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ADDICTION COMPORTEMENTALE

Compulsive Shopping

Kapal L]
Bhati Shodhan Bhujanagasana sarvangasana
Pranayama Franayama

(<) (6] 7] o
Setu
Bandhasana

Shishuasana Trikonasana Shavasana

For Information, Visit: www.epainassist.com
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Facteurs influencant la réussite d'une thérapie

¥ Relation thérapeutique
40%
" Méthode utilisée

= Attentes et effets placebo

Facteurs hors thérapie

(Quelle: Lambert & Barley, 2002)
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Substances
psychoactives

Produits
psychoactifs

Mondes
psychoactifs
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Median = 0.5 Quantil
=50, Perzentil

Mittelwert

0. 100. Perzentil
linksschiefe Verteilung: z. B. Korpergewicht (qualitativer Verlauf)
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Treasure Island

Treasure Island
Northern Shores

Treasure Island Volcanic Edge

Treasure Island Castle

Treasure Island Riverside

Treasure Island City
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As-tu des amis ?

Que fais-tu avec eux ?
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Etendue de la cyberaddiction

Conclusions tirées d'études récentes :

» Estimations de prévalence ponctuelle pour la cyberaddiction : entre 1,5et14 %

yDe14a6d4ans:1%

» De 14 & 24 ans : 13% problématique et 2,4 % addiction
(Etude Pinta)
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ICD 11
Trouble du jeu vidéo (gaming disorder)

¥ Disorders due to substance use or addictive behaviours
» Disorders due to substance use
¥ Disorders due to addictive behaviours
¥ 6D70 Gambling disorder
¥ 6071 Gaming disorder

6D71.1 Gaming disorder, predominantly online

6071.2 Gaming disorder, predominantly offline Disorders due to addictive behaviours
6D 71.Z Gaming disorder, unspecified Parent
Disorders due te substance use or addictive behavicurs
6D7Y Other specified disorders due to addictive behaviours show allancesters
. .. . . Description
ED?Z D 150 rd 2rs d ue tD ad d ICtI‘“rE' b e havl ou rSJ un Sp ECIfIEd Disorders due to addictive behaviours are recognizable and clinically

rsonal
other

significant syndromes 3ssociated with distress or interference with o
' Im p u | Se CU ntrol d iS D rd E rs functions that developfas a result of repetitive rewarding behaviours

than the use of dependence-producing substances. Disorders due to
addictive behaviors include gambling disorder and gaming disorder, which
may involve both online and offline behaviour,
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Addiction aux jeux en ligne = addiction aux jeux en ligne ?

Jeux de réles:
MMORGG,RPG

Specifc
gaming addiction

Simulation:
économie, agriculture,

VS ‘ Jeux de stratégie :
— MOBA, Echtzeit St.
Generalized Jeux d’actions:

Third-Person-Shooter

gaming addiction Egoshooter, Beat'em up

Autre:
Jeux, puzzel, musique,
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Rainbow Six Siege vs. CO:GO

Global Offensive




Dépenses mensuelles en % : avant la pandémie de

COVID-

Countries
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Dépenses mensuelles en % : mai 2020

During Covid Pre-Covid After Covid
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Dépenses mensuelles en % : juin 2020

Countries
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Consommation de streaming : avant la pandémie de

COVID-19

_Does not watch streams 43.00%

Pre-Covid

Watches streams 57.00%_
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Consommation de streaming : pendant la pandémie de
COVID-19

During Covid Pre-Covid

_Does not watch streams 19.00%

During Covid

Watches streams 81.00%
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Nombre de consommateurs actifs de streaming

How the lockdown changed gaming habits

COVID-19 is delcared a national emergency in the U.S.

Daily active users on Steam

Average number of additional players

IIIIII IIIIIIIIII on weekends, vs. weekdays
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Nombre d’heures passées sur les plateformes de
streaming

Total Hours Watched In 0120
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Répartition du temps de jeu par semaine
(de1-5h a5-20 h)

During Covid E After Covid

__Casual Gamers (1-5h) 37%

(Serious) Gamers (5-20h) 63%~
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Répartition du temps de jeu par semaine
(de1-5h a5-20 h)

During Covid Pre-Covid After Covid

Casual Gamers (1-5h) 18%

(Serious) Gamers (5-20h) 82%
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Répartition du temps de jeu par semaine
(de1-5h a5-20 h)

During Covid Pre-Covid m

/,Casual Gamers (1-5h) 26%

(Serious) Gamers (5-20h) 74%—
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Consommation de jeux vidéo : 4 répercussions de la
pandémie

Plus de temps consacré aux jeux vidéo

Plus d’argent investi dans les jeux vidéo

Plus de téléchargements de jeux en ligne

Plus grande consommation de contenu en streaming
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Fake it to make it | How to build a virtual influencer

> > N 0:40/ 6:13 Fur Details scrollen

v

Source: https://www.youtube.com/watch?v=8|-Kr7s2-v4



https://www.youtube.com/watch?v=8l-Kr7s2-y4

Répercussions de la pandémie sur la consommation de
pornographie

Pornography Use Over Time
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Reported Pornography Use During Covid
== ncreased
decreased
stayed the same
Aug .;)(.‘19 Feb .’(\:wu May .'r':I'/‘il Aug :JI)“D Oct :'(v(w
Time Point

Analysis of frequency of pornography use over time among those who reported increased, decreased, or consistent use during COVID-19. Y-axis values
should be interpreted as follows: 0 = not within the past month, 1 = within the past month, 2 = two or three times a month, 3 = once a week, 4 = a few times a
week, and 5 = once a day or more
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Deuil en cas de sevrage

REALITY

Worst game ever.
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