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Session 8C Symposiums and paralell sessions

S-8C1

The relevance of Game Transfer Phenomena in the context of Gaming
Disorder

ANGELICA B. ORTIZ DE GORTARI (chair)

University of Bergen
University of Liege
E-mail: angelica.ortizdegortari@uib.no

Symposium summary: Background: Problematic video game playing can be addressed from
two perspectives: gaming disorder (GD), focusing on excessive, dysfunctional/uncontrol-
lable playing, or Game Transfer Phenomena (GTP), targeting how playing impacts players’
perceptions, cognition and behaviours. Unlike GD, GTP are common among non-clinical
players and usually do not provoke dysfunction. However, negative consequences occur
when GTP manifests recurrently, under certain circumstances and with specific content. The
relevance of examining GTP in the GD context is clear via i) the potential to identify fac-
tors that contribute to the maintenance of GD symptoms and relapse, ii) the resemblance
of certain forms of GTP with sensory disturbances as side effects of hallucinogens/alcohol
withdrawal and iii) the evident failure to inhibit sensory/cognitive game content and impulses
towards game-related stimuli in everyday life. Methods: Five studies collected quantitative
and qualitative data via online questionnaires, digital diaries and clinical cases. Participants
were males aged 10 to 45. Results: The studies covered i) associations and comparisons
between GD and GTP, ii) GTP frequency and association with psychopathological factors,
ii1) the mediating role of GTP on the relationship between GD and self-control, and emotion
regulation, iv) the mediating role of GTP on game features (e.g. rewards) and motivation for
playing that may maintain problematic video game playing, and v) the benefits of assessing
GTP in psychotherapy. Conclusions: The implications and contributions of the studies cov-
ered in the symposium will be discussed in the GD context.

Keywords: Game Transfer Phenomena, Gaming Disorder, psychopathological factors, inhibitory con-
trol failures, videogame features, emotion regulation
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S-8C2

Predictors of Gaming Disorder and Game Transfer Phenomena:
Psychopathological factors and gaming habits

ANGELICA BEATRIZ ORTIZ DE GORTARI

University of Bergen
University of Liege

Background: Experiencing recurrent thoughts about playing and increases in cravings and
brain activations when exposed to game-related stimuli are important underlying mechanisms
of GD. Failures to inhibit thoughts, sensory perceptions, and impulses toward game-related
stimuli when not playing have been reported by gamers. These phenomena are referred to
as Game Transfer Phenomena (GTP). Methods: An online survey of 1,301 frequent gam-
ers was conducted (83.4% male, mean age = 28.14+7.40). Correlation and linear regression
analyses were conducted to examine the relationship between GD and GTP, and to identify
predictors associated with GD and GTP from psychopathological factors and gaming habits.
GTP were assess via a multidimensional instrument which measured cognitions, perceptual
distortions, hallucinations, and dissociations. The Internet Gaming Disorder Scale was used
to assess GD. Results: Only 3.5% fulfilled the criteria for GD. Most reported GTP (95%),
which was correlated with GD. The GTP dimensions ‘dissociations/mix-ups’ and ‘inner in-
trusions/misperceptions’ and daily hours of gaming emerged as predictors of GD. Having a
clinical diagnosis, having used drugs, and GD predicted ‘inner intrusions/misperceptions’;
having used drugs and GD predicted 'dissociations/mix-ups’; and GD predicted the GTP
dimension 'outer intrusions/distortions'. Conclusions. The relationship between GD and GTP
was confirmed, although not all dimensions of GTP predicted GD, while GD emerged as a
predictor of all dimensions of GTP. Daily hours of playing was relevant for GD rather than
for GTP. Psychopathological factors appear to be important only for some forms of GTP. The
implications of the findings for GD are discussed.

S-8C3

Positive schizotypy and internet gaming addiction as predictors of
Game Transfer Phenomena in daily life: A diary study

JULIO CESAR LLAMAS ALONSO', LIA KVAVILASHIVILI', GEORGE GEORGIOU',
ANGELICA BEATRIZ ORTIZ DE GORTARF

"University of Hertfordshire

2University of Bergen; University of Li¢ge

Background: Large-scale survey studies of the Game Transfer Phenomena (GTP) on more
than 5,000 gamers have found that approximately 90% of participants reported having some
GTP experiences in the previous 12 months. In addition, a positive relationship has been
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reported between self-rated GTP frequency and gaming habits (e.g., playing frequency and
session length), drug use, sleep disorder, and depression. However, the frequency of GTP in
shorter time periods (e.g., 7 days) is not known as well as how it correlates with different
indices of psychopathology (e.g., schizotypy) and other spontaneous phenomena (e.g., day
dreaming, etc.). Method.: A total of 38 gamers (32 males; mean age = 26.70, SD = 6.52) were
asked to report GTP experiences by keeping a digital diary for 7 days. They also completed
several questionnaires measuring the GTP frequency, internet gaming addiction, anxiety,
stress, depression, schizotypal traits, as well as mind popping and day dreaming. Linear cor-
relation and regression analyses were conducted. Results: Most of the participants (82%)
recorded at least one GTP experience during a 7-day period. GTP experiences were reported
as being triggered by external stimuli, occurring during automatic activities, under low levels
of concentration, and were perceived emotionally neutral. In addition, scores of internet gam-
ing addiction and positive schizotypal personality traits were significant predictors of GTP
frequency when controlling for other variables.

S-8C4

Relationship between self-control dimensions, emotional regulation
and problematic gaming: The mediating role of the Game Transfer
Phenomena

ANDRZEJ CUDO'", NATALIA KOPIS-POSIEJ"?, KATERYNA SHCHEHELSKA'

'The John Paul II Catholic University of Lublin, Poland
2Medical University of Lublin, Poland

Background: Findings from previous studies suggest that deficits in self-control and emo-
tional regulation contribute to the development of problematic gaming (PG). However, the
relationship between these factors and players' gaming experience is not fully understood.
In this context, an important factor related to PG is players' experiences associated with
videogame experiences when not playing. Consequently, the study aimed to analyse the rela-
tionship between self-control dimensions, emotional regulation, and PG mediated by Game
Transfer Phenomena (GTP). Method: The study comprised 358 video game players (179
females; age range from 18 to 35 years; M=22.36, SD=3.00 years). The severity of PG was
assessed using the IGDS9-SF, and self-control dimensions were assessed using the 50-item
Self-Knowledge New Sheet. The emotional regulation was assessed using the Emotional
Regulation Questionnaire (ERQ). Results: The results showed that the relationship between
PG and self-control dimensions, such as inhibition and adjournment, proactive control, and
goal maintenance, was mediated by GTP. Additionally, GTP mediated the relationship be-
tween PG and emotional regulation dimensions such as expressive suppression. There was
a mediation effect between inhibition and adjournment and PG via expressive suppression
and GTP. A similar mediation effect was observed between goal maintenance and PG. Con-
clusions: The study results suggest that deficits in self-control and emotion regulation may
contribute to a higher prevalence of GTP and thus lead to greater absorption in playing video
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games. More specifically, deficits in self-control may make it difficult to stop non-real-world
gaming sensations and behaviours. Consequently, frequent GTP experiences may increase
game craving.

S-8C5

Game Transfer Phenomena as a mediator between motives for gaming,
game features and problematic videogame playing

EMILIA ZABIELSKA-MENDYK, ANDRZEJ CUDO
The John Paul II Catholic University of Lublin

Background: Some of the important factors associated with the problematic videogame play-
ing (PVG) development are the motives for using games. Also, the game itself may have
features that support greater engagement and, thus, increase the possibility of developing
PVG. In this context, greater game engagement may manifest in transferring sensations from
the game to the real world (i.e., Game Transfer Phenomena, GTP). Consequently, the study
aimed to investigate the mediating role of GTP in the relationship between motives for play-
ing, game features, and PVG. Method: The study was carried out on a group of 675 video
game players (340 female) aged from 15 to 45 years (M=31.74; SD=7.75). The IGDS9-SF
was used to assess PVG. The transfer of game experiences was assessed with the GTP Scale.
The importance of the video game features for the gamers was measured by a modified ver-
sion of the Video Game Feature Taxonomy (VGFT). Motives for playing was assessed by
the Motives for Online Gaming Questionnaire (MOGQ). Results: The findings showed that
GTP mediated the relationship between PVG and the importance of game features such as re-
wards, presentation, punishment, and social features. Additionally, the relationships between
PVG and motives for playing such as fantasy, social, coping, skill development, recreation
and social were mediated by GTP. Conclusions: The findings suggest that GTP may mediate
the relationship between motives for playing, game features and PVG. Specifically, they can
provide a background to explain the relationship between game features and PVG.

ICBA2022 / June 20-22, 2022 / Nottingham, United Kingdom 234



Session 8C Symposiums and paralell sessions

S-8C6

Proposed methodology for assessing Game Transfer Phenomena in
clinical contexts

ANGELICA BEATRIZ ORTIZ DE GORTARI', ALEX BASCHE?

University of Bergen; University of Li¢ge
*Private practice, Reset From Tech

Background.: Players identified with gaming disorder tend to experience Game Transfer Phe-
nomena (GTP; e.g. intrusive thoughts, imagery and hallucination-like phenomena with game
content, perceptual distortions, dissociations and impulsive behaviours towards game-related
stimuli). However, GTP is usually not addressed in patients with gaming disorders, and dif-
ferential diagnoses are not considered GTP when dealing with psychotic symptoms involving
videogame playing. Methods: Four clinical cases (males, 10—16 years old, playing time 6—10
h/day) illustrated GTP in clinical populations and exemplified the procedure for assessing GTP
in clinical contexts. Results: Motives for consultation included confusion between fantasy and
reality and dysfunctional videogame playing. Patients showed hallucinations and delusion
with game content, tantrums when unable to apply game abilities to real life and compulsive
attempts to induce GTP for counteracting playing reduction. The primary clinical diagnoses of
patients include gaming disorder, depressive disorder, general anxiety, paranoid schizophrenia
and autism. The methodology proposed for assessing and applying the GTP framework in
clinical practice includes three phases: the identification and periodic assessment of GTP via
a validated scale, clinical interviews examining the interplay between symptomatology and
GTP and cognitive—behavioural techniques complemented by psychopedagogic material on
GTP to modify cognition/behaviours Conclusion: Excessive, impaired control over gaming is
core to gaming disorder, and experiencing GTP can contribute to the maintenance of symp-
toms and relapse. Assessing GTP in clinical cases involving gaming disorder and psychosis
can serve as a psychopedagogic tool and support differential diagnoses.
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