Internet Addiction
Diagnosis, Treatment und Therapy
of Internet Addiction in the USA
Klaus Wölfling

1

2

Internet Addiction vs.
Pathological Computer Use (PCU)
Current Discussion
• The name, "Internet Addiction Disorder," might be misleading and

inappropriate. Labeling the disorder an "addiction" antagonizes
psychiatrists, who purposefully avoid using such stigmatizing labels.
• term "addiction" was edited from the DSM-IV, replaced largely by the

word"dependence„
• „Addiction-label“ may create unnecessary concern in researchers who

investigate substance abuse (competition in funding research?).
• The object of the syndrome is the computer and all the things one can do

on it, not just
accessing the Web. The term "Internet," as used throughout the entire IAD,
is confusing and needs revision.
(Medical News Today. "APA Names DSM-V Task Force Members Leading Experts To Revise Handbook For Diagnosing Mental Disorders."
July 25, 2007.)
(Paul AM. "Listening to Prozac: How Do New Disorders Get Into the
DSM?“)

Internet Addiction and the
DSM-IV-TR
At present, InternetAddiction/ PCU is not coded in the revised fourth
edition of the Diagnostic Statistical Manual. Current situation:
• US psychiatrists must use some other diagnosis if they are treating the

disorder.
• Most diagnose a co-existing disorder, e.g."Major Depressive Disorder."

Some, try to code PCU as "Anxiety Disorder, Not Otherwise Specified" or
"Impulse Disorder, Not Otherwise Specified.“
• If not coded into the DSM, the disease will remain marginalized by the US

psychiatric community.
(http://news.com.com/Judge+blocks+Californias+violent+video+game+law/21001043_3-6201092.ht)
(Should DSM-V Designate „Internet Addiction“ a Mental Disorder?
Ronald Pies (2009, Psychiatry Vol. 6 no. 2, pp 31-37)

Publications
 Caught in the net (Young, K. S., 1998, New York:

Wiley)
 Virtual Addiction (Greenfield, D.,

1999, New York:
Harbinger Publications)

Research

Prevalence
(Greenfield 1999; In Young, K., American Behavioral Scientist, Vol. 48 No.
4, 2004).
Internet Addiction: A New Clinical Phenomenon and Its
Consequences
„... Internet use in the United States alone has grown from just less than
half of American adults in 2000 to about 59% of adults at the end of 2002,
and studies suggest, that nearly 6% of online users suffer from Internet
Addiction“


Prevalence
Block, Jerald J. In: American Journal of Psychiatry, March 2008
„In the United States, accurate estimates of the prevalence of the
disorder are lacking...“
 In the United States games an virtual sex are accessed from
the home
 Attempts to measure the phenomenon are clouded by shame,
denial, and minimization
 The issue ist further complicated by comorbidity. About 86% of
Internet addiction cases have some other DSM-IV diagnosis
present.
 Thus, unless the therapist is specifically looking for Internet
addiction, it is unlikely to be detedcted.
Dr. Block prefers the term Pathological Computer use (PCU)

Shaw, M. & Black, DW., 2008; CNS Drugs, Vol. 22 no. 5, pp 353-365

Telephon Survey...
Aboujaoude E., Koran L., Gamel N., Large M. & Serpe R. In: CNS
Spectrums, Vol. 11(10), pp 750-755, 2006
... of 2,513 Adults in USA
 68,9% were regular Internet users









5,9% felt their relationoships suffered as a result of excessive
Internt use
8,7% attempted to conceal non-essential Internet use
3,7% felt preoccupied by the Internet when offline
13,7% found it hard to stay away from the Internet for several days
at a time
8,2% utilized te Internet as a way to excape problems or relieve
negative mood
12,3% had tried to cut back on Internet use, of whom
93,8% were successful and
12,4% stayed online longer than intended very often or often

Telephon Survey...
Diagnostic criteria
Aboujaoude E., Koran L., Gamel N., Large M. & Serpe R. In: CNS
Spectrums, Vol. 11(10), pp 750-755, 2006
Eight Potential Markers for Pathological Internet use (Telephon
Survey):
 Relations suffer
 Conceal use
 Pre-occupied when offline

 Use to escape
 Tried to cut back
 Online longer than intended very

often
 Hard to stay away
 Online longer than intended often
3,7% to 13,7% endorsed one or more of the markers with problematic
Internet use
 0.3% to 0.7% Prevalence, when these measures were combined in sets
of diagnostic criteria.

Diagnostic criteria
Internet Addiction consists of three subtypes (Block, Jerald J., 2008):




Excessive gaming
Sexual preoccupations
E-mail/text messaging

And all of the variants share the following four components:
1. Excessive use
2. Withdrawal
3. Tolerance
4. Negative repercussions; e.g. delayed sleep phase may cause
insomnia and fatigue (Van den Bulck J. "Media Use and Time In
Bed In Secondary-School Children." Sleep, 2004, Vol. 27, No. 1, p.
101-104.)

Diagnostic criteria
Turkle S. Life on the Screen: Identity in the Age of the Internet. New York,
NY: Touchstone,1997.
 screening all patients for PCU. This can be accomplished using SIGNS;

screening test is based on the popular CAGE criteria, used for detecting
alcoholism. Note that the symptoms detailed in SIGNS are independent
of the specific way the computer is being used
 Sleep-pattern disturbance (delayed sleep phase)
 Irritability before and after computer use
 Guilt and attempts to hide/purge computer use
 Nightmares and dreams about computer use
 Social avoidance (prefers Virtual relationships)

Diagnostic criteria
Shaw, M. & Black, DW., 2008; CNS Drugs, Vol. 22 no. 5, pp 353-365

 Clinical samples and a majority of relevant surveys report a male

preponderance.
 Onset is reported to occur in the late 20s or early 30s age group, and
there is often a lag of a decade or more from initial to problematic computer
usage.
 Internet addiction has been associated with dimensionally measured
depression and indicators of social isolation.
 Psychiatric co-morbidity is common, particularly mood, anxiety,
impulse control and substance use disorders.
Aetiology is unknown, but probably involves psychological,
neurobiological and cultural factors.
There is no proven role for psychotropic medication. Marital and family
therapy may help in selected cases, and online self-help books and tapes
are available. Lastly, a self-imposed ban on computer use and Internet
access may be necessary in some cases...

A Coperative Study of Internet Addiction between the United States and China
(Zhang, L., Amos, C. & McDowell, C. 2008, Cyber Psychology & Behavior Vol 11,
No 6)

Pathological video game use among
youth 8 to 18: A national study
Gentil, D.A., 2009, Psychological Science, 20, 594-602
 N=

1178 American youth ages 8 to 18
 About 8% of video-game players in this sample exhibited pathological patterns of
play
 Pathological gamers spent tiwce as much time playing as nonpathological gamers
 and they received poorer grades in school
 Pathological gaming also showed comorbidity with attention problems
 Pathological status significantly predictet poorer school performance even after
controlling for sex, age, and weekly amount of video-game play
 These results confirm that pathological gaming can be measured reliably, that the
construct demonstrates validity, and that it is not simply isomorphic with a high
amount of play

Problematic Usage...
Peters Ch.S. & Malesky, L.A., 2008, Cyber Psychologie & Behavior Vol.
11 no. 4)
... Among Highly-Engaged Players of MMORPG‘s (Exp. WOW)






Amount of time played
Personality characteristics of agreeableness
Conscientiousness
Neuroticism
Extraverision

Diagnostic Instruments








Internet Addiction Test (IAT), K. Young
„How often do you find that you stay online longer than you intended?“
11-item pathological-gaming scale based on the DSM-IV criteria for pathological
gambling (2009, D.A. Gentile)
Symptom-Checklist (to respond „yes“, „no“ or „sometimes“)
Assessing children‘s video-game habits (Anderson et al., 2007; Gentile et al.
2004)
Proposed Pathological Computer Use Diagnostic Criteria by Block, Jerald J
(modification of the criteria proposed by Beard & Wolf)
Structured interview (K. W. Beard & Wolf, 2005)
Online Selftest‘s (Exp. „I‘d Rather“) and Online Partner- and Parentstest‘s

Treatment in the USA
 Not many practitioners in the USA are specialized in treating the
symptoms of the disease
(variously called PCU, IAD, or Compulsive Computer Use (CCU).
 MostAmerican therapists are unfamiliar with the disorder,
interview patients about it, or create a treatment plan to address it.

Ambulant Counseling:

Cybersex/Cyberporn

Online Affairs

Online Gambling

Online Gaming

Compulisve Surfing
 Dr. Kimberly Young
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Signs of Addiction
“Gamers who become hooked show clear signs of
addiction. Like a drug, gamers who play almost every
day, play for extended periods of time (over 4 hours),
get restless or irritable if they can’t play, and sacrifice
other social activities just to game are showing signs
of addiction.”
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Are You An Obsessive Online
Gamer? (Exp. Selftest www.netaddiction.com)
1. Do you need to play online games with increasing amounts of
time in order to achieve the desired excitement?
2. Are you preoccupied with gaming (thinking about it when offline,
anticipating your next online session)?
3. Have you lied to friends and family members to conceal extent of
your online gaming?
4. Do you feel restless or irritable when attempting to cut down or
stop online gaming?
... 8.Have you jeopardized a job, educational, or career opportunity
because of your online gaming habit?

If you answered „yes“ to any of the above quenstens, you may be
addicted to online gaming. ...why wait until it is too late to seek out
help? Contact our Counseling Service...
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CBT-techniques

Shaw, M. & Black, DW., 2008; CNS Drugs, Vol. 22 no. 5, pp 353-365

 Dr. D. Walsh, D.A. Genitle

http://www.mediafamily.org

Set clear ground rules about when, where,
Limit video game playing time.
how much, and what kind of game playing
Have clear consequences if time limits are
is allowed as soon as your child starts to
not observed.
play games.
Intervene early before things get out of hand.
Make sure your child is not playing in the middle of the night.
Encourage other activities. Have younger children help
make a list of "Fun Things to Do" and try a new thing
every day.thing every day.
Be firm. Consistently enforce the rules. If
your child refuses to cooperate, restrict
Keep video and computer games out of
access to video games for a period of time.
child's bedroom.
Require that homework and other chores be
completed before game play.

If nothing else works, go cold
turkey. Get rid of the games.
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Signs & Symptoms of Computer &
Internet/ Gaming Addiction
Here is what to look for (3-4 yes responses suggest abuse; 5 or more suggest
addiction)
• Increasing amounts of time spent on computer and internet activities
• Failed attempts to control behavior
• Heightened sense of euphoria while involved in computer and internet activities
• Craving more time on the computer and internet
• Neglecting friends and family
• Feeling restless when not engaged in the activity
• Being dishonest with others
• Computer use interfering with job/school performance
• Feeling guilty, ashamed, anxious, or depressed as a result of behavior
• Changes in sleep patterns
• Physical changes such as weight gain or loss, backaches, headaches, carpal
tunnel syndrome
• Withdrawing from other pleasurable activities
36

Developed by Dr. Hilarie Cash, PhD. of Internet and Computer Addiction Services.

Items
1. Do you feel you have a strong desire, or impulse, to use the Internet?
Do you feel you have a strong desire, or impulse, to use the Internet?
2. When attempting to limit or cease use of the Internet and/or other
technology, do you find yourself feeling restless, irritable or anxious?
When attempting to limit or cease use of the Internet and/or other
technology, do you find yourself feeling restless, irritable or anxious?
3. When limiting or ceasing use of your usual and preferred Internet
activities, do you find that seeking out the use of other media sources
(i.e., TV, handheld consoles, cell phones) relieves those feelings of
restlessness, anxiety or irritability?
When limiting or ceasing use of your usual and preferred Internet
activities, do you find that seeking out the use of other media sources
(i.e., TV, handheld consoles, cell phones) relieves those feelings of
restlessness, anxiety or irritability?
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Items
4. Do you find yourself continually having to increase the amount of Internet and/or
digital technology use to reach your previous level of satisfaction?
Do you find yourself continually having to increase the amount of Internet and/or
digital technology use to reach your previous level of satisfaction?
5. Do you continue to use the Internet and/or other forms of digital technology in
excess, regardless of its harmful effects (e.g., relationship problems, failing
classes, missing work, poor hygiene, weight gain or loss, etc.)?
Do you continue to use the Internet and/or other forms of digital technology in
excess, regardless of its harmful effects (e.g., relationship problems, failing
classes, missing work, poor hygiene, weight gain or loss, etc.)?
6. Have you been repeatedly unsuccessful in limiting the amount of time you spend
on the Internet and/or digitally-based products?
Have you been repeatedly unsuccessful in limiting the amount of time you spend on
the Internet and/or digitally-based products?
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7. As a result of your Internet use, are you spending little or no time in social,
recreational or other activities that you used to enjoy?
As a result of your Internet use, are you spending little or no time in social,
recreational or other activities that you used to enjoy?

Items
8. Do you have difficulty controlling use (e.g. time and content) of your Internet
and/or digital technology use?
Do you have difficulty controlling use (e.g. time and content) of your Internet and/or
digital technology use?
9. Do you find that your Internet use is a way to escape problems or gain relief from
negative feelings?
Do you find that your Internet use is a way to escape problems or gain relief from
negative feelings?
10. Do you deny or minimize your Internet use to parents, teachers, schoolmates,
friends, or professionals (this includes time, content, money expenditures, etc.)?
Do you deny or minimize your Internet use to parents, teachers, schoolmates,
friends, or professionals (this includes time, content, money expenditures, etc.)?
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11. Are you finding that everyday life and social functioning is impaired (e.g.,
relationships, education or employment) as a result of your Internet or technology
use?
Are you finding that everyday life and social functioning is impaired (e.g.,
relationships, education or employment) as a result of your Internet or technology
use?

Items
12. Are you experiencing chronic exhaustion due to lack of sleep, weight gain from
lack of exercise, poor general health from poor nutrition, or other physical health
problem due to excessive Internet use or video gaming?
Are you experiencing chronic exhaustion due to lack of sleep, weight gain from
lack of exercise, poor general health from poor nutrition, or other physical health
problem due to excessive Internet use or video gaming?
13. Have you ever stolen, cheated, or lied in order to fulfill your online desires (e.g.,
parents credit card to buy something for a game)?
Have you ever stolen, cheated, or lied in order to fulfill your online desires (e.g.,
parents credit card to buy something for a game)?
14. Have you ever become violent or abusive when someone tried to limit your
access to the Internet or video game?
Have you ever become violent or abusive when someone tried to limit your access
to the Internet or video game?
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Open Items
1. Do you think you may have a problem with
excessive use of the Internet and/or any other
technology-based product(s)?
2. How would you define the term "Excessive
Use" when it comes to your own internet and
technology interactions?
3. Do you have any comments or questions you
would like to share?
41

Running program:

- Stay 45 days in a safe natural family
setting designed to feel like "home“ -
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Youtube

CNN
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Projekt OLGA
Kalender für Online-Meetings und Face-to-Face
Foren und weiterführende Links
Suchmaske für Psychotherapeuten
Anleitung für regionale Gruppen
Social Networks

12 Steps: On-Line Gamers
Anonymous
1. We admitted we were powerless over gaming, and that our lives have
become unmanageable.

Principles - Honesty and Acceptance
2. Came to believe that a Power greater than ourselves could restore us to
sanity.

Principle - Hope
3. Made a decision to turn our will and our lives over to the care of God as we
understood God.

Principle - Faith
4. Made a searching and fearless moral inventory of ourselves.

Principles - Action and Courage
5. Admitted to God, to ourselves and to another human being the exact
nature of our wrongs.

Principle - Integrity
6. Were entirely ready to have God remove all these defects of character.

Principle - Willingness
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12 Steps: On-Line Gamers
Anonymous
7. Humbly asked God to remove our shortcomings.

Principle - Humility
8. Made a list of all persons we had harmed, and became willing to make
amends to them all.

Principle - Brotherly love
9. Made direct amends to such people wherever possible, except when to do
so would injure them or others.

Principle - Justice
10. Continued to take personal inventory and when we were wrong promptly
admitted it.

Principle - Perseverance
11. Sought through prayer and meditation to improve our conscious contact
with God as we understood God, praying only for knowledge of Gods will for
us and the power to carry that out.

Principle - Spirituality
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12. Having had a spiritual awakening as the result of these steps, we carried
this message to others who game excessively and practiced these principles
in all our affairs.

Principle - Service

