIDIER JUTRAS-ASWAD4,5, ADÈLE MORVANNOU3, 
RASOAMIADANA VOLANIRINA RASOLOFOMAMONJY1, CATHERINE HUDON1

1�Department of family medicine and emergency medicine, Université de Sherbrooke, Sherbrooke, 
Canada

2Centre de recherche du Centre hospitalier universitaire de Sherbrooke, Sherbrooke, Canada 
3�Addiction Services, Department of Community Health Sciences, Université de Sherbrooke, 
Sherbrooke, Canada

4Department of Psychiatry and Addiction, Université de Montréal, Montréal, Canada
5Centre de recherche Centre hospitalier de l’Université de Montréal, Montréal, Canada
E-mail: natalia.munoz.gomez@usherbrooke.ca

Background: Existing literature has indicated an association between cannabis use and prob-
lematic Internet use (PIU) [1]. Adolescent cannabis users, in particular, have previously been 
identified as a group showing increased risk for PIU [2]. However, knowledge about the adult 
population remains limited. Given emerging evidence showing that cannabis use is often ac-
companied by increased screen-based behaviors such as recreational Internet or media use 
among youth [2], the present study aims to understand the motives and impacts underlying 
the co-occurrence of cannabis consumption and screen use among adult. Methods: This study 
is a descriptive qualitative study. Semi-structured interviews were conducted with cannabis 
users with PIU (according to a score ≥ 50 on the Internet Addiction Test) living in the prov-
ince of Quebec (Canada). Open-ended questions were used to gain a better understanding of 
participants' consumption patterns, and to understand how the simultaneous use of Internet and 
cannabis impacted their daily lives (interpersonal relationships, work, study, etc.). An inductive 
and deductive thematic analysis [3] was carried out using NVivo software, to draw a portrait 
of users' experiences. Results: The sample included 32 participants (16 men, 16 women; mean 
age = 42). During the semi-structured interviews, participants reported consuming cannabis 
while engaging in a variety of online activities (e.g., watching short videos, streaming, gam-
ing, listening to music, shopping). They described using cannabis alongside online activities to 
relax, enhance the experience, pass the time, or withdraw emotionally or socially. They also re-
ported various physical, cognitive, and psychological effects, such as reduced sleep, perceived 
improved focus, or anxiety. Some participants also reported regret about time spent online and 
about impulsive or problematic behaviors while under the influence of cannabis. Conclusions: 
To our knowledge, this is the first study to specifically explore the lived experience of cannabis 
users with PIU. The qualitative design helps us to better understand the experience of cannabis 
users affected by PIU, which is essential for clarifying the mechanism linking these two addic-
tions, and for developing harm reduction measures tailored to the adult population.

Keywords: Problematic Internet Use, cannabis, adults, qualitative
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MINI–2D–4

Association between problematic energy drink use and addictive 
behaviours

ANDRZEJ CUDO1, NATALIA KOPIŚ-POSIEJ1, KATARZYNA MRÓZ2,  
PAWEŁ KRUKOW3

1The John Paul II Catholic University of Lublin, Poland
2The Lublin University of Technology, Poland
3The Medical University of Lublin, Poland
E-mail: andrew.cudo@gmail.com

Background: Previous studies have shown connections between substance use disorder (e.g. 
alcohol use disorder) and addictive behaviours such as gaming disorders and problematic use 
of social media. However, in recent years, there has been an increase in the consumption of 
energy drinks (carbonated non-alcoholic drinks that have a stimulating effect) among adoles-
cents and young adults, which is also associated with the addictive use of these drinks. Conse-
quently, the study aimed to examine the relationship between energy drink consumption and 
addictive behaviours such as gaming disorders and problematic use of social media. Method: 
The survey involved 585 young adults (413 females; M = 21.73 years; SD = 2.65; age range: 
18-31). The instruments used in the study included the Gaming Disorder Test to assess gam-
ing disorder symptoms and the Bergen Social Media Addiction Scale to assess problematic 
social media use. Additionally, the study included questions about problematic energy drink 
use, which were associated with symptoms of addiction such as loss of control, use despite 
health consequences, urge to drink, health problems and prioritising drinking energy drinks 
over other activities. Results: The results showed no difference between young adults who 
used energy drinks (n = 431) and those who did not use energy drinks in the last 12 months  
(n = 154) in gaming disorder or problematic social media use. However, in young adults who 
use energy drinks (n = 431), there was a positive relationship between problematic energy 
drink use symptoms (loss of control, use despite health consequences, urge to drink) and 
gaming disorder and problematic social media use symptoms. Conclusions: The study's find-
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ings may support the hypothesis concerning common mechanisms associated with addictive 
behaviours and problematic energy drink consumption. However, further research is needed 
on the relationship between addictive behaviours and the consumption of psychoactive sub-
stances.

Keywords: problematic energy drink use, gaming disorder, problematic social media use
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Exploring emotional dependence and its relationship with drug abuse in 
Latin American women
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Emotional dependence is a pathological, one-directional need for affection and validation 
from another person, often stemming from low self-esteem and fear of abandonment. Fre-
quently related to anxiety disorders, depression, drug abuse and gender violence. (Behavioral 
Psychology). Women make up approximately a quarter of all people with serious drug prob-
lems and around one-fifth of all entrants to drug treatment programs in Europe. Including 
pregnant and parenting women, women involved in sex trade, LGBTQIA + WOMEN, wom-
en from migrant or ethnic minority backgrounds, and women in prison. (EUDA). The aim of 
this study is to determine the prevalence of emotional dependence and drug abuse in women 
hospitalized at the Gynecology area of the Hospital Guasmo Sur- Guayaquil. This research 
is a descriptive, transversal study, the total sample will be collected in three months. We will 
used a short clinical history, the L. Camarillo 2020 Scale to rate the Emotional Dependence. 
AUDIT and DUDIT Tests will be included in this research, for alcohol and drugs evaluations. 
Prior to beginning the study patients will be informed of the confidentiality of this research. 
We strongly believe the Hospital s Gynecology area is a quiet place where women will feel 
more comfortable to cooperate with this study. Also, it is important to establish that the 
Guasmo Sur Hospital is located in a vulnerable area of Guayaquil city, therefore the sample 
will bring us a variety of information, from urban and rural patients.

Keywords: women, LGBTQIA, emotional dependence, gender violence, Camarillo 2020 Scale, AU-
DIT, DUDIT
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MINI–2E–1 

Attachment styles and potentially addictive behaviours:  
A systematic review and meta-analysis

YOUSSEF ALLAMI1, ALEXIA MICHAUD1, BEÁTA BŐTHE2, HYOUN SOO KIM3, 
DAVID C HODGINS4

1Université Laval, Canada
2Université de Montréal, Canada
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4University of Calgary, Canada
E-mail: youssef.allami@psy.ulaval.ca

Attachment theory is increasingly used to explain vulnerability to potentially addictive behav-
iours, yet it remains unclear whether attachment styles relate similarly across different types of 
behaviours (substance vs behavioural, online vs offline). We conducted a systematic review and 
meta-analysis of studies published up to July 2025 examining associations between attachment 
styles and a wide range of behaviours described as addictive or addiction-like. In total, 198 stud-
ies were included, with 154 contributing to meta-analyses. Across 46 attachment–behaviour 
combinations, associations were consistently small to moderate. Anxious attachment emerged 
as the most robust correlate. Secure attachment was generally protective, while avoidant and 
fearful attachment showed more variable patterns. Overall heterogeneity was low. These find-
ings suggest shared attachment-related vulnerabilities across problematic behaviours, but also 
point to partially distinct pathways between different types of potentially addictive behaviours. 
This presentation will also include results from an updated search conducted in January 2026.

Keywords: attachment styles, addictive behaviours, systematic review, meta-analysis
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Psychological predictors of mania love style in patients seeking 
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Background: Mania love style is characterized by emotional intensity, possessiveness, depen-
dency, and anxiety about romantic relationships and represents a clinically relevant relational 
pattern. This style has been associated with emotional vulnerability and difficulties in main-
taining stable romantic bonds. In clinical settings, mania love style is frequently observed 
among individuals who seek treatment for pathological jealousy (PJ), a condition marked by 
persistent emotional, cognitive, and behavioral disturbances related to fears of real or imag-
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ined infidelity. Despite its relevance, limited evidence exists regarding which psychological 
variables independently predict the severity of mania love style in treatment-seeking sam-
ples. Method: This cross-sectional study included 90 patients who sought treatment for PJ at 
a specialized outpatient clinic. Participants completed standardized self-report measures as-
sessing love styles, trait anxiety, and aggressiveness. Non-parametric correlations were con-
ducted, followed by a multiple linear regression analysis to identify independent predictors 
of mania love style. The model was estimated using a stepwise selection procedure (entry  
p ≤ .05; removal p ≥ .10). All analyses adopted a two-tailed significance level of p < .05.  
Results: The final regression model was statistically significant (F(3,86) = 19.86, p < .001) 
and explained 40.9% of the variance in mania love style (R² = .409). Trait anxiety (β = −0.349, 
p < .001) and indirect hostility (β = −0.403, p < .001) emerged as independent predictors. 
Conclusion: In this clinical sample, mania love style was associated with trait anxiety and 
indirect hostility. Its romantic and passionate presentation appears to conceal an anxious and 
insecure relational structure, marked by emotional dependence and fear of losing the bond. 
Indirect hostility may function as a covert strategy to preserve proximity and commitment, 
undermining pleasure and emotional reciprocity. These findings highlight the importance of 
addressing anxious dependence and indirect hostile strategies in clinical interventions for 
individuals with PJ and impulsive passionality.

Keywords: mania love style, pathological jealousy, trait anxiety
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Evolution of behavioral addiction research: Insights from ten ICBA 
conferences (2013–2025)
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The International Conference on Behavioral Addictions (ICBA) has been a leading global event 
in the field since its inception in 2013. Over the past 13 years, ten successful conferences have 
been held across various international locations. These conferences have featured a mix of ple-
nary sessions, oral presentations, mini-talks, and poster sessions, reflecting the evolving nature 
of the event. The scale and scope of ICBA have changed significantly, particularly when com-
paring the first conference to the most recent. Topics have expanded to encompass a broader 
range of behavioral addictions, driven by shifts in terminology and the growing recognition of 
diverse addictive behaviors. This evolution raises an important question: what has changed at 
ICBA over the last 13 years, and what research has been presented? In this review, we examine 
trends across the ten conferences, focusing on the number of presentations, diversity of top-
ics, and shifting research priorities. We also consider the impact of global events—such as the 
COVID-19 pandemic and the inclusion of gaming disorder in ICD-11—on the trajectory of 
research, as such milestones can influence the field both positively and negatively.

Keywords: review, trends
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Assessment of child and adolescent mental health professionals’ 
knowledge, skills, and attitudes toward behavioral addictions
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Background: Although behavioral addictions are increasingly recognized, they may remain 
under-detected in routine psychiatric practice. Professionals’ illness perceptions and attitudes 
can influence identification, referral, and engagement in treatment in healthcare settings. 
However, research specifically examining child and adolescent mental health profession-
als’ knowledge and attitudes toward behavioral addictions remains limited. Method: This 
cross-sectional online survey included 195 child and adolescent mental health professionals 
(72.8% female; mean age = 32.5 years). Participants completed a Likert-type instrument 
assessing knowledge, skills, and attitudes related to behavioral addictions across multiple 
domains. Group differences were examined according to prior training in behavioral ad-
dictions (trained vs. untrained), professional group, and years of experience. Associations 
between domains were tested using correlation analyses. Results: Compared with untrained 
participants, trained clinicians reported significantly higher perceived seriousness/impact 
(p = .007) and lower predictability/variability (p = .007). Perceptions of illness course dif-
fered across professional groups (p < .001). Differences by experience duration emerged 
for seriousness/impact, understanding, and predictability/variability (all p < .05). Correla-
tion analyses showed a positive association between patient control and treatment belief  
(ρ = .438) and a negative association between understanding and predictability/variability  
(ρ = −.329). Conclusions: Training on behavioral addictions is associated with higher per-
ceived clinical severity and lower perceived unpredictability. Professional role and experi-
ence also contribute to differences in specific domains. Brief training alone may be insuf-
ficient; case-based education, supervision, and structured institutional service models are 
recommended.

Keywords: behavioral addictions, mental health professionals, child psychiatry
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Ambulatory assessment of cue-reactivity during naturalistic cue 
exposure in problem gambling
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Problem gambling involves increased cue-reactivity, reflected in increased gambling urges 
and affective and physiological responses when encountering gambling-related stimuli. Al-
though these processes are well established in laboratory settings, much less is known about 
how they manifest under naturalistic conditions. In this study, individuals exhibiting problem 
gambling symptoms (N = 38; DSM-5: M = 4.84, SD = 1.99; age: M = 31.9; female = 7) and 
matched controls (N = 48; DSM-5: M = 0, SD = 0; age: M = 33.9; female = 6) completed two 
urban walking routes on separate days. Routes were based on participant’s regular gambling 
venues in Cologne, Germany. During each route, participants were exposed to either two 
previously frequently visited gambling venues (familiar condition) or to two venues they had 
not encountered before (novel condition). Smartphone-based ecological momentary assess-
ment (EMA) at eight time points per route captured craving, stress, physical exertion, and 
positive affect. GPS tracking (M = 54.1 min, SD = 8.98) verified route adherence and enabled 
precise temporal alignment between cue exposure and subjective responses. Psychophysi-
ological and eye-tracking measures were also recorded but are not reported here. Across both 
conditions, individuals with problem gambling reported higher craving, stress, and physi-
cal exertion, and lower positive affect than controls. Repeated-measures ANOVAs revealed 
significant group effects for craving (F(1, 70) = 66.44, p < .001), stress (F(1, 70) = 41.01,  
p < .001), physical exertion (F(1, 70) = 19.84, p < .001), and positive affect (F(1, 70) = 32.73, 
p < .001). A Group × Condition interaction for craving (F(1, 70) = 7.51, p = .008) showed 
higher craving in familiar versus novel cues. Findings demonstrate that cue-reactivity in 
problem gambling generalizes beyond personally meaningful gambling environments and 
emerges reliably under ecologically valid conditions. Our results underscore the need for 
interventions that target cue-elicited craving and affective disruption in real-world settings.

Keywords: ambulatory assessment, real-world, ecological momentary assessment, gambling, craving
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Repetitive transcranial magnetic stimulation in severe refractory 
gambling disorder: A case report
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Background: Gambling disorder is a chronic and disabling behavioral addiction. A sub-
stantial proportion of patients remain symptomatic despite psychotherapy and pharmaco-
therapy. Repetitive transcranial magnetic stimulation (rTMS) has emerged as a promising 
neuromodulatory intervention for addictive disorders. Objectives: To describe the clinical 
course, safety profile and follow-up of high frequency rTMS over the left dorsolateral pre-
frontal cortex (DLPFC), combined with naltrexone, in a patient with severe refractory gam-
bling disorder. Methods: This case report was conducted in a specialized outpatient clinic for 
gambling and impulse control disorders at a tertiary university hospital. A 69-year-old man 
with a 27-year history of gambling disorder and multiple prior treatment failures received 
30 sessions of high-frequency rTMS (10 Hz, 2,400 pulses per session) over the left DLPFC, 
delivered 4–5 times per week for seven weeks, in combination with naltrexone 50 mg/day 
and cognitive-behavioral psychotherapy. Gambling severity was assessed with the Gambling 
Follow-Up Scale (GFS), and depressive symptoms with the Beck Depression Inventory 
(BDI). Results: At baseline, the patient gambled daily with high financial losses and severe 
depressive symptoms (GFS = 16.3). After the rTMS course, he achieved complete gambling 
abstinence, which was maintained throughout 12 and 13 months of follow-up, with marked 
functional recovery and reduction in depressive symptoms. GFS scores improved to 40.5 at 
12 months and 44.2 at 13 months. A probable rTMS-associated hypomanic episode, char-
acterized mainly by mood lability and atypical generosity, was successfully managed with 
valproate, without loss of anti-gambling benefits. Discussion: High frequency rTMS over the 
left DLPFC, combined with naltrexone and psychotherapy, was associated with robust and 
sustained improvements in a case of severe refractory gambling disorder. The results support 
the need for further controlled neuromodulation studies in gambling disorder and highlight 
the benefit of rTMS in patients with severe refractory gambling disorder.

Keywords: gambling disorder, pathological gambling, neuromodulation, repetitive transcranial mag-
netic stimulation, impulse control disorders.
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Identification of central symptoms in the PGSI: A network analysis of 
gambling disorder

MEIA TOKUMOTO, GOUKI KOHAGURA, TAKATO NISHIOKA, DAIKI MIYAGAWA, 
KENGO YOKOMITSU

University of Human Environment, Japan
E-mail: bdp24053@uhe.ac.jp

By conceptualizing each PGSI item as node within a symptom network, we examined the 
interrelations among individual symptoms and identify the most central components of the 
network. Clarifying these central symptoms may help specify intervention targets for the 
treatment and prevention of gambling disorder. The present study aims to identify key inter-
vention targets by analyzing an item-level network estimated from a sample of 4,000 gam-
blers aged 18 and older (excluding high school students). In this study, we conducted two 
rounds of online surveys to assess gambling behavior. The first survey was administered 
between January and February 2021 in collaboration with Rakuten Insight, Inc., and the 
second survey was conducted in November 2025 in collaboration ASMARQ Inc. Japanese 
research firms. Both surveys recruited 2,000 gamblers aged 20 years or older, excluding high 
school students. We used the Problem Gambling Severity Index (PGSI) to assess symptoms 
of gambling disorder. The PGSI consists of items such as “How often have you bet more 
than you could really afford to lose?” and “How often have you needed to gamble with 
larger amounts of money in order to achieve the same feeling of excitement?” among others. 
In the analysis, we conducted a network analysis to examine the association among PGSI 
items. Among all items, PGSI 8 and PGSI 9 emerged as the most central nodes within the 
network. With respect to the centrality indices, Strength was highest for PGSI 9 (Strength = 
5.58), indicating that this item presented a core symptom with strong connections to multiple 
other items. This finding suggests that the symptoms represented by PGSI 8 and PGSI 9 may 
activate or reinforce other gambling related behaviors and could contribute to the escalation 
of gambling disorder. For both prevention and treatment, it is therefore crucial to prioritize 
interventions that target these two central symptoms, as doing so may help disrupt broader 
patterns of problematic gambling behavior.

Keywords: PGSI, network, strength, gambling disorder, central symptoms
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Pathways Model as a predictor of treatment retention and recovery in 
gambling disorder: A six-month prospective study

ADAM KURILLA1,2, BORIS RÁŠO1, ĽUBOMÍR OKRUHLICA1

1Centre for Treatment of Drug Dependencies Bratislava, Slovak Republic
2Department of Psychology, Faculty of Arts, Comenius University Bratislava 
E-mail: adam.kurilla@gmail.com

Background: Although predictors of treatment outcomes in gambling disorder have been 
widely studied, little is known about whether the Pathways Model provides additional ex-
planatory power for treatment engagement and recovery. This study examined whether sub-
typing gamblers according to the Pathways Model predicts treatment retention and clinical 
improvement. Method: The sample consisted of 175 patients (93% male; M_age = 33.9, 
SD = 8.8) entering specialized treatment for gambling disorder who attended at least two 
treatment sessions. During three initial assessment sessions, participants completed mea-
sures of gambling severity (PGSI), alcohol use (AUDIT), depression (BDI-II), and gam-
bling pathways (GPQ). They subsequently attended weekly group psychotherapy. Recovery 
was evaluated using the RIGD at baseline and after 6 months. Retention was defined as the 
number of days between the first and last treatment visit. Multiple linear regression models 
examined associations between 12 baseline predictors (nine GPQ subscales, PGSI, AUDIT, 
BDI-II) and retention and recovery. Results: A total of 91 patients remained in treatment for 
6 months. Median retention was 149 days, and recovery significantly improved over time 
(p < .001, d = .95). The retention model was statistically significant (F(12,136) = 1.911,  
p = .038) and explained 14.4% of the variance (R² = .144). Among all predictors, only antiso-
cial traits were associated with lower retention (B = –3.47, SE = 1.36, p = .012). The recov-
ery model (F(12,43) = 1.989, p = .050) explained 35.7% of the variance (R² = .357). Poorer 
recovery was predicted by higher levels of childhood maltreatment (B = –.68, SE = .19,  
p = .001), whereas higher risk-taking traits were associated with better recovery (B = .97,  
SE = .37, p = .012). Conclusions: Subtyping gamblers according to the Pathways Model 
offers meaningful predictive value for treatment outcomes. Antisocial traits substantially re-
duce treatment retention, while childhood maltreatment represents a strong risk factor for 
poorer clinical improvement. Surprisingly, higher risk-taking tendencies may facilitate treat-
ment progress. These findings underscore the importance of tailoring interventions to indi-
vidual psychological profiles—not only symptom severity—to enhance outcomes in gam-
bling disorder treatment.

Keywords: gambling disorder, treatment outcomes, Pathways Model
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The relationship between late-stage big-bet behavior and PGSI scores 
among Japanese gamblers: A scenario-based experimental study

TAKATO NISHIOKA, GOUKI KOHAGURA, MEIA TOKUMOTO, DAIKI MIYAGAWA, 
KENGO YOKOMITSU

University of Human Environments, Japan
E-mail: bdp24058@uhe.ac.jp

Chasing losses, continuing gamble in an effort to recover previous losses. This pattern is con-
sidered a core symptom of gambling disorder. Takaoka (2021) reported that losing gamblers 
tend to place large, high-risk bets near the end of a gambling session. In the present study, 
we refer to this phenomenon as late-stage big-bet behavior. This study aimed to (1) examine 
the presence of late-stage big-bet behavior using a scenario-based experiment and (2) assess 
its association with the severity of gambling problems. An online survey was conducted 
from November 20 to 26, 2025, involving 2,000 Japanese adults (aged 20 and over) with 
prior gambling experience. Participants responded to eight last-stage gambling scenarios  
(e.g., “You have 10,000 JPY [approximately €60, 1€ ≈ 182 JPY ] before payday, play rou-
lette, lose 8,000 JPY and have 2,000 JPY remaining. What would you do from this point?”). 
For each scenario, participants indicated their preferred bet from several options from stop-
ping to placing high-risk bets. Responses to these scenarios were used as an index of late-
stage big-bet behavior, which was then analyzed in relation to the total scores on the Problem 
Gambling Severity Index (PGSI). In total, 1,208 participants (60.4%) selected an option of 
3 or higher in at least one scenario. Correlations between PGSI total scores and responses 
across scenarios ranged from r = .33 to .36 (all p- < .01), indicating that greater gambling 
severity was associated with a higher tendency to choose risky late-stage options. This study 
demonstrated that late-stage big-bet behavior can be captured in a scenario-based experiment 
and that individuals with higher PGSI scores are more likely to make reckless endgame bets, 
a tendency that may extend to real-world gambling contexts. Future research should incorpo-
rate diverse situational scenarios and gambling formats familiar to Japanese gamblers.

Keywords: PGSI, gambling, high-risk betting, scenario-based experiment
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Illusion of control among aging players: Results from a sample of 
french gamblers

ISABELLE VARESCON1, ANTOINE MARQUES MOURATO2,  
ALEXANDRE POUYFOURCAT1, YONA AMSELLEM1, MAGALI BRINGUIER2, 
MAYLIS FONTAINE2, CELINE BONNAIRE1, VALÉRIE LE FLOCH1

1LPPS Université Paris Cité, France
2CLLE Université de Toulouse 
E-mail: yona.amsellem@etu.u-paris.fr

This study seeks to characterize the specific relationships between certain dimensions of 
illusion of control and different types of games within the aging population. Three question-
naires were submitted: the Multi-Dimensional Rating Scale for Illusion of Control in Gam-
bling (EEMDIC), the Problem Gambling Severity Index (PGSI), and a sociodemographic 
questionnaire requesting gambling practices. Participants aged 40 to 75 who had gambled at 
least once in the past 12 months were selected for inclusion. The sample was drawn from a 
panel specifically designed to be representative of the population adults aged 40–75 resid-
ing in France who had engaged in gambling activities within the past year. A total of 1,311 
participants completed all measures an online survey. Cluster analysis was used to identify 
gambling profiles, and Mann-Whitney U tests compared IoC scores across game categories. 
Three gambling profiles emerged: (1) occasional gamblers, (2) lottery gamblers (favoring 
non-strategic games, such as lotteries and scratch cards), and (3) betting gamblers (engaging 
in such strategic games as sports betting). Strategic gamblers exhibited higher IoC scores, 
particularly in primary control dimensions (skill, strategy), whereas their non-strategic coun-
terparts showed a stronger reliance on secondary control (luck, superstition). By character-
izing the multidimensional aspects of illusion of control and their links to gambling profiles, 
this study lays the groundwork for more targeted prevention strategies, focused on gambling 
motivations and cognitive distorsions. Understanding the interplay between cognitive distor-
tions and game types is crucial for addressing the challenges posed by gambling behaviors 
in this population.

Keywords: illusion of control, measurement scale, gambling, aging
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Identifying suicide risk in the context of gambling problems:  
Patterns of service use and end-of-life healthcare contacts

TIINA LATVALA1, MARIA HEISKANEN2

1Finnish Institute for Health and Welfare, Finland
2Finnish Institute for Health and Welfare, Finland
E-mail:tiina.latvala@thl.fi 

Background: Gambling problems are associated with an elevated risk of suicidal thoughts 
and suicide mortality. Individuals harmed by problem gambling often present with complex 
psychosocial and health-related needs, making social and health care services crucial for 
early identification and support. Methods: The study combines evidence from two national 
data sources. First, population-based data from the Healthy Finland Survey 2022 (n=28,154) 
were used to examine associations between gambling, suicidal thoughts, and use of health 
and social services. Second, nationwide register data from 1996–2023 were used to identify 
all deceased individuals aged 18+ with a diagnosis of gambling disorder (ICD-10: F63.0) and 
to examine their final healthcare contacts preceding suicide death. Results: Among individu-
als harmed by problem gambling, 31% reported suicidal thoughts. Individuals harmed by 
problem gambling and suicidal thoughts used health and social services more often than non-
gamblers with suicidal thoughts. In the register-based sample, 26% of deceased individuals 
with gambling disorder had died by suicide. All had at least one comorbid mental or behav-
ioral disorder, most commonly mood disorders. Over half had a history of self-harm. Of those 
who died by suicide, 63% had a healthcare contact within 30 days before death, 36% within 
a week, and 13% on the day of death. Conclusions: Suicidal thoughts and suicide mortality 
are highly prevalent among persons harmed by gambling or diagnosed gambling disorder. 
The findings highlight significant unmet needs and the under-recognition of gambling prob-
lems within health care, despite frequent service contacts. Integrating gambling-related risk 
factors into suicide risk assessment, strengthening collaboration between social and health 
services, and improving access to targeted, coordinated treatment are essential steps to better 
identify and support individuals affected by gambling problems and suicidality.

Keywords: gambling problems, utilization of health care and social services, suicide
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Loss-chasing motives and situational pressures underlying risk 
escalation in the final phase of gambling

RURUKA NAKATA, GOKI KOHAGURA, MEIA TOKUMOTO, TAKATO NISHIOKA, 
DAIKI MIYAGAWA, KENGO YOKOMITSU

University of Human Environments, Japan
E-mail: bdp23055@uhe.ac.jp

Background: The present study investigates the psychological and situational determinants 
of end-phase high-stakes betting, a risky pattern in which gamblers place disproportionately 
large wagers near the end of a gambling session. Although irrational processes such as loss 
chasing and illusion of control are well documented, the escalation of risk specifically in the 
final phase remains insufficiently understood. To address this gap, an online survey was con-
ducted to identify the motivational factors and situational cues that best predict engagement 
in this behavior. The study aims to clarify the mechanisms underlying end-phase high-stakes 
betting and contribute to future theoretical and preventive frameworks. Methods: An on-
line survey conducted from November 20–26, 2025, with Asmark Inc. recruited 2,000 adult 
gamblers. Participants rated 15 motivational and 14 situational items related to end-phase 
high-stakes betting on a 7-point Likert scale. For each item, the proportion of respondents 
scoring 5 or higher was calculated to identify the factors most strongly associated with this 
behavior. Results: Motivational analyses showed the strongest endorsement for “wanting to 
make a comeback and cancel out losses” (28.45%), followed by adhering to a bankroll rule 
(22.65%) and attempting to recover accumulated losses with a large bet (21.10%). Situation-
ally, endorsement was highest when the gambling event was nearing its end (18.80%), when 
time felt limited (17.15%), and when few attempts remained (15.85%). Conclusion: The 
results suggest that end-phase high-stakes betting is largely driven by loss-chasing motives, 
reflecting gamblers’ tendency to escalate risk in an effort to recover prior losses. Situational 
factors—such as time pressure, limited remaining opportunities, and end-phase cues—fur-
ther intensify this behavior by heightening urgency and narrowing perceived options. Over-
all, both psychological and contextual factors substantively shape risky end-phase decisions, 
underscoring the value of understanding these mechanisms for developing interventions to 
reduce harmful late-stage escalation.

Keywords: gambling, end-phase high-stakes betting, motivation, situation
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Problem gambling and wellbeing: A moderating role of problematic 
alcohol use

BRUNO ŠKOVRLJ, RENATA GLAVAK TKALIĆ

Ivo Pilar Institute of Social Sciences, Croatia 
E-mail: bruno.skovrlj@pilar.hr

Problem gambling has been linked to numerous harmful outcomes, including lower subjec-
tive well-being, and is frequently associated with substance use, particularly alcohol con-
sumption. This study aimed to assess the moderating role of problematic alcohol use in the 
relationship between problem gambling and subjective wellbeing. Subsample of 1,622 par-
ticipants (61.4% males; Mage=40.78, SDage=13.67) who reported participating in games 
of chance in the last year was drawn from the nationally representative sample of Croatian 
residents aged 15-64 (N=4988). Data were collected through a face-to-face survey, conduct-
ed in private households. Problem gambling was assessed using Problem Gambling Sever-
ity Index, Severity of Dependence Scale was used to assess problematic alcohol use, while 
subjective wellbeing was assessed using Personal Wellbeing Index. Most participants who 
reported participating in games of chance in the last year also reported alcohol use in the last 
year (87%). Results of the moderation analysis showed that, after controlling for sex and 
age, significant interaction term was observed between problem gambling and problematic 
alcohol use, indicating that problematic alcohol use amplifies the harmful effect of problem 
gambling on subjective wellbeing. These findings highlight the need for targeted interven-
tions in prevention of adverse outcomes, addressing the co-occurrence of problem gambling 
and problematic alcohol use.

Keywords: problem gambling, problematic alcohol use, wellbeing
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Decoding reward anticipation in a slot machine task:  
An EEG study using the stimulus-preceding negativity
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9Dep. of Pedagogy, University of Girona, Spain
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Anticipating rewards is a key process driving motivation in gambling-like situations. In slot 
machine paradigms, anticipatory processes occur before the outcome is revealed and the expec-
tation of reward keeps players engaged. Event-related potentials (ERPs), and in particular the 
stimulus-preceding negativity (SPN), have been consistently associated with anticipatory pro-
cessing, motivational relevance, and subjective value. However, it remains unexplored whether 
this anticipatory brain activity can be reliably decoded at the single-trial level in gambling-like 
tasks. In the present study, we evaluated the performance of a support vector machine (SVM) 
classifier in discriminating high- versus low-craving conditions at the single-trial level during 
an ecologically valid three-reel slot-machine task. Twenty-two university students (mean age = 
22.64, SD = 4.26) performed the task while EEG data were recorded. The SPN was analysed 
during the anticipation phase between Reel 2 and Reel 3, when the player already knew whether 
they had lost (low-craving) or still had a chance to win (high-craving). This phase corresponds 
to maximal subjective expectancy in high-craving trials. The results showed that anticipatory 
neural activity could be reliably differentiated between low- and high-craving conditions. Clas-
sification accuracy exceeded chance level from 100 ms after the onset of the second reel and 
remained above chance throughout the 600 ms preceding the onset of the third reel, a time 
window corresponding to the SPN. Machine learning discrimination was driven by differences 
in SPN magnitude and scalp distribution, indicating sensitivity to motivational relevance during 
reward anticipation. These findings demonstrate that anticipatory neural dynamics in a slot ma-
chine task can be decoded from EEG signals at the single-trial level, highlighting a detectable 
motivational signature during reward anticipation. This approach offers a novel way to investi-
gate the neural mechanisms of reward anticipation and could provide an objective measure of 
motivational states, including those associated with gambling-related craving.

Keywords: gambling behavior, Slot machine, EEG decoding and machine learning, reward anticipa-
tion, craving
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Gambling disorder in older adults: A descriptive study of  
treatment-seeking individuals aged 60 and older in Türkiye
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4Private Practice in Psychiatry, Izmir, Türkiye
E-mail: nisa.sen@yesilay.org.tr

Background: Gambling disorder in older adults remains underexplored despite increasing ac-
cessibility and age-specific psychosocial vulnerabilities (Fontaine et al., 2023; Subramaniam 
et al., 2015). This study aims to describe the demographic and clinical characteristics of indi-
viduals aged 60 and older seeking treatment for gambling disorder in Türkiye. Method: This 
retrospective descriptive study included data from 129 individuals aged 60 years and older who 
sought treatment for gambling disorder at the Green Crescent Counseling Center (YEDAM) 
in Türkiye between 2022 and 2025. Demographic characteristics, gambling history, and clini-
cal features were assessed using the Gambling Risk Screening Scale (GRSS) and subscales 
of the Addiction Profile Index (BAPI-K). Data were analyzed using descriptive statistics. Re-
sults: The sample was predominantly male (89.1%), mostly married (86.0%) and unemployed 
(65.1%), with a moderate educational level (53.5% middle or high school). The mean age of 
gambling onset was 33.25 ± 17.94 years. Sports betting (27.1%), casino games (18.6%), and 
horse race betting (15.5%) were the most common gambling types. While 69.8% had attempted 
to quit gambling, only 19.4% had received prior treatment. The mean GRSS score was 13.95 
± 4.20, with 83.7% classified as high risk. On the BAPI-K, high risk levels were identified in 
anger management problems (42.6%), lack of assertiveness (25.6%), depression (41.9%), and 
anxiety (33.3%).All participants reported trauma history; 25.6% suicidal ideation, and 28.7% 
comorbid alcohol or substance use. The mean number of sessions attended was 6.75 ± 6.39, 
and early dropout after the first session was 13.2%. Conclusions: This study indicates that gam-
bling disorder among older adults is predominantly male and characterized by a heterogeneous, 
high-risk clinical profile. Trauma experiences, impulsivity, lack of assertiveness, and mood 
symptoms are prominent but do not form a single explanatory model. Given limited research 
on older adults, multivariate and longitudinal studies are warranted.

Keywords: gambling disorder, older adults, Türkiye
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Delay in help-seeking in gambling disorder: Findings from YEDAM 
data
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Only a limited proportion of individuals with gambling disorder seek specialized treatment 
services, and help-seeking often occurs only after many years of severe gambling-related 
problems. Delays in help-seeking are considered a major risk factor affecting both the pro-
gression of the disorder and treatment adherence. Previous studies have shown that psy-
chological symptoms such as depression and anxiety play an important role in treatment 
motivation and continuity . However, empirical evidence examining the relationship between 
help-seeking delay, gambling severity, and psychological symptoms remains limited. This 
study aimed to investigate the association between the duration from gambling onset to first 
admission to YEDAM and levels of gambling severity and psychological symptoms. The 
study included 3,010 individuals who applied to YEDAM for gambling disorder during the 
last six months of 2025. Participants’ age at gambling onset, age at treatment admission, and 
the duration between these two time points were calculated. Gambling severity was assessed 
using the KURT scale, while psychological symptoms and behavioral characteristics were 
evaluated through the BAPI-K subscales. Pearson correlation analyses were conducted.

Results indicated a positive, very weak but statistically significant association between 
the duration from gambling onset to treatment admission and gambling severity (r = 0.057; 
p < 0.01). In contrast, longer delays were weakly and negatively associated with excitement-
seeking behavior, impulsivity, depression, and anxiety (p < 0.05). These findings suggest that 
prolonged help-seeking delay is associated with increased gambling severity, whereas report-
ed levels of depression and anxiety may be lower at treatment entry. Overall, help-seeking 
appears to be postponed until gambling-related problems escalate. This pattern may reflect 
individuals’ attempts to recover losses independently before seeking professional support . 
Consistent with previous research, the findings highlight the importance of early identifica-
tion and low-threshold interventions.

Keywords: help-seeking delay, gambling disorder, gambling severity, psychological symptoms
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Clinical social work in gambling disorder treatment:  
A comparative study
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Background: Social work plays an active role in mitigating social risks by identifying gam-
bling disorder-related risks, providing social support, and conducting clinical interventions. 
The effectiveness of clinical social work practices is evaluated based on treatment adherence 
of individuals and variations in their clinical characteristics. Method: The research sample 
comprises 6,243 individuals who sought treatment at YEDAM for gambling disorder be-
tween 2021 and 2025, with a three-month follow-up period. Within this cohort, 2,813 par-
ticipants received clinical social work support. Statistical analyses were performed via the 
SPSS 29.0 software suite. Data collection was facilitated through the BAPI-K and KURT-I 
assessment scales, the results of which are documented in the following tables. Results: Table 
1 compares the baseline clinical characteristics of individuals with gambling disorder who 
received social work interventions (n=2,813) and those who did not (n=3,430) over a three-
month follow-up period. The findings indicate that the group receiving social work interven-
tions had statistically significantly higher scores in both the KURT total scores and all BAPI-
K total and subscale scores compared to the non-intervention group (p < 0.01). In Table 2, the 
time-dependent changes in KURT-I scores during the three-month follow-up were compared 
between the groups with and without social work interventions. A gradual and significant 
decrease was observed in KURT-I scores over time (p < 0.01). Conclusions: Findings re-
veal that the social work cohort comprised high-need cases with more severe psychological 
challenges. The study demonstrates that these interventions are accurately targeted. Notably, 
the achievement of similar improvement levels in both groups validates the transformative 
impact of social work on individuals at greater risk.

Keywords: clinical social work, gambling, comparative study
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Beyond gender differences in gambling disorder:  
Transdiagnostic predictors of craving and severity in treatment-seeking 
patients

NICOLE REZENDE DA COSTA1, BRUNA MAYARA LOPES1,  
ANDREA LORENA DA COSTA STRAVOGIANNIS1, DANIEL SPRITZER2,  
HERMANO TAVARES1

1Instituto de Psiquiatria da Faculdade de Medicina da Universidade de São Paulo, Brazil
2Universidade Federal do Rio Grande do Sul, Brazil 
E-mail: nicole.rezende@hc.fm.usp.br

Gender differences in gambling disorder have been reported, with women often showing 
greater affective symptom burden. We tested whether sex differences in craving and gam-
bling-related/global severity persist after accounting for depression, anxiety, and impulsivity 
facets in a treatment-seeking clinical sample. Methods: We recruited 306 adult outpatients 
who sought treatment for gambling disorder at the Gambling Outpatient Unit. Participants 
completed the Beck Depression Inventory (BDI), Beck Anxiety Inventory (BAI), Barratt 
Impulsiveness Scale–11 (BIS-11), Gambling Symptom Assessment Scale—craving factor 
(GSAS-FISS), and Gambling Follow-up Scale (GFS; higher total scores indicate lower se-
verity). Gender differences were tested using independent-samples tests. Pearson correlations 
and multiple linear regressions (Enter method) examined associations with GSAS-FISS and 
GFS total (α=0.05, two-tailed). Results: Women reported higher depression (d=0.45), anxi-
ety (d=0.58), impulsivity (d=0.32), and craving (d=0.27) than men (ps≤0.006 for BDI/BAI/
BIS; craving p=0.018). GFS total was inversely correlated with GSAS-FISS (r=−0.599), 
BDI (r=−0.465), and BAI (r=−0.335) (all p<0.001), indicating greater severity (lower GFS) 
among participants with higher craving and affective symptoms. In adjusted models, crav-
ing was independently predicted by BDI (β≈0.365; p<0.001) and BIS-Attentional (β≈0.169; 
p=0.009), whereas sex and BAI were not significant (R²=0.184; p<0.001). In the severity 
model, only GSAS-FISS (β≈−0.502; p<0.001) and BDI (β≈−0.256; p<0.001) independent-
ly predicted lower GFS (greater severity; R²=0.431; p<0.001). Conclusion: Despite higher 
symptom burden in women, sex was not independently associated with craving or gambling 
severity after accounting for transdiagnostic variables. Craving and depressive symptoms 
were the most robust correlates of greater severity, suggesting that the observed sex differ-
ences are better explained by symptom profiles rather than sex per se.

Keywords: gender, gambling, severity, craving, depression
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Decision-making under uncertainty and probability perception: 
Insights from a coin toss experiment

COLLEEN VERWACHT1,2, THOMAS BRIHAYE1,3, MANDY ROSSIGNOL1,2

1Université de Mons, Belgium
2�Cognitive Psychology and Neuropsychology Department, Institute of Health Sciences and 
Technologies, University of Mons, Belgium

3Effective Mathematics, University of Mons, Belgium
E-mail: colleen.verwacht@umons.ac.be

Individuals with gambling disorder face significant difficulties in decision-making under un-
certainty, often favoring high-risk options with short-term rewards (Bechara, 2003). Prob-
lematic gambling behavior is linked to irrational motivations and cognitive biases (Ladou-
ceur et al., 2004), such as selective memory, where wins are recalled more vividly than 
losses (Scoboria & Wilson, 2011). To investigate these biases, we developed an experimental 
coin-toss task where participants predict outcomes under varying gain probabilities (50%, 
20–30%, 60–70%). Participants predicted “heads” or “tails” and stopped a spinning coin 
animation. Wins triggered green-screen feedback and losses red-screen feedback. The task 
included 90 trials across three conditions: fair (50%), low (20–30%), and high (60–70%) 
probability of gains, with order counterbalanced. Each condition followed predefined se-
quences based on probabilistic models to examine decision-making patterns and perceived 
probabilities. During and after the task, participants reported perceived probabilities, recall 
of wins/losses, perceived influence, and fairness judgments, allowing assessment of distor-
tions such as probability misestimation, selective memory, and illusions of control. They 
also completed validated measures: Canadian Problem Gambling Index, Gambling-Related 
Cognitions Scale, Big Five Inventory-10, and UPPS-P Impulsivity Scale, capturing gambling 
severity, beliefs, personality traits, and impulsivity. An a priori power analysis (G*Power 3.1) 
for a mixed-design repeated-measures ANOVA with one within-subject factor (Probability: 
low, medium, high) and one between-subject factor (Order: low→high vs. high→low) in-
dicated 60 participants for medium effect size (f = 0.25, α = .05, power = .99). To ensure 
robustness, 102 participants were recruited; two were excluded, resulting in a final sample of 
100 participants. Data processing and analyses are ongoing. Results will address cognitive 
biases, decision-making strategies, reaction-time dynamics, and associations with gambling-
related traits.

Keywords: gambling, cognitive biases, probability perception, selective memory, perceived control
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Craving as a mediator between depressive symptoms and gambling 
severity in treatment-seeking individuals

BRUNA MAYARA LOPES, NICOLE REZENDE DA COSTA, HERMANO TAVARES

University of Sao Paulo, Brazil
E-mail: nicole.rezende@hc.fm.usp.br

Background: Depressive and impulsive symptoms are frequently observed among individu-
als with Gambling Disorder (GD) and have been associated with poorer clinical outcomes. 
However, the psychological mechanisms linking depressive symptoms to gambling severity 
remain insufficiently understood. Craving, a central component of addictive behaviors, has 
been proposed as a possible mediator in this relationship. This study aimed to test wheth-
er craving mediates the association between depressive symptoms and gambling severity 
and to examine the role of impulsivity domains as predictors of craving intensity. Methods: 
A clinical sample of 306 treatment-seeking individuals diagnosed with GD was recruited 
from the Gambling Disorder Treatment Program at Hospital das Clínicas, University of São 
Paulo (São Paulo, Brazil). Participants completed the Beck Depression Inventory (BDI), 
Beck Anxiety Inventory (BAI), and the Barratt Impulsiveness Scale (BIS-11), encompass-
ing attentional, non-planning, and motor impulsivity factors. Gambling-related outcomes 
included the Gambling Symptom Assessment Scale – craving factor (GSAS-FISS) and the 
Gambling Follow-up Scale (GFS; lower scores indicate greater gambling severity). Correla-
tion analyses, multivariable linear regressions, and a bootstrapped mediation model (5,000 
resamples) were conducted to evaluate direct and indirect effects. Results: Depression was 
positively correlated with craving (BDI × GSAS-FISS: r = .398, p < .001). Craving was 
strongly associated with gambling severity (GFS × GSAS-FISS: r = −.599, p < .001). In a 
regression model predicting craving, depressive symptoms (b = 0.238, p < .001) and atten-
tional impulsivity (BIS-11 attentional factor; b = 0.393, p = .008) were significant predictors 
(R² = .183). In the model predicting gambling severity, both craving (b = −0.540, p < .001) 
and depression (b = −0.178, p < .001) were significant predictors (R² = .428). Bootstrapped 
mediation revealed a significant indirect effect of depression on gambling severity through 
craving (indirect effect = −0.137, 95% CI [−0.184, −0.094], p < .001), along with significant 
direct (−0.189, p < .001) and total effects (−0.326, p < .001). Anxiety and other impulsivity 
domains were tested but were not significant in the final model. Conclusions: Higher depres-
sive symptoms were associated with higher levels of craving, and craving accounted for a 
significant indirect pathway linking depression to gambling severity. These findings support 
the role of craving as a central psychological mechanism connecting mood symptoms and 
gambling outcomes. Clinically, integrated interventions addressing both affective symptoms 
and craving may enhance treatment effectiveness in individuals with GD. Furthermore, atten-
tional impulsivity emerged as an independent correlate of craving, suggesting that difficulties 
in focusing attention may exacerbate the experience of gambling-related urges.

Keywords: gambling disorder, craving, depressive symptoms, mediation analysis, impulsivity
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Mapping harmful gambling product design through lived experience: 
Protocol for a user-led taxonomy and harm-pathway map

JEANETTE A. CHACÓN-CANDIA, JOSE LÓPEZ-GUERRERO,  
FRANCISCO J. RIVERO, JOSÉ C. PERALES

Mind, Brain, and Behavior Research Center. University of Granada, Spain
E-mail: joselogue@ugr.es

Background: Persuasive and deceptive gambling-product design features may amplify crav-
ing, undermine deliberation, and accelerate gambling-related harm. Despite growing calls for 
“responsible-by-design” approaches, the lived experience of people harmed by these features 
remains underrepresented in the evidence base. This protocol outlines a study to identify the 
specific structural features that individuals who gamble intensively recognize as drivers of 
compulsive gambling. Method: We will conduct in-person focus groups with two cohorts: 
(a) individuals in recovery or treatment for gambling-related problems recruited via special-
ized non-profit gambling rehabilitation associations, and (b) people with subclinical levels 
of gambling-related problems of undiagnosed gambling disorder recruited from the general 
community. Sampling will follow a saturation-based approach (min. 6 groups). Sessions will 
use a participant-led, semi-structured script to explore design-induced craving, with a strict 
safety protocol (clinician oversight, pre/post distress monitoring). Data will be analyzed us-
ing inductive reflexive thematic analysis, supported by reflexivity journaling, peer debriefing, 
and an audit of early coding decisions by international qualitative advisors. Results: Primary 
outputs will be (i) a user-led taxonomy of harmful design elements and (ii) a harm-pathway 
map linking features to perceived mechanisms and harms. Preliminary themes and a draft 
taxonomy/map are expected to be presented at the conference. Conclusions: This protocol es-
tablishes a rigorous, safety-informed qualitative foundation to inform responsible-by-design 
recommendations and seed a subsequent quantitative program estimating exposure and harm 
magnitude in real-world gambling.

Keywords: gambling, structural features, harmful design
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Client re-engagement interventions delivered via a counseling hotline: 
An analysis of the impact of post–dropout recontact on return to 
treatment

ZEYNEP EROĞLU1, HÜMEYRA MUTLUTÜRK2, BÜŞRA YAMANEL ÖZSOY3,  
YASIN KAVLA4, HAKAN ÇOŞKUNOL5

1Turkish Green Crescent Foundation Green Crescent Counselling Center, Istanbul,Turkey
2Turkish Green Crescent Foundation Green Crescent Counselling Center, Istanbul,Turkey
3Green Crescent Counselling Center, Istanbul,Turkey
4�Department of Psychiatry, Cerrahpasa Medical Faculty, Istanbul University-Cerrahpasa, Istanbul, 
Turkey

5Private Practice in Psychiatry, Izmir, Turkey
E-mail: zeynep.eroglu@yesilay.org.tr

Background: A major challenge in treating gambling disorder is clients’ premature discon-
tinuation of therapy. Drop-out occurs at high rates, weakens the therapeutic alliance, and 
negatively affects outcomes. Low treatment adherence increases symptom severity and re-
lapse risk. Re-contacting clients after drop-out is a clinically important intervention that may 
support re-engagement. This study examined the effect of re-contacting clients via a counsel-
ing hotline on their return to treatment and evaluated the relationship between pre-drop-out 
treatment participation and likelihood of re-engagement. Method: The study was conducted 
on 174 clients who applied to YEDAM for gambling disorder and dropped out within the 
past year (2025). Of these 174 clients, 51 were scheduled for a new appointment following 
a drop-out call, while 123 were not. The number of follow-up sessions attended by clients 
prior to dropping out was evaluated according to whether a new appointment had been sched-
uled. Variables were analyzed using the Student’s t-test, with a significance level of p<0.01. 
Results: Among 174 clients re-contacted via the counseling hotline after drop-out, 51 clients 
scheduled a new appointment. Of the 123 clients who did not schedule an appointment, 32 
reported during the call that they had already stopped gambling. Thus, following post–drop-
out contact, 51 clients requested a return to treatment, while 32 indicated that they had ceased 
gambling behavior. Examination of the number of follow-up sessions prior to drop-out re-
vealed that the group who did not schedule an appointment had a mean of 4.80 ± 7.76 ses-
sions, whereas the group who scheduled an appointment had a mean of 7.36 ± 7.23 sessions. 
This difference was found to be statistically significant (p = 0.047). Conclusions: This study 
demonstrates the clinical importance of re-engaging clients after drop-out in the treatment 
of gambling disorder. Literature shows that individuals who complete treatment experience 
significant reductions in gambling behavior and psychosocial problems, whereas those who 
discontinue early tend to continue facing these difficulties. Research also indicates that post–
drop-out motivational interventions can increase the likelihood of clients returning to treat-
ment. In this context, re-contacting clients after drop-out should be considered a complemen-
tary intervention to facilitate treatment re-engagement, and treatment programs should focus 
not only on preventing drop-out but also on structuring re-engagement processes.
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The impact of cash-out availability on online betting behavior
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MÁRTON KOLOZSVÁRI1, MIKLÓS BOGNÁR2,1, ARIFE YESILÖZ3,4,  
MARK GRIFFITHS5, ZSOLT DEMETROVICS6,1,7

1Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
2Doctoral School of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
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5Psychology Department, Nottingham Trent University, Nottingham, UK
6Flinders University Institute for Mental Health and Wellbeing, College of Education, Psychology and 
Social Work, Flinders University, Bedford Park, SA, Australia
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Background: The rise of online sports betting, facilitated by technological innovations such 
as the cash-out feature, has transformed the gambling landscape. While cash-outs have been 
suggested to intensify problematic gambling behaviors, empirical studies to date have been 
correlational, leaving a gap in determining causal evidence. Method: We conducted an online 
experiment among Hungarian adults with a history of online gambling (N = 963; analytic 
sample n = 631 after preregistered exclusions). Participants first completed a task to earn a 
monetary bonus, and they were then informed that they could wager their bonus on upcom-
ing sports events. They were randomly assigned to either a cash-out or a no-cash-out condi-
tion. In the cash-out condition, participants received a detailed description of the cash-out 
feature, explaining that bets could be settled before or during the event. When redirected to 
the simulated betting platform, they also saw a salient red text explicitly informing them that 
cash-out was available. The no cash-out condition received identical procedures without any 
mention of a cash-out option. Primary outcomes included the proportion of participants plac-
ing a bet, bet size, and risk level of the selected wager. Conclusions: These findings provide 
experimental evidence regarding the behavioral impact of cash-out features in online sports 
betting. Results contribute to a clearer understanding of how structural platform characteris-
tics may influence gambling intensity and risk-taking, informing regulatory policy and harm-
reduction strategies in digital gambling environments.

Keywords: sports betting, cash-out, online experiment, risky gambling, problem gambling, gambling 
disorder
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Internet based treatment for gambling disorder to increase access to 
care: Is internet delivered treatment as effective as traditional face to 
face therapy for gambling disorder?

JESSICA KÅBÄCK1,2, ANNIKA HOFSTEDT1,2, ANNA SÖDERPALM GORDH1,2

1Sahlgrenska University Hospital, Sweden
2�Institution for neuroscience and physiology, section for psychiatry and neurochemistry, Sahlgrenska 
Academy, University of Gothenburg, Sweden

E-mail: jessica.kaback@vgregion.se

More than 300 000 individuals in Sweden are estimated to have some degree of gambling 
problems, with over 40 000 fulfilling criteria for gambling disorder (GD). Gambling disorder 
is associated with severe consequences for both affected individuals, their relatives and so-
ciety at large. In addition to economic problems and other social problems, it is also associ-
ated with other types of psychiatric problems, including a significantly heightened risk for 
suicide. Despite this widespread problem, only a minority of those affected seek and receive 
help (Bijker et al., 2022), partly due to a lack of treatment availability (Gainsbury et al., 
2014; Khayyat-Abuaita et al., 2015). Internetbased cognitive behavioral therapy (iCBT) is 
a cost-effective method for delivering psychotherapeutic treatment, although it still requires 
time and engagement from both patients and clinicians. This pilot randomized controlled 
trial (RCT) aims to compare an iCBT for GD with face-to-face treatment and with a waitlist 
control group. If iCBT demonstrates outcomes comparable to those of face-to-face treatment, 
it may enable clinics to treat more patients using the same resources, hence increasing the 
availability of treatment for GD. Therefore, we aim to study, in a study including long-term 
follow-up at 3 and 6 months after treatment, the effects of an iCBT treatment delivered over 
internet for patients with GD. We hypothesize that the treatment effects after iCBT are equal 
to the effect of face-to-face treatment, and that treatment effects are retained over time, in 
which case, this study will show that CBT delivered over the internet is an effective and 
sustainable treatment for GD.

Keywords: gambling disorder, iCBT, face-to-face, RCT
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Altered executive functioning, maladaptive metacognitions,  
and psychopathology in gambling disorder

RONALD KIPKIRUI NGETICH1,2, DEZSO NÉMETH4,5,6, TEODÓRA VÉKONY4, 
ZSUZSANNA VIKTÓRIA PESTHY5, ANDREA CZAKÓ2,3, ZSOLT DEMETROVICS2,3,7

1Aga Khan University, Institute for Human Development, Kenya
2Centre of Excellence in Responsible Gaming, University of Gibraltar, Gibraltar
3Institute of Psychology, ELTE Eötvös Loránd University, Budapest, Hungary
4�Centre de Recherche en Neurosciences de Lyon CRNL U1028 UMR5292, INSERM, CNRS, 
Université Claude Bernard Lyon 1, Bron, France
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Background: Gambling disorder (GD) is linked to disrupted cognitive functioning and mal-
adaptive neural alterations, particularly in the prefrontal cortex. However, findings on execu-
tive function are mixed, partly because of the diverse task paradigms used. This study aimed 
to assess executive functioning in GD using both simpler and more cognitively demanding 
tasks while analysing vulnerabilities such as psychopathology and maladaptive metacogni-
tion, side-by-side. Methods: A cross-sectional online study was conducted in a UK commu-
nity sample recruited via Prolific (N = 219). Participants were classified into healthy control 
(HCG), low risk (LRG), high risk (HRG), and GD groups (GD) based on PGSI scores. Self-
report measures assessed impulsivity (BIS-R-21-SF), psychopathology (DASS-21), compul-
sivity (DSM-5 OCPD criteria-based items), and gambling-related metacognitions (MGQ). 
Executive functions were evaluated using domain-specific tasks: working memory (2-back, 
3-back, and digit span), cognitive control (Go/No-Go), and cognitive flexibility (Wisconsin 
Card Sorting Task). Results: Higher gambling severity was associated with poorer cognitive 
flexibility and reduced high-load working memory performance, with individuals in the HCG 
outperforming those in the HRG and GDG. Compulsivity and psychopathology increased 
with GD severity. Positive and negative metacognitions were higher in HRG and GDG than 
in HCG and LRG, and correlated with PGSI scores. However, no between-group differences 
were observed for cognitive control or impulsivity. Conclusion: Gambling disorder reflects 
a convergence of vulnerabilities: disrupted high-load WM, decreased cognitive flexibility, 
elevated compulsivity, and maladaptive metacognitions.

Keywords: executive functioning, gambling disorder, psychopathology
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Decision-making in addictive behaviors: Delay discounting and risk 
across gambling, gaming, and social media use
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E-mail: jennifer.molitor@uni-koeln.de

Steeper discounting of delayed rewards has been documented in substance use disorders and 
gambling disorder, and may represent a transdiagnostic feature of addiction (Amlung et al., 
2017). In gambling disorder, impairments in both delay discounting and risk taking have 
been consistently observed, although associations with symptom severity remain inconclu-
sive (Wiehler & Peters, 2015). Beyond gambling, individuals with internet gaming disorder 
show deficits in risky and reward-based decision-making but these alterations are not closely 
linked to symptom severity (Yao et al., 2022). Evidence regarding delay discounting and 
risk-taking in problematic social media use is limited, with some studies suggesting changes 
(e.g., Meshi et al., 2021) but without a consistent pattern across constructs.

In a cross-sectional online study, we recruited participants with gambling, gaming, and/
or social media use experience (N = 680). Participants completed the Kirby Delay Discount-
ing Task and the Holt–Laury Risk Task and provided self-reported symptom severity via the 
Problem Gambling Severity Index (PGSI), the Internet Gaming Disorder Scale (IGD), and 
the Bergen Social Media Addiction Scale (BSMAS), in addition to further questionnaires 
not reported here. Data collection has just been completed, and statistical analyses will be 
finalized before the conference. We will examine whether distinct patterns of delay discount-
ing and risk-taking relate to variation in symptom severity, and whether these patterns differ 
between gambling, gaming, and social media subgroups. This study aims to clarify whether 
valuation of delayed and risky rewards reflects a shared transdiagnostic process across symp-
tom domains, or distinct decision-making profiles across gambling, gaming, and problematic 
social media use.

Keywords: delay discounting, risky decision-making, behavioral addictions, gambling disorder, inter-
net gaming disorder, problematic social media use
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The relationship between gambling, gaming and physical health 
conditions: A systematic review
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E-mail: rimke.bijker@aut.ac.nz

Gambling and gaming are conditions increasingly seen as public health concerns due to their 
impacts on mental health, relationships, finances, work, and social well-being. Because they 
do not involve ingestion of a substance, less attention has been paid to the physical health 
effects. By contrast, substance use disorders are known to affect a range of conditions in-
cluding cardiovascular and immune health. This systematic review examines predictors of 
physical health conditions among adults with gambling or gaming problems. Physical health 
conditions were defined as diseases, disorders or conditions that affect bodily systems and 
are included in Chapters 01 to 21 from the ICD-11 (e.g., nutritional and metabolic, endocrine, 
and sleep-wake disorders). Chapter 6, mental, behavioural or neurodevelopmental disorders 
were excluded. Searches were conducted in PsycInfo, MedLine, PubMed, and CINAHL, 
with additional reference list checks. Data analysis examined the nature and direction of the 
relationships. Recognising the presence of physical health conditions can help shape screen-
ing efforts for gambling and gaming problems and suggests more work is needed to equip 
medical professionals with knowledge and support on how to respond to gambling and gam-
ing problems.

Keywords: gambling, gaming, physical health conditions, ICD-11
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Experience with gambling-like activities in digital games among Czech 
adolescents
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Background: Digital games are an integral part of adolescents’ everyday lives. While gaming 
can offer a range of benefits, some game features may pose risks for children and adolescents, 
including gambling-like activities (GLAs).

Aim: This study aimed to examine the frequency of loot box purchases, adolescents’ ex-
periences with skin betting, and patterns of in-game microtransactions. It also examined the 
relationship between engagement in GLAs and disordered gaming. Method: GLAs were 
measured using the Risky Loot Box Index (RLI), the Reasons and Facilitators for Loot Box 
Engagement (RAFFLE), and additional self-formulated items. Problematic gaming was mea-
sured using the Gaming Disorder Test (GDT). The study was conducted with a sample of 300 
adolescents aged 11–15 in the Czech Republic. Results: This poster presents pilot data on 
adolescents’ involvement in GLAs. A higher incidence of GLAs and higher spending associ-
ated with GLAs are expected to significantly predict problematic digital gaming. Conclusion: 
Overall, the findings underscore the need for targeted prevention efforts and legislative or 
regulatory measures that address risky game features for children and adolescents.

Grant affiliation: This contribution has been produced with the support of the project Re-
DiKid: Resilient Kid in Digital World, reg. no. CZ.02.01.01/00/23_025/0008686, co-funded 
by the EU.

Keywords: gambling-like activities, loot boxes, skin betting, gaming disorder, gaming, prevention, 
adolescence
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Study protocol: Creation and validation of a momentary ecological 
assessment tool for video gamers

LAURA LAMBERT1, CÉLINE BONNAIRE1, MARIE GRALL-BRONNEC2,  
GAËLLE CHALLET2, JOËL BILLIEUX3

1Université Paris Cité, France
2CHU de Nantes, France
3Université de Lausanne, Suisse
E-mail: laura.lambert@u-paris.fr

Scientific Context: Video games are among the most popular recreational activities world-
wide. Their inclusion in the DSM-5 as a provisional condition and subsequent recognition as 
a disorder in the ICD-11 remain controversial, particularly concerning over-pathologisation 
and the stigmatisation of players. With the growing professionalisation of gaming (e.g., es-
ports, streaming), distinguishing between non-problematic and problematic gaming cannot 
rely solely on play duration, frequency, or diagnostic criteria. Experimental research ground-
ed in theoretical models highlights the significant influence of individual (e.g., gaming moti-
vations) and contextual factors (e.g., timing and environment) on gaming outcomes. In recent 
years, ecological momentary assessment (EMA) has emerged in psychology and psychiatry 
as an effective method for analysing such dynamic interactions, providing insights into the 
mechanisms underlying psychiatric disorders. However, despite existing methodological rec-
ommendations, no longitudinal study in gaming addiction has utilised validated EMA tools 
in ecological settings. Objectives: This 24-month study aims to develop, test, and validate an 
EMA application (GameLab) tailored to diverse gamer profiles (intensive, professional, and 
clinical populations). Methods: Population: Sixty participants will be recruited via special-
ised networks and two addiction clinics in Paris and Nantes and divided into three groups: 20 
intensive gamers, 20 professional gamers, and 20 patients with gaming addiction. Procedure: 
Phase 1: Develop the application through 1 qualitative interview, 3 cognitive interviews (to 
assess the relevance and understanding of the items) and 3 pre-tests of the EMA app in real 
conditions over seven days with 15 participants (5 per group). This will design the EMA 
survey (e.g., duration, questionnaire frequency) and formulate items based on standardised 
scales and personal experiences of the participants. Phase 2: Test the application with 45 par-
ticipants (15 per group) over 10–30 days, with 3–6 daily assessments collecting behavioural, 
psychological, and contextual data. Statistical analyses: Acceptance and compliance will be 
evaluated using non-parametric tests. Hierarchical linear and non-linear models will assess 
fatigue effects, time effects, and item variability. Factor analyses will examine the structure 
of EMA scales. Internal consistency (alpha and omega coefficients) and validity (correlations 
with standardised scales and HLM models) will be evaluated. Conclusion: GameLab will be 
the first validated tool for examining video gaming behaviours in ecological contexts. It will 
enable researchers and clinicians to better understand the dynamic factors underlying gaming 
behaviours and improve therapeutic strategies.

Keywords: ecological momentary assessment, psychometry, mixed method
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The relationship between future time perception and impulsivity in 
individuals with gaming disorder

HAIDI SHAN, CHUANNING HUANG, YUE WANG, ZIPAN WANG, NA ZHONG,  
MIN ZHAO

Shanghai Mental Health Center, Shanghai Jiao Tong University School of Medicine, Shanghai, China
E-mail: 15269199001@163.com

Background: Impaired control over gaming behavior is a core feature of gaming disorder, 
though its underlying mechanisms remain unclear. Abnormalities in time perception may 
lead impulsive individuals to overestimate the cost of waiting, resulting in a preference for 
immediate gratification. This study aimed to compare future time perception abilities be-
tween individuals with gaming disorder and non-problematic gamers, and to examine the in-
fluence of time perception on impulsivity. Methods: The study included 41 non-problematic 
gamers and 32 individuals with gaming disorder. Future time perception was measured using 
a line production task, in which participants subjectively estimated the length of seven future 
intervals (2 days to 2 years) by drawing lines. Impulsivity was assessed using a delay dis-
counting task, where participants made choices between a smaller immediate reward and a 
larger delayed reward (¥5,000) across the same seven delay intervals. Key measures included 
line length, absolute time estimation error, subjective value, and area under the curve (AUC). 
Results: The gaming disorder group perceived future intervals as longer, producing signifi-
cantly longer lines than the control group (t = -2.25, p = 0.029). They also exhibited greater 
impulsivity, with a smaller AUC (t = 2.09, p = 0.041) and lower subjective value (t = 2.13, 
p = 0.037). A significant negative correlation was found between time estimation accuracy 
and subjective value (r = -0.25, p = 0.034), indicating that more accurate time perception was 
associated with greater delay of gratification. Conclusion: Individuals with gaming disorder 
demonstrate prolonged future time perception and higher impulsivity. Time perception ac-
curacy may help explain their "myopic" decision-making, providing new evidence for under-
standing the cognitive mechanisms of behavioral addiction.

Keywords: gaming disorder, future time perception, delay discounting
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Effects and mechanism of high-intensity transcranial alternating 
current stimulation for social interaction and cravings in gaming 
disorder: A randomized controlled trial

CHUANNING HUANG1, ZIPAN WANG1, YUHHUI ZENG2, HAIDI SHAN1,  
MIN ZHAO1, NA ZHONG1

1Shanghai Mental Health Centre, Shanghai, China
2The Third Hospital of Zhuzhou, Hunan, China
E-mail: huangchuanning98@163.com

Background: Gaming disorder (GD) is characterized by impaired social function and height-
ened gaming cravings. Interpersonal brain synchronization (IBS) has been implicated in 
social interaction difficulties, but it remains unknown whether high-intensity transcranial 
alternating current stimulation (HI-tACS) can modulate these abnormalities in GD. This 
study examined the effects of gamma-frequency HI-tACS on gaming cravings and social 
interaction-related IBS in individuals with GD. Methods: In this randomized, double-blind, 
sham-controlled trial, 60 men with GD were recruited in Hunan, China. They were randomly 
assigned to an active HI-tACS group (n = 30; 15 dyads) or a sham group (n = 30; 15 dyads). 
Participants in the active group received 10 sessions of HI-tACS over 2 weeks, and those in 
the sham group received the sham intervention. Primary outcomes included gaming cravings 
and functional near-infrared spectroscopy-based IBS in competition and cooperation. The 
effects of the intervention were measured using linear mixed models. Results: For gaming 
cravings, linear mixed models revealed a significant Time*Group interaction effect (F (1, 
52.5) = 4.95, p = 0.03), with no significant post-hoc results. IBS in competition showed sig-
nificant interaction effects in the right temporoparietal junction (F (1, 50) = 10.56, p = 0.04) 
and in the left ventrolateral prefrontal cortex (F (1, 37) = 11.50, p = 0.03): after intervention, 
IBS decreased in the active group and increased in the sham group, respectively. Reduced 
IBS in the right temporoparietal junction was associated with the participants’ increased per-
ceived social support. Conclusions: The current study revealed the effects of HI-tACS on 
reducing competitive IBS in individuals with GD. These findings offered initial neurophysi-
ological evidence for further research aiming to evaluate the therapeutic efficacy and deeper 
mechanisms of tACS in alleviating GD severity and restoring social function.

Keywords: Gaming Disorder, hyperscanning, temporoparietal junction
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Modeling daily sleep–gaming processes in high-risk gamers:  
A dynamic structural equation approach combining wearable tracking 
and self-report data

YAN ZHAO, ZHAOYANG XIE, JIANG DU

Shanghai Mental Health Center, Shanghai Jiao Tong University School of Medicine, Shanghai, China
E-mail: moshuizi@sjtu.edu.cn

Objective: This study examined the dynamic associations between sleep and gaming duration 
among Chinese university students with high-risk gaming behaviors, and tested the mediat-
ing role of daily physical activity. Methods: 40 participants (92.5% for male; Mean age= 
18.43, SD = 1.30) who met criteria for high-risk gaming behavior completed a 28 day daily 
diary protocol. Using a combination of self report and wearable data, participants reported 
daily gaming duration and subjective sleep quality, while objective sleep duration and daily 
step counts were captured via Huawei wearable devices. Dynamic structural equation model-
ing was used to separate within person and between person variance and to estimate lagged 
day to day effects. Results: Better subjective sleep quality predicted longer gaming time on 
the following day, whereas objective sleep duration was not associated with next day gaming 
duration. Neither subjective sleep quality nor objective sleep duration predicted subsequent 
physical activity. In contrast, higher levels of objective physical activity were associated with 
shorter gaming duration. Daily gaming duration also showed strong temporal stability, with 
longer gaming on one day reliably predicting longer gaming on the following day. Conclu-
sions: These findings suggest that sleep quality, rather than sleep duration, is more relevant 
for understanding gaming behavior among high risk gamers. When designing sleep based 
interventions for this population, clinicians should consider individuals’ behavioral habits 
and may need to combine sleep focused strategies with guidance that promotes engagement 
in alternative activities such as physical exercise.

Keywords: physical activity, sleep, game duration, dynamic structural equation modeling, wearable 
devices
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Random reward mechanisms in loot boxes increase risk of excessive 
gaming

LEYAN ZHENG1, JINGMIN QIN2, ZHONGYU ZHANG3

1King's College London, United Kingdom
2University of Macau, Macau S.A.R. (China)
3Sichuan University, China
E-mail: leyan.zheng@kcl.ac.uk

Background: Loot boxes, in-game items obtained through purchasing or completing tasks, 
have drawn increasing attention due to their structural similarities to gambling and potential 
links to problematic gaming. Previous research suggests that random reward mechanisms 
accelerate loot box purchasing and researchers found that rare rewards would trigger greater 
arousal and urge to continue. Therefore, this study aimed to examine whether the presence 
of loot boxes increases gaming duration and transactions compared to direct purchase, and 
whether reward rarity further boosts these effects. Methods: This study employed a single-
factor between-subjects design to disentangle these effects. A total of 85 adult participants 
were randomly assigned to one of three conditions: (1) direct purchase with fixed prices,  
(2) standard loot boxes with uniform reward probability, and (3) loot boxes with tiered rarity 
including rare items. Participants completed a driving game task where they acquired collect-
ible items through their assigned mechanism, followed by validated measures of game addic-
tion, risky loot box use, and gambling cognitions. Results: Results showed that participants 
in both loot box conditions spent significantly more time playing (p < .001) and made more 
transactions (p < .001) compared to direct purchase. However, the presence of rare rewards 
did not significantly increase engagement beyond standard loot boxes (p = .14 for time,  
p = .26 for transactions). Conclusion: These findings suggest that the random reward mecha-
nism itself, rather than reward rarity, drives problematic engagement. Future research should 
explore the psychological processes underlying randomness-driven gaming behaviour.

Keywords: loot boxes, random reward mechanisms, rarity
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A flexible module-based cognitive behavioral therapy for gaming 
disorder: An ongoing randomized control trial

ANNIKA HOFSTEDT1,2, ANNA SÖDERPALM GORDH1,2

1Sahlgrenska university hospital, Sweden
2University of Gothenburg, Sahlgrenska Academy, Sweden
E-mail: annika.hofstedt@vgregion.se

Background: Knowledge about gaming disorder has increased in recent years. However, 
more research is needed regarding treatment options for gaming disorder. The most studied 
treatment option today is cognitive behavioral therapy (CBT). However, due to the low num-
ber of high-quality trials, the certainty in the evidence is low. Only a handful of previous stud-
ies are randomized controlled trials, further affecting the evidence level. Many previously 
studied treatments are also resource-intensive, making it difficult to implement in routine 
care. In addition, few treatment studies so far include adults. Therefore, we aim to evaluate 
a flexible manual-based CBT-program for gaming disorder in a randomized controlled trial, 
including both adults and adolescents. Methods: A total of 160 patients will be recruited. Par-
ticipants will be randomized to an intervention group receiving CBT treatment for approxi-
mately 12 weeks or to a waitlist control group. In an additional study, all participants will be 
followed up until 24 months after treatment. Inclusion started in August 2025 and is ongoing. 
Discussion: This trial will evaluate the effects of a flexible manualbased CBT-treatment for 
patients with gaming disorder, compared to no treatment. Increasing the knowledge of the 
effectiveness of CBT for gaming disorder will improve the ability to offer evidence-based 
care for this group of patients.

Keywords: gaming disorder (GD); adolescents; adults; cognitive behavioral therapy (CBT); rand-
omized controlled trial (RCT)
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Understanding Gaming Disorder in treatment-seeking individuals:  
A mixed-methods clinical investigation

MEGAN GALLAGHER, DARIA KUSS, FILIP NUYENS, CHLOE RYDING

Nottingham Trent University, United Kingdom
E-mail: N1244301@my.ntu.ac.uk

Gaming Disorder is recognised in the ICD-11 as a pattern of persistent gaming behaviour 
characterised by impaired control, increasing priority given to gaming, and continued use 
despite negative consequences. While research on GD is growing, most relies on sub-clinical, 
samples, meaning less is known about how it presents in individuals actively seeking treat-
ment. Clinical research is therefore essential, as findings from community samples may not 
fully translate to individuals experiencing significant impairment, while treatment-seeking 
samples allow for more objective examination of GD. This study addresses this gap by exam-
ining a clinical GD sample, integrating standardised assessment with patients’ own written 
reflections. Participants were 128 individuals referred to a rehabilitation facility in Amer-
ica for their GD. They were predominantly male (94.5%), with a mean age of 22.5 years  
(SD = 4.3; range 13-35). Surveys assessed patients’ gaming severity, depression, anxiety, 
stress, addiction co-morbidities (e.g., gambling), adverse childhood experiences, autistic 
traits, empathy, and technology usage. In addition, this study included 78 qualitative ‘impact 
letters’ written by patients as part of a therapeutic reflection exercise, which will be analysed 
using thematic analysis to explore how patients perceived the effects of GD on their own 
lives and those around them. Structural equation modelling will test a conceptual model in 
which psychological distress, adverse childhood experiences, autistic traits, empathy, co-
occurring addictive behaviours, and technology usage are positively associated with gaming 
severity. It is hypothesised that higher levels of distress and greater exposure to adversity 
will relate to increased GD severity. Thematic analysis is expected to identify themes relat-
ing to disruption to daily functioning, loss of control, escapism, and emotion management. 
Together, these findings aim to clarify the clinical profile and lived impact of GD, thereby 
informing assessment and treatment approaches.

Keywords: Gaming Disorder, clinical sample, mixed-methods
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Co-occurring mental health and substance use problems with gaming 
disorder: Findings from The International Gaming Study
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WIM VAN DEN BRINK2, PIM WIDDERSHOVEN2, MIN ZHAO3, NA ZHONG3,  
GARY CHUNG KAI CHAN1

1The Univrsity of Queensland, Australia
2Vrije Universiteit Amsterdam, the Netherlands
3Shanghai Jiao Tong University School of Medicine, Shanghai, China
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E-mail: j.leung1@uq.edu.au

Background: Gaming Disorder (GD) may co-occur with mental health problems and sub-
stance use, but evidence remain limited. We examined the association between GD risk and 
mental health, and substance use indicators in a multi-country sample of gamers. Methods: 
Data were from the International Gaming Study 2024, a cross-sectional online survey across 
Australia, China, Indonesia, Netherlands, USA of N=1524 adults (48.6% women; mean age 
34.8 years) who played video games. Gaming disorder was measured using the GADIT scale 
(16.3% scored >=5, classified as higher risk). Mental health indicators included depression 
(PHQ-2), anxiety (GAD-2), and ADHD (ASRS-5). Substance use indicators included daily 
or near daily use of alcohol, cannabis, prescription stimulants, other stimulants, benzodiaz-
epines, caffeine and nicotine products. Results: Compared with the no/low-risk GD group, 
those in the higher-risk GD group had significantly higher odds of depression (OR=4.44, 
95%CI [3.35-5.89]), anxiety (OR=3.33 [2.51-4.40]), and ADHD (OR=6.58 [4.89-8.87]). 
The higher-risk GD group had increased odds of substance use for alcohol (OR=3.19 [2.41-
4.22]), nicotine products (OR=3.25 [2.44-4.31]), cannabis (OR=4.47 [3.29-6.07]), benzodi-
azepines (OR=9.80 [6.99-13.74]), caffeine (OR=2.47 [1.83-3.34]), prescription stimulants 
(OR=6.55 [4.83-8.89]), and other stimulants (OR=7.64 [5.52-10.59]). Conclusions: In this 
multi-country sample of video gamers, individuals with higher GD risk had substantially 
higher odds of co-occurring mental health problems and substance use. These findings sup-
port routine screening for mental health and substance use among individuals at risk of GD 
and highlight the need for integrated prevention and intervention strategies addressing mul-
tiple risk behaviours.

Keywords: gaming disorder, mental health, substance use
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Beyond total gaming time: Evaluating the ‘Red Box, Green Box’ 
method from the International Gaming Study
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MIN ZHAO3, NA ZHONG3, JANNI LEUNG1, GARY CHUNG KAI CHAN1
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2Vrije Universiteit Amsterdam, the Netherlands
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Background: Total gaming time does not distinguish between gaming that is recreational 
and gaming that disrupts responsibilities. Using two gaming time values based on function 
known as the ‘Red Box, Green Box’ method may be a better indicator of gaming disorder 
(GD) risk. Red Box hours are time spent gaming instead of fulfilling responsibilities and 
Green Box hours is time spent gaming during free or leisure time. However, the ‘Red Box, 
Green Box’ method has not been evaluated with the Gaming Disorder Identification Test 
(GADIT). We examined the ‘Red Box, Green Box’ method for screening gaming disorder 
risk according to the GADIT scale. Methods: Data were from the International Gaming Study 
2024, a cross-sectional online survey across Australia, China, Indonesia, Netherlands, USA 
of N=1524 adults (48.6% women; mean age 34.8 years) who played video games. Gam-
ing disorder was measured using the GADIT scale (16.3% scored >=5, screened high risk 
GD). Gaming time was measured using conventional weekly total hours, Red Box hours 
and Green Box hours. Receiver operating characteristic (ROC) analyses were conducted to 
compare screening performance. Results: The analysis included 1481 from the total sample 
that answered the total weekly hours, Red Box and Green Box hours questions. People with 
high GD risk reported significantly higher Red Box hours (Mean=13.64, SD=16.49) than 
those with low GD risk (Mean=6.10, SD=11.46, p<.001). Red Box hours demonstrated su-
perior discriminant ability for GD risk (AUC=0.72, 95% CI [0.69-0.76]) compared to both 
Green Box hours (AUC=0.57 [0.53-0.61]) and weekly total hours (AUC=0.59 [0.54-0.63]). 
Conclusion: The Red Box hours measure demonstrated a moderate discriminant ability for 
identifying individuals at high risk of GD and outperformed both total gaming time and 
Green Box hours. These findings suggest that incorporating functional context into gaming 
behaviour research can be a useful tool, particularly screening for GD risk.

Keywords: gaming disorder, gaming time, red box green box
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The role of gambling-like video game features, offline leisure and help 
seeking behaviour in problematic gaming among Flemish adolescents: 
A three-wave annual longitudinal design
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2Ghent University, Belgium
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Background: Problematic gaming (PG) is increasingly linked to gambling-like features (Hing 
et al., 2023). While cross-sectional work robustly associates these features with PG, longitu-
dinal evidence remains scarce, limiting our understanding of symptom escalation (Montiel 
et al., 2022). Furthermore, the assumed protective role of offline leisure and the clinical 
pathways to support are poorly understood. Drawing on Zinberg’s (1984) agent–set–setting 
framework, we situate gambling-like game features as the agent, offline leisure resources as 
the setting, and adjust for set using available person-level characteristics (age, gender), while 
examining symptom trajectories and help-seeking over time. Method: We followed a Flem-
ish (northern part of Belgium) school cohort (N=1863; M age=14.0) over three annual waves 
using self-report survey questionnaires. Using the GADIS-A (Paschke et al., 2020), we per-
formed cross-lagged regressions to predict PG changes. Predictors included baseline engage-
ment with gambling-like features, microtransactions, offline hobby breadth, and perceived 
extracurricular competence, while controlling for baseline PG and demographics. Results: 
PG prevalence was low and transient (1.5%–1.9%). Addressing the longitudinal gap, we 
found that baseline engagement with gambling-like features significantly predicted symptom 
escalation after one year (β=.10, p < .05), even when controlling for general microtransaction 
spending. Strikingly, neither offline hobby participation nor perceived competence provided 
protective effects against symptom growth. Regarding help-seeking, a profound "recogni-
tion-action gap" emerged: 53.4% of adolescents knew help-seeking pathways, yet only 3.5% 
sought help. Crucially, baseline symptom severity failed to prospectively predict help-seek-
ing behavior. Conclusions: Our findings provide much-needed longitudinal evidence that 
gambling-adjacent design acts as a primary driver of short-term harm, while challenging 
the “displacement hypothesis” that simple hobby-promotion is protective. Prevention should 
pivot toward ecosystem-level design safeguards and proactive, adult-mediated screening to 
bridge the help-seeking gap.

Keywords: problematic gaming, gambling-like features, adolescence, help-seeking gap, offline hob-
bies
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Effectiveness of a “Change Diary” intervention in adolescents seeking 
treatment for gaming/smart phone use: A multicenter retrospective 
cohort study
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Background: This multicenter study aims to evaluate the added efficacy of the structured 
“Change Diary” as an adjunct tool within standardized Cognitive Behavioral Therapy (CBT) 
protocols on the addiction severity of adolescents (aged 15–17) seeking support for prob-
lematic gaming and smart phone use. Method: The research was conducted as a multicenter, 
quasi-experimental, retrospective cohort study with a non-randomized comparison group 
design. The study included 236 clients who applied for support and were monitored for 3 
months at Green Crescent Counseling Centers (YEDAM), where all psychologists are trained 
in CBT protocols. All psychologists also received specific training for the uniform applica-
tion of the “Change Diary.” Participants were divided into two groups: the intervention group 
(n = 56), who received 6 sessions integrating the “Change Diary” into their CBT, and the 
comparison group (n = 165), who received standard CBT without the diary. Data was ex-
tracted from the YEDAM digital recording system. Addiction severity was measured using 
the Addiction Profile Index – Internet Form (BAPINT) at baseline and at multiple follow-up 
intervals. Results: Intra-group Improvement: Significant clinical improvement was observed 
in both groups at the end of the 3-month period. BAPINT scores decreased by -1,53±1,90 
in the standard care group (p < 0,01) and by -1,75 ± 2,32 in the Change Diary group  
(p < 0,01). Inter-group Comparison: The group using the Change Diary demonstrated statisti-
cally significantly lower BAPINT scores at the 1st, 2nd, 3rd, and 4th follow-up points and at 
the 3-month final evaluation compared to those receiving standard support without the diary  
(p < 0,05). Conclusions: Findings from data, multicenter evaluation indicate that while spe-
cialized CBT-based counseling at YEDAM effectively reduces addiction scores, the structured 
integration of the “Change Diary” as a self-monitoring tool provides a significant incremental 
benefit to treatment outcomes. This suggests that adjunctive structured self-monitoring tools 
are valuable components in the clinical management of adolescent internet use disorder.

Keywords: adolescence, Turkish green crescent society, change diary, clinical intervention, gaming, 
smart phone
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Time perception in different contexts among healthy and problematic 
mobile gamers
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Background: Problematic use of mobile gaming has been linked to time distortions and may 
lead to tolerance and loss of control. However, it is uncertain to what extent time perception 
impairment and the relationship with multitasking differ when individuals with problematic 
mobile gaming (PMG) are compared with non-problematic mobile gamers (nPMG). Objec-
tive: This study aimed to examine differences in time perception between a control group 
and a group with problematic gaming across different contexts and interval lengths, and to 
investigate the effects of gaming conditions on time perception. Methods: A total of 124 
participants were recruited and divided into the nPMG and the PMG group using the Prob-
lematic Mobile Gaming Questionnaire (PMGQ). All participants were required to complete 
a standardized, computerized time-perception task. These stages were designed in the experi-
mental procedure as follows: 1) an initial time perception task under a non-gaming context  
(10 s and 180 s), followed by a 600-second mobile gaming task serving as the gaming-con-
text manipulation and the first long-interval estimation, and finally a second time perception 
task and long-interval estimation under a non-gaming context. Time perception was calcu-
lated as (subjective time − objective time) / objective time. Mixed-design repeated-measures  
ANOVAs were conducted to test the main and interaction effects of group, game phase, and to 
further compare time estimations between gaming and non-gaming contexts. Results: Over-
all, the PMG showed numerically lower (i.e., more negative, indicating greater underestima-
tion) time-perception ratios than the nPMG across all conditions (10s: −.044 vs .076; 180s: 
−.071 vs −.033; long interval: −.085 vs .016; gaming 600s: .043 vs .101) , although the over-
all group main effect was not significant [F(1,122) = 3.665, p = .058]. In addition, the results 
showed a significant main effect of context (gaming 600s vs non-gaming overall) [F(1,122) 
= 4.013, p = .047], while the group × context interaction was non-significant [(F(1,122) = 
2.007, p = .159)]. In addition, considering about the non-gaming context, a mixed-design 
repeated-measures ANOVA showed a significant main effect of group [F(1,122) = 5.518,  
p = .020], but not of time interval [F(1,122) = 0.923, p = .339] nor the group × interval 
interaction [F(1,122) = 0.036, p = .850]. Overall, a significant context effect was observed. 
Conclusion: In summary, the findings suggest that measuring time perception may help elu-
cidate how gamers become dependent and even addicted to gaming. In addition, the under-
estimation of long durations observed among problematic gamers may reflect differences in 
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attentional resource allocation and the subjective experience of time passing quickly, provid-
ing important clues for understanding difficulties in time control among individuals with 
behavioral addictions.

Keywords: problematic mobile gaming, time perception, gaming conditions
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Differential predictors of problematic gaming and problematic social 
media use in a nationally representative sample

RENATA GLAVAK TKALIĆ, BRUNO ŠKOVRLJ

Ivo Pilar Institute of Social Sciences, Croatia
E-mail: renata.glavak.tkalic@pilar.hr

Although problematic gaming (PG) and problematic social media use (PSMU) share similar 
behavioral and psychological characteristics, research suggests they may have distinct risk 
profiles. Understanding these differences can inform targeted prevention and intervention 
strategies. This study compared socio-demographic variables, weekday and weekend hours 
of gaming or social media use, and symptoms of anxiety and depression as predictors of PG 
or PSMU. The research was conducted on a nationally representative sample of Croatian res-
idents aged 15 to 64 (N=4,988). Separate analyses were conducted on subsamples of partici-
pants who reported playing videogames and on those who reported using social media in the 
past month. Data were collected through face-to-face surveys in private households. Gaming 
Disorder Test, Social Media Disorder Test, and Patient Health Questionnaire (PHQ-4) were 
used. Hierarchical linear regressions conducted separately for PG and PSMU showed that PG 
was significantly predicted by male sex, younger age, higher weekday and weekend gaming 
hours, and higher depressive symptoms, while anxiety was not a significant predictor. In 
contrast, PSMU was predicted by younger age, female sex, higher weekday and weekend 
social media use, as well as both depression and anxiety. Weekend use was the strongest pre-
dictor for both behaviors. Although both PG and PSMU are associated with usage intensity 
and depressive symptoms, they exhibit differential patterns regarding sex and anxiety. These 
findings suggest that prevention strategies should consider the unique psychological profiles 
associated with each behavior.

Keywords: problematic gaming, problematic social media use, anxiety, depression, general population
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Neurocognitive functioning in individuals with problematic internet use

CANSU TURHAN, ROSA GRÜTZMANN

Medical School Berlin, Germany
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Problematic Internet Use (PIU) comprises a range of maladaptive online behaviors, includ-
ing gaming, gambling, social networking, and streaming, which frequently co-occur in daily 
life. PIU is characterized by tolerance development, withdrawal symptoms, loss of control, 
and continued use despite negative consequences. At the neurocognitive level, these mal-
adaptive behavioral features are accompanied by dysfunctions in cognitive control, including 
inhibition and error processing, as well as in reward processing mechanisms. To date, these 
mechanisms have rarely been examined within an integrated framework. Accordingly, the 
present study investigates how neurocognitive mechanisms varies with the severity of inter-
net use and examines the association to internalizing and externalizing symptom dimensions. 
Participants with non-problematic, subclinical, and problematic internet use completed self-
report measures of internalizing (e.g., anxiety, depression, worry) and externalizing (e.g., 
impulsivity, sensation seeking) symptoms as well as experimental tasks, including a Flank-
er task assessing error processing (ERN), a Stop-Signal task assessing inhibitory control  
(N2, P3), and a Doors task assessing feedback-based reward processing (FRN). This allows 
for the examination of both categorical group differences and dimensional associations be-
tween PIU, neurocognitive processes and clinical symptom dimensions.

Keywords: problematic internet use, error processing, inhibition, reward processing



	 Poster presentations 

383	 ICBA2026 / August 24–26, 2026 / Istanbul, Türkiye

P–39

Adult age differences in problematic internet use:  
Profiles based on anxiety, depression, and life quality
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E-mail: evelina.palaityte-urbone@lsmu.lt

Background. Problematic Internet use (PIU) has been defined as an umbrella concept encom-
passing various problematic online activities, such as excessive gaming, gambling, online 
shopping, pornography viewing, social networking, and other online behaviors (Burkauskas 
et al., 2020; Fineberg et al., 2018). Internet use is generally considered problematic when 
excessive engagement leads to psychological, social, educational, and/or occupational dif-
ficulties (Brand et al., 2025). Age may influence vulnerability to PIU as well as its associated 
psychopathological outcomes, yet comparative evidence across the lifespan remains limited 
(Gecaite-Stonciene et al., 2021). The aim of this study was to examine PIU profiles based 
on anxiety, depression, and life quality across different age groups. Methods. In total, 800 
adults participated in a cross-sectional online survey and completed the 9-item Problem-
atic Internet Use Questionnaire, the Patient Health Questionnaire, the Generalized Anxiety 
Disorder Scale, the World Health Organization-Five Well-Being Index. Participants were 
categorized into three age groups: young adults (18–35 years), middle-aged adults (36–64 
years), and older adults (≥65 years). Results. Young adults showed significantly higher levels 
of PIU (η² = 0.073, p <0.001), depression (η² = 0.093, p <0.001), and anxiety (η² = 0.091, 
p <0.001), and lower psychological well-being (η² = 0.032, p <0.001) compared to the two 
older age groups. Significant positive correlations were also observed between PIU and dis-
tress symptoms, with the strongest associations observed among young adults (depression  
ρ = 0.487, p<0.001; anxiety ρ = 0.457, p <0.001), followed by middle-aged adults (depres-
sion ρ = 0.449, p<0.001; anxiety ρ = 0.374, p <0.001). Conclusions. Young adults exhibited 
the highest risk of PIU and the greatest burden of anxiety, depression, and reduced psy-
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chological well-being. Associations between PIU and distress symptoms weaken with age. 
These findings highlight age-related differences and vulnerability to PIU. Prevention and 
intervention strategies for PIU management should be age-tailored.

Keywords: Problematic internet use, depression, anxiety
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Parental psychoeducation for managing problematic internet use in 
adolescents: Clinical experience from PRO-AMITI - IPq-HCFMUSP
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RODRIGO MENEZES MACHADO, HERMANO TAVARES

Behavioral Addiction and Impulse Control Disorder program, Institute of Psychiatry – University of 
São Paulo, Brazil
E-mail: rodrigomenezesmachado@gmail.com

Background: Problematic Internet Use (PIU) among adolescents is associated with im-
pairments in cognitive and socioemotional development. In response to this challenge, the 
parental care service of PRO-AMITI/IPq-HCFMUSP has structured an evidence-based in-
tervention focused on parental empowerment for mediating technological use and reorga-
nizing family dynamics. Parental psychoeducation is a central component of this proposal, 
grounded in neuropsychological principles including executive functions, self-regulation, 
and environmental management. Method: This study describes the structure and function-
ing of the psychoeducation and support service for parents of adolescents with excessive 
use of digital games and social media. The intervention is based on theoretical models that 
position caregivers as central to modulating impulsive behaviors, considering the impact of 
the family environment. The program comprises 15 sessions organized in thematic modules 
addressing impulsivity, inhibition, routine, attachment, and digital literacy. Participants are 
guided to reflect on communication patterns, rules, boundaries, and strategies to promote 
autonomy in adolescents. Results: Clinical experience accumulated by PRO-AMITI demon-
strates the effectiveness of parental psychoeducation as an intervention strategy in PIU con-
texts. The intervention program contributes to reducing risks associated with dysfunctional 
technology use and promotes significant changes in the family environment. Participants 
report increased confidence in managing digital conflicts and strengthened family relation-
ships. Conclusions: Parental psychoeducation is an evidence-based and clinically effective 
approach for addressing adolescent PIU. The PRO-AMITI program strengthens the support 
network for adolescents and generates positive impacts on family dynamics and adolescent 
mental health. Ongoing clinical experience supports the need for scaling and disseminating 
parental intervention programs in digital health contexts.

Keywords: psychoeducation, problematic internet use, family intervention
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Structured group intervention for problematic internet use behaviors  
in a public academic setting: Integrated outpatient program for impulse 
disorders (Pro Amiti IPqHCFMUSP)
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Paulo, Brazil
E-mail: nathaliadmachado@gmail.com

Introduction: Problematic internet use behaviors represent an emerging public mental health 
concern, associated with functional impairment, emotional dysregulation, and psychosocial 
difficulties. These behaviors frequently co-occur with attention-deficit/hyperactivity disor-
der (ADHD), mood and anxiety disorders, and personality traits related to impulsivity and 
compulsivity. Despite increasing clinical recognition, treatment engagement and long-term 
adherence remain significant challenges. Methods: This poster presents the structure, clini-
cal rationale, and implementation of the Pro-Amiti Adult Program for Problematic Internet 
Use, developed and implemented since 2017 at the Institute of Psychiatry of the Faculty of 
Medicine, University of São Paulo (IPq–FMUSP), a public academic and clinical institu-
tion. The program targets maladaptive and addictive patterns related to problematic use of 
digital technologies, including online platforms, social media, and gaming-related behav-
iors, through a structured group-based outpatient intervention. The intervention comprises 
15 weekly group sessions of approximately 90 minutes, facilitated by trained psychologists. 
Core components include psychoeducation on mechanisms of problematic internet use, mo-
tivational interviewing strategies, behavioral self-monitoring of online activities, emotional 
regulation skills, mindfulness-based practices, self-compassion exercises, values clarifica-
tion, and relapse prevention planning. Standardized psychometric instruments are admin-
istered at multiple assessment points to monitor symptom severity, functional impairment, 
and therapeutic progress. Results: Group processes are central to the intervention, fostering 
normalization of experiences, reduction of social isolation, and development of adaptive cop-
ing strategies. Behavioral change is supported through structured homework, planned digital 
detox experiences, and individualized relapse prevention plans, with follow-up assessments 
to evaluate maintenance of treatment gains. Conclusion: Pro-Amiti represents a scalable, 
publicly accessible, and clinically grounded intervention model for problematic internet use 
behaviors within an academic mental health service. The program contributes to the develop-
ment of structured, evidence-informed treatment.

Keywords: problematic internet use, behavioral addictions, group intervention
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Perceived parenting styles and internet addiction:  
Exploring the mediating role of cognitive flexibility
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Internet addiction among young adults is widely being acknowledged as a major behavioral 
health concern, which is characterized by impaired regulatory control, and functional im-
pairment across social, academic and emotional domains. With digital engagement being 
a central anchor in developmental contexts, identifying the psychosocial mechanisms that 
contribute to problematic internet use among youth has gained increasing research relevance 
(Griffiths, 2005; Brand et al., 2019). Amid multiple contextual determinants including envi-
ronmental factors, family dynamics etc, particularly perceived parenting styles have consis-
tent implication as a key contributor in the young adult behavioral and emotional outcomes. 
Authoritative parenting style or the parenting style consisting of warmth and responsiveness 
function as a protective factor while Authoritarian parenting characterized by overcontrol 
and disengagement may heighten vulnerability to maladaptive coping behaviors such as in-
ternet usage in excess (Baumrind, 1967, 1991; Maccoby & Martin, 1983).

Despite increasing research evidence shedding light on the linkage between parenting 
style and internet addiction mediating psychological mechanisms require further empirical 
exploration. Cognitive flexibility refers to an individual's ability to update strategies, shift 
perspectives and respond with adaptive behavioral outcomes may represent a critical inter-
mediary variable. Young adults raised in autonomy promoting and supportive environment 
possess better executive functions which includes enhanced Cognitive Flexibility. On the 
other hand, young adults raised in authoritarian parental environments may limit the cogni-
tive flexibility of the individual (Diamond, 2013; Miyake et al., 2000). The study adopts a 
cross-sectional quantitative research design to explore this intermediary process. The sample 
consist of young adults aged between 18-25 years old for the study drawn from varying 
socio-economic and educational settings. To assess Perceived parenting style, internet addic-
tion and cognitive flexibility standardized psychometric instruments are used. To character-
ize the sample and study variables descriptive statistics was used while Pearson correlation 
was used to examine bivariate associations. Mediation Analysis was done using regression-
based mediation framework. Moderate levels of internet addiction were revealed in the sam-
ple through Descriptive statistics with variability across parenting dimensions. Correlational 
analysis demonstrated that Authoritarian parenting led to higher levels of internet addiction 
and lower levels of Cognitive Flexibility, and authoritative parenting led to lower levels 
of internet addiction and higher levels of Cognitive Flexibility. The partial mediation sug-
gested that parenting styles had both direct and indirect effects on internet addiction levels. 
The study offers string evidence suggesting cognitive flexibility to be a pivotal intermediary 
connecting parenting style and internet addiction severity among young adults. The results 
also imply interventions aimed at improving cognitive flexibility and encouraging adaptive 
parenting can decrease the risk of internet addition.

Keywords: perceived parenting styles, internet addiction, cognitive flexibility, young adulthood, me-
diation
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A systematic review

ANDRZEJ CUDO1, MAŁGORZATA SOBOL2, NATALIA SKORUPA2

1The John Paul II Catholic University of Lublin, Poland
2University of Warsaw, Poland
E-mail: andrew.cudo@gmail.com

Background: Previous studies have demonstrated associations between behavioural addic-
tions and somatic problems, including various types of headaches. However, findings in this 
area are inconsistent and do not allow for clear conclusions. Consequently, there is a need to 
systematise the existing knowledge and assess the strength of the associations between behav-
ioural addictions and headaches. Accordingly, the present study aimed to collect and organise 
previous research on behavioural addictions in relation to the type, frequency, and severity of 
headaches, as well as headache-related disability. Method: The databases PubMed, PsycInfo, 
Scopus, and Web of Science were searched using predefined keywords to identify relevant 
studies published in peer-reviewed journals. The database search focused on the following 
behavioural addictions: internet addiction, gaming disorder, gambling disorder, social media 
addiction, work addiction, and sex addiction. Data selection and extraction were conducted 
in accordance with PRISMA guidelines. Results: The findings indicate mixed results regard-
ing the relationship between behavioural addiction and headaches. Some studies show a posi-
tive correlation between the intensity of headaches and the severity of addiction symptoms 
associated with gambling disorder, internet addiction, smartphone addiction, social media 
addiction, work addiction, and sex addiction. Approximately half of individuals with a gam-
bling disorder experience chronic headaches. However, there are also studies suggesting that 
behavioural addictions are associated with lower headache severity. Conclusions: The re-
sults point to interesting and inconclusive relationships between behavioural addictions and 
headaches. Future research should pay close attention to different types of headaches, ensure 
reliable headache diagnosis, and examine the associations between the severity of addiction, 
coping strategies, and headaches. In interpreting research findings, it is very important to dis-
tinguish between tension-type headaches, migraines, and cluster headaches, as each of these 
types of pain is associated with different underlying mechanisms and triggers. Further studies 
should place greater emphasis on the mechanisms linking behavioural addictions and head-
aches. Randomised controlled trials examining the impact of headaches on addiction severity 
and coping strategies would also be highly valuable. Funding: The study was supported by 
the grant 2023/49/B/HS6/03227, Opus 25 from the National Science Centre (Poland).
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problematic internet use via ChatGPT
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Background: Problematic Internet Use (PIU) is a growing concern among young people, 
affecting daily functioning, social relationships, and well-being. Concurrently, digital inno-
vations such as generative AI tools like ChatGPT are increasingly integrated into everyday 
life, enabling interventions that combine the scalability and cost-efficiency of online pro-
grams with the interactivity of face-to-face approaches. We therefore developed PROTEC-
Tai, a ChatGPT adaptation of the evidence-based CBT program PROTECT, and evaluated its 
feasibility and preliminary efficacy in reducing PIU among youth. Method: Seventy-seven 
university students with elevated PIU (Compulsive Internet Use Scale (CIUS) sum score  
≥ 24) were randomly assigned to the intervention group (n = 39) or an assessment-only control 
group (n = 38). Participants in the intervention group completed three structured AI-guided 
chat coaching sessions over three weeks. Before each session, ChatGPT-4o (OpenAI, 2025) 
was calibrated using predefined prompts specifying session structure, therapeutic procedures, 
and coaching behavior. Outcomes were assessed at baseline, post-intervention, and 12-week 
follow-up. Results: Both groups showed decreased CIUS scores post-intervention, with larg-
er reductions in the intervention group that persisted at 12-week follow-up. Mixed models 
for repeated measures indicated a post-intervention trend for a group × time interaction, not 
observed at follow-up. Effect size estimates suggested a small benefit of the intervention over 
the control group. Conclusion: This pilot study provides preliminary evidence that PROTEC-
Tai, a ChatGPT adaptation of the evidence-based CBT program PROTECT, is feasible and 
may lead to short-term reductions in PIU among young people. Larger trials are required to 
confirm efficacy, investigate underlying mechanisms, and examine long-term outcomes.

Keywords: problematic internet use, AI-based intervention, young people
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When machines become attachment figures: Development of a bilingual 
(Turkish–English) scale of emotional attachment and dependency in 
conversational AI use
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Background and aims: Generative AI and conversational agents are increasingly experienced 
not only as productivity tools but also as emotionally responsive companions. Users often 
report perceived closeness, intimacy, and relationship meaning in everyday interactions with 
AI. Accumulating evidence suggests that anthropomorphism and emotional bonding may 
heighten vulnerability to problematic use patterns, including compulsive engagement and 
difficulty disengaging. Despite this, behavioral addiction research lacks validated instruments 
that jointly assess relational attachment dynamics and dependency-like patterns specific to AI 
use. This study aims to develop and validate the Emotional Attachment and AI Dependency 
Scale (EAADS), a bilingual (Turkish–English) self-report measure designed to operation-
alize attachment-related processes alongside dependency-like engagement within a single 
psychometric framework. Methods: The study follows a three-phase scale development pro-
tocol. (1) A comprehensive item pool was generated by integrating human–AI relationship 
scholarship with behavioral addiction models, covering emotional closeness, idealization, 
perceived reciprocity, separation difficulty, and compulsive engagement. (2) Content validity 
is assessed through expert review of item relevance and clarity, complemented by cogni-
tive interviews to evaluate comprehension and cultural appropriateness, followed by item 
refinement and pilot testing. (3) In the psychometric validation phase, the target population 
is university students in Türkiye. Factor structure will be examined using Exploratory Factor 
Analysis (EFA) and Confirmatory Factor Analysis (CFA). Internal consistency will be evalu-
ated using Cronbach’s alpha and McDonald’s omega coefficients. Construct validity will be 
tested via associations with attachment anxiety, anthropomorphic tendencies, loneliness, and 
problematic internet use. Results/Expected outcomes: Analyses are expected to support a 
robust factor structure reflecting core dimensions of emotional attachment and dependency-
like use, such as emotional closeness, idealization, perceived reciprocity, separation diffi-
culty, and compulsive engagement. The EAADS is expected to demonstrate strong reliability 
and validity evidence and to function as a usable bilingual instrument. Conclusions: The 
EAADS aims to provide a culturally grounded and psychometrically sound tool to quantify 
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the intersection of emotional attachment to AI and dependency-like engagement patterns. By 
enabling systematic assessment of emerging relational and behavioral risks in conversational 
AI use, the scale can support empirical research and prevention-oriented efforts.

Keywords: emotional attachment, AI dependency, conversational AI, anthropomorphism, scale devel-
opment
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use, and cyberbullying: A symptom-level network study of Hungarian 
adults
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Background: Several studies suggest that problematic engagement with online activities and 
involvement in cyberbullying co-occur, but it is unclear whether the way these phenomena are 
interrelated has changed in recent years. This study compared the pattern of associations be-
tween indicators of problematic internet use (PIU) and problematic social media use (PSMU) 
and self-reported cyberbullying victimization and perpetration four years apart, before and 
after the COVID-19 pandemic. Using a symptom-level network approach, we modelled how 
individual indicators of problematic use and bullying involvement were connected within 
each sample. Method: Data were drawn from two cross-sectional, nationally representative 
samples of the Hungarian general population aged 18–64 years. Two cross-sectional samples 
were collected four years apart with computer-assisted personal interviewing (CAPI): one 
before the COVID-19 outbreak (2019: N = 1,691; 849 males) and one after (2023: N = 
2,000; 1,010 males). Results and conclusion: The prevalence of cyberbullying and victimiza-
tion increased in the Hungarian population during this time. At both time points, bullying 
victimization and perpetration were closely intertwined with PIU and PSMU indicators. In 
the earlier assessment, bullying involvement appeared to be more strongly linked to experi-
ences reflecting acute distress and immediate negative consequences of online use. In the 
later assessment, the pattern shifted toward stronger connections with indicators of ongoing 
preoccupation with online activities, difficulties in limiting use, and tensions around online 
behavior in everyday life. Overall, the findings suggest that while bullying involvement re-
mains embedded in problematic online behavior, the specific aspects of problematic use most 
closely tied to bullying may have changed over time, underscoring the need to consider the 
evolving digital context when examining these links.

Keywords: cyberbullying
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Perceptual curiosity and decision-making in social media contexts:  
A behavioral study using Instagram and TikTok content
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ANTONI RODRÍGUEZ-FORNELLS2,3,4, XIM CERDA-COMPANY3,5,6,  
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2Dep. of Cognition, Development and Educational Psychology, University of Barcelona, Spain
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4Institució Catalana de Recerca i Estudis Avançats, Barcelona, Spain
5�Bridging Research in AI and Neuroscience (BRAIN), Computer Vision Center, Spain
6Computer Science Dept., Universitat Autonoma de Barcelona, Spain
E-mail: helena.jemiolo@udg.edu

Social media is now central to daily life, but concerns about its addictive nature make under-
standing what drives engagement increasingly important. One key motivator for engaging 
with digital content is curiosity, which drives people to seek new information and reward-
ing experiences. However, how curiosity toward social media content interacts with other 
motivational factors, such as external reinforcers and punishments, remains poorly under-
stood. The present study investigated how social media video content, specifically from In-
stagram and TikTok, influences perceptual curiosity and how curiosity competes with other 
motivational factors when rewarding information is expected. Forty participants completed 
a decision-making task in which they viewed 50 short video previews, rated their curiosity, 
and decided whether to access the full video at a cost or skip it. Depending on condition, the 
cost involved either spending limited tokens or waiting an unknown delay. Participants were 
randomly assigned to either a token condition (n = 20; 8 females; mean age = 26.1 ± 4.26 
years) or a waiting-time condition (n = 20; 9 females; mean age = 25.5 ± 4.01 years). They 
also completed self-report measures of curiosity, social media use, emotional well-being, 
reward and punishment sensitivity, and impulsivity. Results showed that higher curiosity 
increased the likelihood of investing resources to access content, confirming that curiosity 
strongly motivates engagement. Sensitivity to punishment reduced this effect, suggesting 
that fear of negative outcomes can partially override curiosity. Other factors, including gen-
eral social media use, emotional well-being, reward sensitivity, and impulsivity, were not 
significantly linked to resource spending. Overall, these findings highlight the complex role 
of curiosity in social media use and its relevance in shaping digital behavior. Moreover, indi-
vidual differences in how curiosity is experienced and regulated may help to partially explain 
vulnerability to developing compulsive or potentially addictive patterns of social media use.

Keywords: curiosity, social media use, decision making, motivational factors, social media addiction
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On loneliness and addictive social media use considering also specific 
platforms

CHRISTOPHER KANNEN1, CHRISTIAN MONTAG2,3,4
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3�Department of Computer and Information Science, Faculty of Science and Technology, University of 
Macau, Macau SAR, China

4Department of Psychology, Faculty of Social Sciences, University of Macau, Macau SAR, China
E-mail: christopher.kannen@uni-ulm.de

Loneliness has repeatedly been linked to maladaptive patterns of social media use, yet evi-
dence on how these associations manifest across different indicators of addictive behavior 
and platform-specific usage must be better understood. The present self-report study exam-
ined the relationships between loneliness and (addictive) social media use in a non-clinical 
sample of N = 332 participants (148 males, 184 females). Results indicated a positive associ-
ation between loneliness and addictive social media use tendencies (r = .225, p < .001), which 
is consistent with a previous meta-analytic finding (Huang, 2020). Extending prior research, 
the present study further examined platform-specific associations by analyzing average daily 
usage durations across several social media platforms by also considering male and female 
subgroups. Overall, the findings suggest that loneliness is associated with addictive social 
media use in general, while also highlighting that platform-specific usage patterns provide 
important complementary insights into this relationship.

Keywords: social media addiction, loneliness
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The mediating role of emotion regulation difficulties in the relationship 
between depression, anxiety, and problematic social media use among 
university students

ERCAN AKIN1, JON ELHAI2
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2University of Toledo
E-mail: ercnakn@gmail.com ercnakn@gmail.com

Background: This study aims to test, using structural equation modeling, the extent to which 
depression and anxiety predict PSMU through emotion regulation difficulties. Method: Data 
were collected in October 2023 at the University of Toledo through the PsychData web sur-
vey platform. The study included 339 university students (223 male, 115 female). Bergen 
Social Media Addiction Scale (BSNAS), The Depression, Anxiety and Stress Scale (DASS-
21) and Difficulties in Emotion Regulation Scale (DERS) were used for data collection. The 
awareness subscale of DERS was excluded from the model due to low factor loadings and 
correlations, and the remaining five subscale scores were used as observed indicators. The 
mediation model was tested in Mplus 8.3 using the WLSMV estimation method, controlling 
gender as a covariate. Results: Structural equation modeling showed acceptable fit values 
(CFI = .953, TLI = .948, RMSEA = .050 [.043–.056], SRMR = .084). Depression was found 
to be a robust predictor of emotion regulation difficulties (β = .722, p < .001). The predic-
tive effect of anxiety was also found to be significant but weak (β = .151, p = .040). Emotion 
regulation difficulties significantly predicted PSMU (β = .516, p < .001). Mediation analyses 
supported a significant indirect effect of depression on PSMU through DERS (β = .373,  
p < .001). The indirect effect of anxiety was found to be slightly significant (β = .078,  
p = .049). Gender effect was not significant (p > .05). Depression and anxiety explained 
69.5% of the DERS variance and the model explained 26.7% of the PSMU variance. Con-
clusion: The findings suggest that emotion regulation difficulties are an important mediating 
variable in the relationship between depression and anxiety and PSMU. In particular, the 
robust predictive effect of depression on DERS suggests that depressive symptoms signifi-
cantly weaken emotion regulation skills, which in turn leads to PSMU.

Keywords: depression, anxiety, problematic social media use, emotion regulation
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Autonomy, competence, and relatedness need satisfaction as protective 
factors against adolescent social media addiction

RUIMEI SUN1,2, WANXIN YIN1,2, JUNLIN WANG1,2, ZIXUAN LUO1,2, TULAN SUN3, 
HIO CHI ZHU4, YANJIA LI1,2, SIYUAN HUANG1,2, YAOQING DAI1,2

1School of Health Humanities, Hubei University of Chinese Medicine, Wuhan, China
2Hubei Shizhen Laboratory, Wuhan, China
3Linxian No.2 Middle School, Lvliang, China
4Faculty of Education, University of Macau, Macao, China
E-mail: ruimeisun0306@hbucm.edu.cn

The pervasive use of social media among adolescents has raised significant public health 
concerns regarding addiction. Grounded in Self-Determination Theory, the satisfaction of 
three basic psychological needs, i.e., autonomy, competence, and relatedness, is fundamental 
to healthy development and may serve as key protective factors against maladaptive behav-
iors. This study aimed to investigate the protective roles of adolescents’ satisfaction of au-
tonomy, competence, and relatedness needs against social media addiction. A cross-sectional 
survey was administered to 330 adolescents (52.40% male; Mage = 12.51, SD = 1.59, age 
ranged from 10 to 16 years). Hierarchical multiple regression analyses were performed after 
controlling for gender and age. Bivariate correlations revealed that all the three needs sat-
isfaction were significantly and negatively correlated with social media addiction (r = -0.16 
to -0.21, p < 0.001-0.01). When entered separately into regression models after controlling 
for demographics, all the three predictors were significantly and negatively associated with 
social media addiction (β = -0.14 to -0.19, p < 0.001-0.05). However, when all three need 
satisfactions were entered simultaneously into the regression model, only autonomy need 
satisfaction remained a significant negative predictor (β = -0.13, p < 0.05). The findings 
support Self-Determination Theory by indicating that the satisfaction of basic psychologi-
cal needs, particularly autonomy, is associated with lower levels of social media addiction. 
Interventions aimed at reducing adolescent social media addiction should prioritize fostering 
environments and skills that enhance youths’ sense of autonomy.

Keywords: social media addiction, self-determination theory, autonomy
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East Asian sexually-oriented fandom addiction among Russian females

TATIANA KRYUKOVA, TATIANA GUSHCHINA

Moscow Institute of Psychoanalysis, Russian Federation 
E-mail: tatdudar06@mail.ru

Background and aims: The Asian culture of BL (boys’ love) fans has a large female base all 
over the world (Demetrovics, McLelland, Liu, Prasannam), including Russia. The previously 
Japanese genre appears in anime, manga, video games, textual and visual pieces created by 
fans. The fandom described refers to a subculture as a community united by its norms and 
values, but also thereby isolated from society as a whole (Riesman et al.). Its members be-
long to a minority who share similar values and interests. Thus, we define the membership 
of a given category of individuals in a single subculture based on the presence of common 
interests specific to the majority of members; the tendency to unite in communities to dis-
tribute, discuss, and recreate content related to their area of interest; the “isolation” of this 
group, revealing the subject of their interest only among like-minded individuals. The pilot 
study shows markers indicating both fan members` addictive and coping behavior. Method: 
The sample is 512 members of online communities dedicated to BL topics who answered 
13 closed-type online questions (Liu, 2020) for 10-12 minutes. 98% of respondents were 
women, 2% men. Their average age is 27 yrs old (SD=2.8). Results: the majority of respon-
dents (90.2%) have been in the fandom for more than 3 years, while every year expanding the 
list of forms of consumed BL content and increasing the time spent on consumption. More 
than half of women indicated that the main reason for their interest in BL was demonstrated 
“pure love”, which provides escaping from harsh reality and manifested kind of legalization 
of their sexual desires. Voyeuristic enjoyment of sex scenes is among the chief motives for 
BL consumption, letting indirectly enjoy sexual contact without unpleasant consequences 
and experiences. Distancing from the unsatisfactory reality based on traditional gender roles 
and an associated social expectation was also of great importance for female fans. They 
stressed that BL characters had equal rights in relationships and did not demand that each 
other fulfill a specific role. Other Motives mentioned were: satisfying the internal need for 
monogamy, partner fidelity, and “eternal” love. More than 70% of users visit thematic groups 
at least once an hour to check for updates; half of women are ready to postpone sleep wait-
ing for the release of the translation of new BL series to see it sooner. Limitations: qualita-
tive analyses must have been more intensively used to investigate the hidden respondents` 
feelings. Conclusion: following BL fan culture is a coping – strategy (distraction), getting 
rid of an oppressive gender role, insecurity of romantic and sexual relationships; and at the 
same time it may be and is an addiction. Part of fandom shows signs of behavioral addiction 
through craving for frequent consumption of BL content, constant checking of information, 
withdrawal syndrome.

Keywords: Eastern culture fans, coping, distraction, addiction
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The relationship between work addiction, problematic social media use, 
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Background: Work addiction (WA) and problematic social media use (PSMU) are widely 
studied phenomena that share several core features. Technological advances may amplify the 
relationship between them particularly in organisational environments where constant avail-
ability is expected. However, the relationship between them, especially in the context of per-
sonality organisation (PO), has not yet been thoroughly examined. Investigating this relation-
ship may provide valuable insights into the nature of informal behavioral addictions within 
the broader spectrum of mental disorders. Therefore, our aim was to examine the relationship 
between WA, PSMU and PO. Method: The study was conducted on a representative sample 
of young adults (aged 18-34) residing in Budapest, questioned using a mixed-method inter-
viewing technique. The final sample size was N = 3,026 (50.7% females, M_age = 28 years). 
Measures included the Bergen Work Addiction Scale, the Bergen Social Media Addiction 
Scale, and the short version of the Inventory of Personality Organization. Linear regression 
analysis and mediation analyses were conducted. Results: Linear regression analysis showed 
that WA significantly predicted PSMU (B = 0.24), and the model demonstrated good fit. In 
the mediation model, PO significantly predicted WA (B = 0.44), which in turn significantly 
predicted PSMU (B = 0.24). The full model explained 28% of the variance in PSMU (R² = 
0.28). The indirect effect was significant (B = 0.10), and the direct effect remained significant 
(B = 0.37), indicating partial mediation. Conclusion: Results showed significant relationships 
between PO, WA and PSMU, with WA mediating the PO-PSMU relationship. This suggests 
similar underlying mechanisms between these behavioural addictions and that PO predispos-
ing individuals to WA may also contribute to PSMU. Results indicate that personality deficits 
may underlie both conditions. Further research should explore additional associations and 
establish causality. These findings underscore the importance of early personality assessment 
and targeted interventions to prevent problematic digital and work-related behaviours.

Keywords: work addiction, problematic social media use, personality organization
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Early childhood excessive screen time and later mental health 
outcomes: Evidence from a nationwide longitudinal cohort
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Introduction With the rapid proliferation of digital media use among children, concerns have 
grown regarding the potential harms of excessive exposure during early childhood. This 
study aimed to investigate the association between excessive screen use and the subsequent 
risk of mental disorders. Methods Using data from the Korean National Health Insurance 
Service, we identified 935,910 children born between 2013 and 2017. Excessive screen use 
was defined as more than 2 hours of daily screen time at age 3, assessed through a parent-
reported questionnaire. The primary outcome was any physician-diagnosed mental disor-
der (ICD-10 codes F00–F99), ascertained from insurance claims records. We employed Cox 
proportional hazards models to estimate hazard ratios (HRs) and 95% confidence intervals 
(CIs), using the PHREG procedure in SAS 9.4, with adjustment for potential confounders. 
Results Among the 935,910 participants, 300,087 children (32.1%) were classified as exces-
sive- user group at age 3. The incidence rate of mental disorders was higher in the excessive-
use group (105.9 per 10,000 person-years) compared with the normal-use group (92.6 per 
10,000 person-years). After adjustment for potential confounders, excessive screen use was 
associated with an elevated risk of developing mental disorders (adjusted HR, 1.11; 95% CI, 
1.08–1.13). Conclusions Excessive screen use during early childhood was associated with a 
modest but significant increase in the risk of subsequent mental health problems at the popu-
lation level. These findings underscore the importance of adhering to recommended screen 
time guidelines and limiting excessive exposure during early developmental periods. Early 
mental health monitoring and proactive assessment of children with high screen exposure 
may be warranted as they enter school age. Acknowledgement: This research was supported 
by a grant of the R&D project, funded by the National Center for Mental Health (grant num-
ber: MHER25B01)
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Longitudinal patterns of children’s digital media use identified by joint 
latent profile analysis
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Background: Children’s screen time has increased substantially over the past decade, with the 
COVID-19 pandemic serving as a major catalyst for accelerated digital device use. The rapid 
expansion of digital learning platforms, social connectivity through screens, and entertain-
ment media has fundamentally altered children's daily routines and developmental environ-
ments. Understanding heterogeneous developmental trajectories of screen use and their pre-
dictors is critical for recognizing at-risk populations and developing targeted interventions. 
Despite growing concerns about excessive screen exposure and its potential developmental 
consequences, limited longitudinal research has examined how screen time patterns evolve 
over extended periods or how different subgroups of children follow distinct trajectories. 
The identification of such trajectories and their sociodemographic and behavioral predic-
tors can inform more nuanced public health approaches that move beyond universal recom-
mendations toward personalized prevention strategies. Methods: We analyzed data from a 
prospective South Korean cohort comprising 313 school-aged children followed annually 
over six years (2018–2023). This study period uniquely captured both pre-pandemic baseline 
patterns and pandemic-era changes in screen use behaviors. Caregivers reported children's 
weekday and weekend screen time across three primary device types: smartphones, tablets, 
and personal computers. We employed joint latent class profile analysis (JLCPA) to identify 
longitudinal screen-time profiles, allowing for the detection of heterogeneous trajectories 
rather than assuming uniform developmental patterns. Multinomial logistic regression was 
used to examine predictors of trajectory membership, including child gender, age, parental 
education levels, household income, and Child Behavior Checklist (CBCL) scores measur-
ing internalizing and externalizing behavioral problems. Results: We identified four distinct 
screen-time trajectories characterized by different baseline levels and rates of change: Low-
risk (27.2%), Mid-risk (38.4%), Risk-increasing (15.3%), and High-risk (19.1%). Screen 
time increased across all devices throughout the study period, with smartphones showing the 
most pronounced rise, particularly among older children. A notable shift toward higher-risk 
profiles occurred during and following the COVID-19 period, with many children transition-
ing to more intensive screen use patterns. Lower maternal education emerged as the strongest 
predictor of high-risk trajectories (odds ratio up to 6.15), followed by male gender, older age, 
and elevated CBCL scores. The socioeconomic gradient was particularly striking, suggest-
ing that maternal education may influence parenting practices, digital literacy, or resource 
availability for alternative activities. Conclusions: Children's screen time trajectories are het-
erogeneous and influenced by developmental, behavioral, and socioeconomic factors. Pan-
demic-related increases appear to persist beyond the period of acute restrictions, highlighting 
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the necessity for sustained, family-centered prevention strategies that acknowledge varying 
family contexts and resources. Maternal education represents a critical leverage point for 
early intervention and health equity considerations.

Keywords: screen time, latent class analysis children
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Problematic smartphone use is highly prevalent in the university student population. While 
general self-control is recognized as a protective factor, its specific sub-dimensions may con-
tribute differently to mitigating risk. Identifying the most salient components is key for de-
signing targeted interventions. This study aimed to investigate the protective role of overall 
self-control and its five sub-dimensions against problematic smartphone use among universi-
ty students. A cross-sectional survey was conducted among 734 university students (53.00% 
male; Mage = 19.80, SD = 0.98, age ranged from 17 to 24 years). Bivariate correlations 
showed that overall self-control and all five sub-dimensions (i.e., impulse control, healthy 
habits, resisting temptation, focus, and moderation in entertainment) were significantly and 
negatively correlated with problematic smartphone use (r = -0.33 to -0.58, p < 0.001). Hier-
archical multiple regression analyses were performed after controlling for gender and age. 
When entered separately into regression models, overall self-control and its sub-dimensions 
were significantly and negatively associated with problematic smartphone use (β = -0.32 
to -0.56 , p < 0.001). However, when all five sub-dimensions were entered simultaneously, 
most dimensions remained significant predictors (β = -0.08 to -0.28, p < 0.001-0.05) but not 
resisting temptation (β = -0.008, p =0.836). The results reveal the global protective role of 
self-control and further pinpoint the specific components (primarily focus and moderation 
in entertainment) that are most critically associated with lower problematic smartphone use. 
This finding suggests that intervention programs could move beyond general self-regulation 
training and focus more intensively on cultivating these specific skills to effectively prevent 
and reduce problematic smartphone use.

Keywords: problematic smartphone use, self-control
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Operational definition and validation of key behavioral indicators for 
‘Daily Media Binge’ based on smartphone passive data
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Unlike ‘Binge Drinking,’ which has a commonly accepted definition in alcohol studies, the 
field of digital media lacks a clear, consensual definition for ‘Binge’ referring to excessive 
immersion or problematic use. Existing studies have primarily relied on self-reported sur-
veys, making it difficult to capture the real-time context of media overuse. This study aims to 
reconceptualize ‘Binge’ in digital media use not as a static outcome variable or group trait, 
but as a repetitive behavioral state occurring in daily life, and to newly define it based on 
behavioral indicators using smartphone passive data.

To this end, smartphone usage logs were collected over a three-week period from 57 adults 
exhibiting problematic digital media use. Passively collected app usage logs were structured 
on a daily basis, and ‘Binge-related behaviors’ were operationally defined by focusing on 
app usage for leisure and entertainment purposes. Based on a review of prior research and 
theoretical frameworks, key behavioral indicators reflecting multidimensional characteristics 
beyond simple usage duration were derived. Through a combination of these indicators, a 
rule-based algorithm was designed to identify the state of ‘Daily Media Binge.’ The results 
of this study hold significant academic value in that they concretize the abstract phenomenon 
of digital media over-immersion into a data-driven ‘Daily Binge.’ This provides an objective 
evaluation criterion with reduced reliance on self-reports, enables the detection of risk states 
on a daily basis, and can be utilized as a core trigger concept determining “en to intervene” 
in future real-time intervention or early intervention models.

Keywords: daily media binge, passive data, behavioral indicators, digital phenotyping, problematic 
digital media use
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Distinct digital signatures of problematic digital media use  
and high-risk alcohol use from passive multimodal data
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Passive sensing using smartphones and smartwatches has emerged as a promising approach 
to capture real-life behavioral and physiological patterns. However, few studies have directly 
compared passive data characteristics across distinct risk behavior groups using the same 
sensing platform. This study aimed to identify unique digital signatures that differentiate 
adults with problematic digital media use from those with high-risk alcohol consumption, 
using multimodal passive data. A total of 118 adults (57 with problematic digital media use, 
61 with high-risk alcohol use) were monitored over three weeks via smartphones and smart-
watches. We collected data on sleep (duration and variability), physical activity, heart rate 
indices, and app usage logs. Group differences were analyzed using t-tests, MANOVA, and 
linear mixed-effects models, and additional comparisons were made for app category and di-
urnal usage patterns. Based on these analyses, we discuss the potential utility of multimodal 
passive data as digital biomarkers for differentiating risk behavior profiles. These results 
provide preliminary evidence for future machine learning studies aimed at developing pre-
dictive algorithms for problematic digital media use and high-risk alcohol use. Funding: This 
research was supported by a grant of the Korea Health Technology R&D Project through the 
Korea Health Industry Development Institute (KHIDI), funded by the Ministry of Health & 
Welfare, Republic of Korea [grant number : RS-2022-KH125882].

Keywords: behavioral addiction, passive sensing, digital biomarkers, smartphone monitoring, wear-
able devices
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“Ghosting” in romantic relationships: On the birth of behavioral 
addiction
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Ghosting has been only recently conceptualized and identified. Online dating prevalence 
is transforming ghosting (sudden refusal of communication with no explanation) from just 
a case of interpersonal behavior into a socio-psychological phenomenon (Schokkenbroek, 
2025; Timmermans, 2021). The ceasing communication without providing any meaningful 
explanation has emerged as an unpleasant and even repulsive form of relationship dissolu-
tion. Types of relationships in which ghosting occurs are connected with dissolution dynam-
ics, different across romantic partnerships, friendships, or professional relationships. Studies 
focus on ghosting emotional outcomes for a left partner; fewer examine ghosting as coping. 
J. Powell mentions that this kind of avoidant coping is aimed at minimizing discomfort and 
confrontation. Ghosting seems to be particularly widespread in some contexts like dating 
apps, where it is often considered to be a normative way to terminate a relationship (Powell et 
al., 2022). The experience is often marked by different emotions for ghosters (comfort, lack 
of interest or attraction) and ghostees (confusion and hurt). They also interpret the relations` 
termination contrary: ghosters mention unfavorable behaviors by a ghostee as motivations 
for the decision to ghost. Ghostees more often interpret ghosting behaviors as a sign of fear 
of commitment, etc. (Timmermans et al., 2020). Frequent ghosting can be interpreted as 
behavioral addiction, to our mind. Our aim was to study the interplay between ghosting par-
ticipants: coping ways and attachment styles in men and women who experienced ghosting 
in romantic relationships. Method: Two groups of men and women volunteers (n1 = 28, n2 = 
32), aged 18 to 30, were diagnosed using WCQ by Lazarus, Folkman, and ASQ (Attachment 
Style Quiz) by Gibson. Results: Men were more prone to avoid problem solving, antisocial 
behavior, and confrontation than women. They also had a predominant avoidant-dismissing 
attachment style. Men ghost women more often than vv. Women were more susceptible to 
stress, inclined to cautious and manipulative actions, self-control, had more often anxious 
attachment style than men (p<0.01). Avoidant-dismissing attachment style in men did not 
facilitate active coping in ghosting situations. More so it opened the door to ghosting toward 
another person, developing a form of addiction. Women who experienced ghosting from 
their partners were intensely striving to maintain the relationships. They were initiative and 
more focused on discussing, clarifying the situation, being less likely to ghost. Conclusion: 
those who experienced ghosting may begin to use it intensively toward others if they had an 
avoidant-dismissing attachment style, avoidance and confrontation as primary coping strat-
egy. Ghosting must be studied within various relationship contexts.

Keywords: ghosting, relationships, coping, addiction
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Exercise patterns and smartphone addiction: A cross-sectional analysis 
of hedonic and utilitarian use pathways
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Background: Hedonic smartphone use i.e. engagement driven by pleasure, distraction, or 
entertainment, is closely linked to problematic smartphone use (PSU). While prior studies 
suggest that regular exercise may relate to healthier digital behaviors, it remains unclear 
which aspects of exercise (frequency, duration, or intensity) shape smartphone use patterns. 
Furthermore, the interplay between utilitarian sports-related smartphone use and hedonic 
use has not been systematically examined in regular exercisers. Method: A cross-sectional 
sample of regularly exercising adults (n = 360; 132 males; M_age =39.0 ± 9.8) reported their 
exercise habits and smartphone use. Weekly exercise frequency, workout duration, perceived 
intensity, and proportions of utilitarian and hedonic smartphone use were assessed. Data 
were analyzed using Pearson correlations, MANOVA, and regression-based mediation mod-
els controlling for age and gender. Results: All exercise parameters significantly mediated 
total daily smartphone use. Higher perceived exercise intensity predicted lower overall use. 
Exercise frequency and duration positively predicted sports-related utilitarian smartphone 
use, which in turn was associated with reduced hedonic smartphone use. Conclusions: Exer-
cise behaviors appear to influence smartphone addiction-related patterns by fostering utilitar-
ian, sports-oriented use that offsets hedonic engagement. This pathway may help explain the 
frequently observed protective role of regular exercise against PSU.

Keywords: mobile phone addiction, physical activity, problematic smartphone use, dependence, in-
ternet
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Establishing expert consensus on clinical features of exercise addiction: 
A Delphi study
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Background: Exercise addiction is widely investigated but remains diagnostically undefined 
and is not recognized in current classification systems. Unlike gambling and gaming disor-
der, exercise addiction lacks formal diagnostic recognition, and available research remains 
fragmented and largely screening instrument-driven. Furthermore, the boundary between 
pathological exercise and high athletic commitment remains particularly difficult to delin-
eate. Existing research relies primarily on self-report screening instruments adapted from 
substance addiction models, resulting in conceptual heterogeneity and limited clinical guid-
ance. There is currently no agreed-upon set of clinically grounded diagnostic criteria. This 
study aims to establish expert consensus on the core clinical features of exercise addiction. 
Methods: A three-round international Delphi study is conducted with experts in exercise 
addiction and related fields . In Round 1, experts provide qualitative input on candidate 
clinical features, including loss of control, continuation despite harm, exercise as coping, 
withdrawal-like symptoms, rigidity, and salience . In Round 2, identified features are quanti-
tatively evaluated regarding clinical validity, clinical utility, and prognostic value. In Round 
3, experts determine final criterion inclusion, core versus supportive classification, minimum 
diagnostic thresholds, and the role of clinically significant distress and functional impair-
ment. Consensus is defined a priori as ≥70% agreement. Expected Outcomes: The study 
will generate a consensus-based set of clinically relevant criteria and define a preliminary 
diagnostic architecture for exercise addiction, providing the foundation for the development 
of a structured clinical interview. Conclusions:By moving beyond screening-based research 
toward clinically anchored criteria, this study aims to reduce conceptual ambiguity and ad-
vance diagnostic clarity in the field of problematic exercise. 

Keywords: exercise addiction, Delphi method, clinical features
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Hypersexuality, addictive sexuality and Compulsive Sexual Behavior 
Disorder: Conceptualization, psychological mechanisms and 
experienced sexual behaviors
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Background: Sexual health is considered as a public health issue and recognized through new 
conditions such as the Compulsive Sexual Behavior Disorder (CSBD) often cited as hypersexu-
ality or sexual addiction. However, its comorbidity with substance use disorder (Chemsex) or 
association with new technologies (Cybersexuality), in addition of fast-sex or offline masturba-
tion, must obtained more definition points in order to gain a clearer vision of this general condi-
tion needing to be apprehended depending on its form and severity. Furthermore, being part of 
the LGBTQIA+ community has also shown an impact on its experience through stigmatization 
and discrimination process. Method: Participants will need to be at least 18 years old and hav-
ing an active sexuality. Moreover, the study focusing on the impact of discrimination will be 
proposed only to persons being part of the LGBTQIA+ community. Around 500 participations 
are expected for the quantitative study to represent the different groups (fast-sex, cybersexual-
ity, chemsex, masturbation, control group) and 15 to 20 participations for the qualitative study 
focusing on discrimination process. More precisely, the quantitative study will be composed 
of six psychometric scales: the French versions of the Sexual Addiction Screening Test, the 
Sexual Compulsivity Scale, the Brief COPE, the impulsive behavior scale, the emotional regu-
lation scale and a translation of the Sexual Motivation Scale. Whereas, the qualitative study is 
organized around semi-directive interviews.Expected results: Obtained results from the quan-
titative study will propose a more precise clinical overview of the connection between sexual 
obsessions and compulsions, impulsivity, coping strategies, emotional regulation and sexual 
motivations in CSBD depending on its form and severity. Meanwhile, the qualitative study will 
display clarifications on the participants’ experiences and representations of problematic sexual 
behaviors but also their interpretations of stigmatization and discrimination on such matter.

Keywords: Compulsive Sexual Behavior Disorder, addictive sexuality, prevention
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Swedish women with self-identified compulsive sexual behavior;  
Mental health, paraphilic interests and sexual violence
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Introduction: Compulsive Sexual Behavior Disorder (CSBD) is included in the 11th Revi-
sion of the International Classification of Diseases (ICD-11). CSBD is defined by a persistent 
pattern of preoccupation with sexual impulses and behaviors, associated with impaired con-
trol and resulting in marked distress or functional impairment. Although research on CSBD 
has increased in recent years, the literature has predominantly focused on men. In contrast, 
CSBD in women — including its clinical presentation and associated factors — remains 
largely understudied. Objective To examine socio-demographic characteristics, self-report-
ed mental health, paraphilic interests, and experiences of sexually related violence among 
help-seeking Swedish women with self-identified compulsive sexual behavior. Method: 
This cross-sectional study was part of a larger research project investigating cognitive-be-
havioral therapy for Compulsive Sexual Behavior Disorder. Women aged 18 years or older 
who sought treatment for self-perceived “out-of-control” sexual behavior were recruited be-
tween 2010 and 2018 through advertisements and clinical referrals. Participants completed 
comprehensive assessments covering sociodemographic characteristics, psychiatric symp-
toms, substance use, compulsive sexual behavior, paraphilic interests, and experiences of 
sexual violence. Measures of CSBD included the Hypersexual Disorder Screening Inventory 
(HDSI), the Compulsive Sexual Behavior Inventory (CSBI) and the Sexual Compulsivity 
Scale (SCS). Results: A total of 109 women were included. The mean age was 31 years (SD = 
9.2, range 19-54), 57% lived alone and 53% were unmarried. Most participants (57-96%, de-
pending on the questionnaire) met the cut-off values for CSBD. Ninety percent reported hav-
ing at least one problematic sexual behavior on the hypersexual disorder screening inventory 
(HDSI), the most frequently being interpersonal sex with consenting adults (82%). Approxi-
mately half of the participants completed a questionnaire on paraphilic interest and negative 
consequences. Among these, 88% showed some indication of paraphilic interests; the most 
common was masochism (73%) followed by voyeurism (48%). A sexual interest in minor 
children was indicated by 13% of respondents. Eighty-one percent reported occupational 
problems related to their sexual behaviors, and in 92% of cases, colleges, family, or friends 
expressed concern or disapproval regarding the participant's sexual behavior. The CSBI was 
completed by 82 participants (75%). Among these, 9% had been subject to legal proceedings, 
and 18% reported having forced a partner to engage in sex against their will. Seventy-nine 
percent reported having been sexually abused in some form. Thirty-one (37% of the respond-
ing women) reported having experienced being forced to have sex by an intimate partner. 
Further, the study participants reported a high rate of depressive symptoms and psychologi-
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cal distress. Risk consumption of alcohol and illicit drugs were reported by 52% and 36% of 
women, respectively. Conclusion: Women seeking treatment for compulsive sexual behavior 
exhibit high levels of psychological distress, substance use, paraphilic interests, and nega-
tive life consequences, including illegal behaviors and experiences of sexual violence. These 
findings underscore the importance of comprehensive psychiatric assessment and tailored 
interventions when women present with compulsive sexual behavior.

Keywords: Compulsive sexual behavior disorder, paraphilic interest, sexual violence
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Background: Compulsive sexual behavior (CSB) causes substantial distress and functional 
impairment and is associated with co-occurring mental health concerns and relationship and 
attachment difficulties. Factors such as feeling inauthentic with one’s self or in relationships 
and social anxiety may contribute to CSB-related concerns (e.g., due to secrecy, shame, and 
hiding behavior), and these associations may vary by gender. This study examined the rela-
tionships between multidimensional authenticity, social anxiety, and CSB severity, as well 
as the moderating role of gender. Method: A community sample of 912 adults completed 
the Compulsive Sexual Behavior Inventory-13 (CSBI-13), multidimensional Authenticity 
Inventory-3 (AI-3), and Social Interaction Anxiety Scale (SIAS). Gender differences were 
examined with one-way ANOVAs. Hierarchical linear regression tested the incremental con-
tribution of authenticity dimensions and social interaction anxiety to CSB, controlling for 
gender and sexual orientation, and included gender interaction terms to assess moderation. 
Results: CSBI-13 scores did not differ by gender. Men reported higher authenticity (AI-3 Un-
biased Processing subscale and total scores) and lower SIAS scores than women. Across the 
full sample and within gender groups, CSB correlated negatively with authenticity subscales 
(moderate-to-strong) and positively with social interaction anxiety (moderate). In regression 
analyses, authenticity, particularly pertaining to objective assessment of one’s strengths and 
weaknesses (i.e., Unbiased Processing), was the strongest negative predictor of CSB, and 
SIAS independently predicted higher CSB. Together, predictors explained ~39% of variance. 
Gender moderated effects for Unbiased Processing and SIAS, with stronger associations 
among men. Conclusions: Lower authenticity and elevated social interaction anxiety are re-
liable correlates of higher CSB, especially for men. Targeting reductions in social anxiety and 
enhancements in authenticity may constitute clinically meaningful intervention strategies.

Keywords: compulsive sexual behavior; authenticity; social interaction anxiety
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Impulse control disorder and addictive behaviors in compulsive buying 
disorder patients within and without the obsessive-compulsive disorder
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Background:Compulsive Buying Disorder (CBD) is conceptualized as a behavioral addic-
tion characterized by a persistent and uncontrolled pattern of acquiring goods. This pattern is 
marked by repeated unsuccessful attempts to reduce or control buying behavior,accompanied 
by intense urges or cravings to purchase products. Individuals with CBD commonly experi-
ence persistent preoccupation with shopping-related thoughts and repeatedly give in to buy-
ing impulses, resulting in significant impairments across social, occupational, family, and 
financial domains. Because of the frequent presence of recurrent thoughts centered on the 
desire to buy, CBD has often been associated with obsessive-compulsive disorder (OCD), as 
both conditions share the psychopathological feature of intrusive, repetitive thoughts. How-
ever, a fundamental distinction lies in the nature of resistance and the function of compulsive 
behavior. In OCD, compulsive acts are typically performed to neutralize or prevent a per-
ceived threat arising from obsessive thoughts. In contrast, in CBD, buying behavior reflects 
a failure to resist anticipated pleasure elicited by thoughts related to purchasing. Thus, while 
obsessions in OCD and desire-driven cognitions in CBD may appear phenomenologically 
similar, they represent distinct mental phenomena that lead to behavioral responses consis-
tent with the underlying psychopathology of each disorder. In light of these considerations, 
the present study aimed to compare individuals with CBD with and without comorbid OCD 
in terms of clinical characteristics and psychiatric comorbidities. Method: Among 416 pa-
tients diagnosed with CBD, 51 (12.26%) also met diagnostic criteria for OCD, whereas 365 
(87.74%) did not. The sample was predominantly female (87.5%), with a mean age of 39 
years, mostly Caucasian (72.6%), with higher education, and nearly half reporting a steady 
partner (47.3%). Psychiatric comorbidities were more prevalent among patients with comor-
bid CBD and OCD. These included current or lifetime major depressive episodes (92.1%), 
current major depressive episode with melancholic features (64.7%), bipolar disorder type 
I or II, current or past (62.7%), lifetime panic disorder (52.9%), current panic disorder with 
agoraphobia (23.5%), agoraphobia (52.9%), social phobia (51.0%), post-traumatic stress 
disorder (25.5%), lifetime mood disorder with psychotic features (21.6%), and generalized 
anxiety disorder (86.3%). Comorbidity between CBD and OCD was also associated with 
increased suicide risk (72.6%) and a personal history of trauma (60.8%). Conclusion: These 
findings highlight the importance of personalized diagnostic approaches in the assessment 
and management of CBD, with careful consideration of comorbid psychiatric conditions 
that may influence its clinical course and treatment response. Further research is warranted 
to determine whether CBD represents an independent diagnostic entity or a specific variant 
within the obsessive-compulsive spectrum.

Keywords: compulsive buying disorder, obsessive-compulsive disorder, impulsive control disorder
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Who seeks help for what? Associations between ten addictive 
behaviours and help-seeking

FAHEEM ABOU OBEYA1, NOLAN GOODING2, HYOUN SOO KIM3,  
DARREN CHRISTENSEN4, DAVID HODGINS2, YOUSSEF ALLAMI1

1Université Laval, Canada
2University of Calgary, Canada
3Toronto Metropolitan University, Canada
4University of Lethbridge, Canada
E-mail: faheem.abou-obeya.1@ulaval.ca

Help-seeking among individuals experiencing problems from behavioural or substance-re-
lated addictions remains poorly understood. Using data from 6,173 Canadian adults who 
completed the Screener for Substance and Behavioural Addictions, we examined whether 
the number and type of flagged behaviours were associated with help-seeking for each of ten 
addictive behaviours. The likelihood of being flagged for different behaviours varied across 
age, gender, and ethnic groups. Multiple logistic regressions controlling for age, gender, and 
ethnicity showed that the number of flagged behaviours was significantly associated with 
help-seeking. Behaviour-specific analyses revealed that help-seeking was primarily driven 
by severity within the same domain, while cross-behavioural associations were less consis-
tent. Contrary to expectations, being flagged for an addictive behaviour not currently recog-
nised in diagnostic classifications was not associated with reduced odds of help-seeking. This 
finding challenges the argument that officially recognizing certain behaviours as addictions 
would increase treatment accessibility. Overall, the results suggest that broader addictive 
involvement, not only the severity of a single problem, plays a key role in prompting help-
seeking behaviours. Notably, some behaviours tended to co-occur, possibly reinforcing each 
other’s harmful effects, whereas in other cases one behaviour appeared to reduce the likeli-
hood of seeking help for another (e.g., overworking was negatively associated with help-
seeking for cocaine-related problems).

Keywords: addictive behaviours, help-seeking, treatment, gender, substance use
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Emotion regulation strategies among relatives of individuals with 
addictive disorders: A systematic review
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Background: Despite the expansive research on addiction and its impact on the individual, 
relatively little attention has been given to the relatives affected by it as well. Thus, the pres-
ent review aims to synthesize existing findings on individuals who have a close relative strug-
gling with addictive disorders, with a focus on their emotion regulation strategies, potentially 
exploring differences between substance use disorders and addictive behaviors defined by 
formal diagnosis. Methods: The systematic review was conducted using PubMed, Scopus, 
Web of Science, EBSCO, ScienceDirect, and PsycINFO. We included quantitative studies 
written in English focusing on emotion regulation in individuals who have an adult rela-
tive (e.g. parent, sibling partner) with any addictive disorder listed in DSM or ICD, namely 
substance use disorders (SUD), gambling disorder, or internet gaming disorder. Results: The 
initial search identified 2,575 records. After applying exclusion criteria, data were extracted 
from sixteen studies, representing 5,623 individuals. Out of the sixteen studies, eleven ex-
plored relatives of individuals with SUD, three explored relatives of individuals with a type 
of behavioural addiction, and two explored both SUD and behavioural addiction affected 
relatives. Seven studies compared groups of affected relatives with control groups, six stud-
ies explored correlations between relatives’ emotion regulation and other constructs (e.g. 
relatives’ own substance use, psychiatric symptomatology, addicted individuals’ addiction 
severity), and three studies compared intervention methods among affected relatives target-
ing emotion regulation strategies. In four studies, relatives’ maladaptive emotion regulation 
strategies were significantly associated with poorer addiction-related outcomes in the ad-
dicted individual. From the group comparison studies, four found significantly higher mal-
adaptive emotion regulation strategies in the affected relative group than the control group. 
Conclusions: Results from previous studies suggest that relatives tend to use more maladap-
tive emotion regulation strategies. However, the limited number of studies indicate a gap in 
the field, emphasizing the need for future studies on the topic.

Keywords: addiction, addictive disorder, emotion regulation, relatives, family members
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Background: Codependency lacks a widely accepted definition, and measures inconsistently 
capture its core characteristics. Moreover, current instruments primarily assess behavioral 
patterns but often overlook whether individuals have close relatives with addiction or mental 
health problems, which is a critical contextual factor. To address this gap, a new question-
naire was developed to capture components of codependency. Method: We analyzed data 
from an online convenience sample of 4,233 adults (42.1% male, 57.6% female, 0.3% other; 
M_age=42 (SD=11,8). Based on theoretical models of codependency, we developed new 
items organized around three thematic domains: (1) screening questions assessing the pres-
ence, type, and perceived impact of a relative’s addictive disorder or other mental disorder, 
which also served to ensure that only eligible respondents completed the subsequent sections; 
(2) ten items measuring behavioral aspects; and (3) 13 items assessing affective aspects of 
codependency. We applied the Short Multidimensional Perfectionism Scale, Brief Symptom 
Inventory and the Rosenberg Self-Esteem Scale. Results: Exploratory factor analyses in two 
samples (N=1,429; N=1,413) supported a one-factor structure for both scales. Model fit was 
good for the Behavioral Scale and acceptable for the Affective Scale. Confirmatory factor 
analysis in a third sample (N=1,391) supported the one-factor models (adequate fit for the 
behavioral; acceptable for the affective). Internal consistency was good to excellent. The 
scales were moderately positively correlated and showed small positive associations with 
perfectionism, moderate positive with anxiety, and moderate negative with self-esteem. Re-
sults showed that codependency levels were higher among participants whose relatives had 
mental disorders or substance-related problems compared to other disorder types. Overall, 
the type, combination, and number of the relatives’ disorders were significantly related to 
elevated codependency scores. Conclusion: Findings support the questionnaire’s reliability 
and construct validity, offering a comprehensive measure of behavioral, affective, and con-
textual aspects of codependency.

Keywords: codependency, exploratory and confirmatory factor analysis, psychometric validation
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Do positive and negative urgency share a common core?  
Examination of a general urgency construct
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Background and aims. Impulsivity is a multifaceted construct that has been extensively ex-
plored in relation to behavioral addictions. Among impulsivity facets, positive and negative 
urgency, defined respectively as the tendency to act rashly in response to negative or positive 
emotional states, have shown consistent association with various behaviors, including prob-
lematic gaming, problematic gambling, or compulsive sexual behaviors. However, recent 
psychometric work suggests that the two urgency facets may converge into a unitary, coher-
ent general urgency construct regardless of emotional valence, with important implications 
for the conceptualization and assessment of impulsivity. The present study aims to examine 
whether a general urgency construct is tenable empirically. Methods. A total of 523 par-
ticipants completed pilot items designed to assess general urgency, along with psychometric 
instruments assessing other impulsivity facets (UPPS-P-20), emotion regulation (ERQ-10), 
self-control (BSCS-13), and symptoms of anxiety (GAD-7) and depression (PHQ-9).  
Results. Factor analyses suggested that a one-factor model of general urgency is tenable. Net-
work analyses revealed strong interconnections among the general urgency pilot items and 
close associations with negative and positive urgency. Correlation analyses showed moderate 
to strong associations with lack of premeditation (UPPS-P-20), self-control (BSCS-13), anxi-
ety (GAD-7), and depression (PHQ-9), as well as negative correlations with adaptive emo-
tion regulation strategies (ERQ-10), supporting convergent and criterion validity. Discussion 
and conclusions. Our findings support the tenability of a unidimensional general urgency 
construct, distinct from yet significantly related to other UPPS-P traits. The present results 
support the relevance of developing a scale to measure general urgency and of exploring its 
relations with behavioral addictions.

Keywords: general urgency, impulsivity, UPPS-P


