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Introduction
Context

Internet gaming has long been regarded as an ordinary leisure activity amongst others,
until the growing number of addiction cases (Internet Gaming Disorder, IGD) [up to 27.5%
of all internet gamers (1)] raised the interest of the media, due to the severe consequences
associated with its excessive usage: sleeping problems, reduced social interactions or deep
depression (2). After many years, this mediatization has finally, but only recently, found
some echo with the World Health Organization, which listed this phenomenon in the
International Statistical Classification of Diseases and Related Health Problems (3). This
did however not convince the American Psychiatric Association, which continues to
maintain this pathology in their Diagnostic and Statistical Manual of Mental Disorders
(DSM-5) under the category “Conditions for Further Study”. As a consequence of this
partial recognition, research on IGD has for years been confined within the model of a
pathological evolution of the Motivation Factors for a leisure activity, delaying accordingly
the emergence of other (broader) models such as those integrating cognitive aspects.
Models which should have gained greater attention.

The motivation factors of the internet game play

Since the emergence of IGD, investigations on its causes have been carried out
primarily by searching for the motivations for a leisure activity, as inspired by the
pioneer work of Nick Yee (4); leading to the identification of recurring Motivation
Factors (5), namely:

-The social dimension: social interactions sparked by the video gameplay.
-The competition: enjoyment from challenges with other people.

-The skill development: the pleasure of improving skills, usually coordination in video
gaming context.

-The recreation: the pleasure of playing.
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-The achievement: the enjoyment of making progress in the
game, to some extent related to the reward loop mechanism.

-The means to cope: approach to reduce the intensity of
negative emotions or tensions, and to forget daily difficulties.

-The immersion: immerging into a different world, mostly full
of fantasy.

-The fantasy: actions set in an imaginary world.

-The escapism: withdrawal from reality.

The cognitive models of the internet
game play

This stable, i.e. consolidated list of Motivation Factors, result
from years of research, but has in recent years been challenged by
some researchers (5) considering simple factors as insufficient for
fully explaining the changeover into a dependance of what primarily
a hobby is. From this view have emerged several cognitively
integrative models such as PACE, which have recently, in a work
of (6), been rationalized under the umbrella of the three
psychological needs Self-Determination model (SDM) (7),
composed of:

-The need for Autonomy: feeling of ownership.
-The need for Competence': feeling of adequate capability.

-The need for Relatedness, or more accurately, the need for
“Belongingness”. Indeed, “Relatedness” is usually mainly used
for describing the genetical/genealogical connection between
individuals (e.g. siblings, parents...), and not the human
emotional need to interact with others, i.e. to be connected to
a group in a quest for acceptance, as expressed in “Belongingness”.

Discussion
The limits of the motivation factor model

As shown above, the achieved maturity of the Motivation Factor
view of IGD has raised initiatives for including it in a larger
cognition-based framework, but despite this apparent inclusion,
the two approaches continue to be perceived as two independent
ones. This can be partly explained by the apparent absence of need
dimension within the factors, a feature necessary for the emergence
of dependance syndromes: salience, withdrawal, mood modification
(irritability, conflict trigger...) (8) or the neglect of the most basic
human obligations, like feeding a newborn baby, as reported from
Korea with the case of Kim Sar.

1 Accordingly, poor skill (and the resulting boredom) probably constitutes

the best protection against the internet video game addiction.
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The needs of the self-determination model

On the basis of this analysis, we undertook to attribute to each
Need the relevant Motivation Factors, a task we completed quite
easily with respect to Autonomy and Competence (“Recreation”,

» o«

“Achievement”, “Skill development”), but regarding Belongingness,
no Motivation Factor seemed to suit this latter Need. The solution
came when we realized that the emergence of the “Belongingness”
should be described not only as the result of the initiatives of an
individual towards a group for gaining acceptance, but also as all
actions of an individual to be at the center of the group attention>.
This view would explain many basic behaviors such as the use of
make-up, the tattooing & piercing, some provocative attitudes, the
attractiveness for social media, or the aspiration for wealth & power
(CEO, politicians) (9), and for IGD would allow to elaborate a
rational behind the dependance; a player in quest for the attention
of other players (“Social”) will invest in deleterious i.e. addictive

» «

hours of practice (“Skill development”, “Competition”) for reaching
the game mastering level that will give them the attention (i.e. will

reward them) they look for.

An extended self-determination model to
encompass the escapism need

Having overcome this first difficulty, the second one arose: some
Motivation Factors (“Coping”, “Immersion”, “Fantasy”, and
“Escapism”) found no SDM Need to be associated with. This
absence of connection was even more surprising since all these
factors cover the same concept, the Escapism “the way of avoiding
an unpleasant or boring life, especially by thinking, reading, etc.”
[Cambridge Dictionary], an association already made by N.Yee (4)
for the Immersion, and by (10), for the Coping.

Based on these considerations and the reported preponderance
of Escapism in the development of the IGD (11), we came to the
hypothesis that “Escapism” is a Need on its own (“A thing or a
feeling that when deficient causes a clear adverse outcome, a
dysfunction or death”, according to the Cambridge Dictionary), an
assumption we could not support with any reference, since the
notion has never been studied from this angle. Nevertheless, we
were able to find one indirect evidence of its importance through
the work of (12) on the “mind-disengagement”.

In their experiment, the authors left subjects alone in a room
with absolutely nothing to do, except the possibility of
administering electric shocks to themselves. At the end of the
experiment (15 min of idleness) 43% of the subjects had
administered at least one electric shock to themselves, confirming

2 It can be speculated that the Need of Attention is also at play in the
maintenance of the perennity of the human species, toddlers depending for
their survival on their capacity to attract the attention of the adults they
depend on, and similarly, for reproduction, the connection with a sexual
partner also depending on the capacity by an individual to attract the

attention of another.
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the difficulty for humans to maintain a disengaged mind, i.e. the
necessity for humans to escape from the ground reality.

The extended self-determination model, a
predictive model

With the identification of this last element, and its adjunction to
the SDM, we obtain a model covering all Motivation Factors, i.e.
potentially able of prediction.

Therefore, while looking at game genres, we can expect that a
form integrating the four Needs would be the most addictive i.e.
having the highest proportion of IGD sufferers. And this is indeed
what we observed with the MMPORG [28% of IGD-suffering
players (13)], a game genre featuring the immersion in a virtual
world (Escapism), integrating an exploration mode (Autonomy of
decision), and with a multiplayer mode (Need of Attention,
i.e. Belongingness).

Similarly, it can therefore be expected that people in high need
of Autonomy will develop a dependence on any activity offering
this, such as internet video games. ADHD sufferers belong to this
category of persons (up to 39% of the IGD population) (14) who are
known for their difficulty in dealing with social codes and
constraints (15).

IGD is also known for its strong association with depression,
commonly 32% and up to 75% of the subjects (16). This prevalence
would be regarded as the result of playing internet video games as a
means to fulfill the need of Escapism, rendered particularly high by
the depression and the boredom associated with it. The fulfillment
of the Escapism Need would also explain the motivation for the
Hikikomori for playing (17).

The limited efficacy of therapies explained

In the light of these arguments in favor of the involvement of
Needs-fulfillment (Competence, Autonomy, Belongingness,
Escapism) in the development of the IGD, the limited efficacy of
therapies (18, 19) could be explained by their deficiency vis-a-vis the
necessity of a Need-fulfillment. Under these considerations, only
therapies axing their approach on the activity substitution® but with
the same type and level of fulfillment or putting their focus on the
development of even stronger Needs, such as autonomous food
supply, would have a chance to significantly influence the course of
a IGD development.

3 Not easy, the natural laziness of humans (energy preservation) renders any
activity “demanding” i.e. unattractive (if not disgusting), in particularly in
comparison with the easy-going ones offered by the internet video

games play.
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Conclusion and outlook

As we have seen, both the development & reinforcement of IGD
are driven by the quest for the fulfilment of Needs — Competence,
Autonomy, Belongingness (in a sense of attention seeking), and
Escapism - i.e. driven by strong instincts which incidentally weaken
the potential for therapies (e.g. cognitive-behavioral therapy,
bupropion medication...) or prevention measures (e.g. boredom
through extremely easiness of play, deployment of permadeath
feature...) to reduce the number of IGD suffering people. By
presently addressing the central role played by these Needs, we
hope to raise a new interest for the systematization of the usage of
the Need-fulfilling activities (e.g. sport activities) in the treatment
and prevention of this disorder.

Author contributions

SP: Writing — original draft.

Funding

The author(s) declare that no financial support was received for
the research, authorship, and/or publication of this article.a

Acknowledgments

The author thanks the persons he knows and are suffering from
this disorder, for the motivation to compile this paper. The author is
very grateful to Ms. Gisela Wallace for a review and correction of
the manuscript.

Conflict of interest

The author declares that the research was conducted in the
absence of any commercial or financial relationships that could be
construed as a potential conflict of interest.

Publisher’'s note

All claims expressed in this article are solely those of the authors
and do not necessarily represent those of their affiliated
organizations, or those of the publisher, the editors and the
reviewers. Any product that may be evaluated in this article, or
claim that may be made by its manufacturer, is not guaranteed or
endorsed by the publisher.

frontiersin.org


https://doi.org/10.3389/fpsyt.2024.1341140
https://www.frontiersin.org/journals/psychiatry
https://www.frontiersin.org

Porcher

References

1. Mihara S, Higuchi S. Cross-sectional and longitudinal epidemiological studies of
Internet gaming disorder: a systematic review of the literature. Psychiatry Clin Neurosci.
(2017) 71:425-44. doi: 10.1111/pen.12532

2. Minnikko N, Ruotsalainen H, Miettune J, Pontes HM, Kéiridginen M. Problematic
gaming behavior and health-related outcomes: A systematic review and meta-analysis. ]
Health Psychol. (2020) 25:67-81. doi: 10.1177/1359105317740414

3. World Health Organization. Gaming Disorder - What are gaming disorder?
(2018). Available online at: https://www.who.int/features/qa/gamingdisorder/zh/.

4. Yee N. Motivations for play in online games. Cyberpsychol. Behav. (2006) 9:772-5.
doi: 10.1089/cpb.2006.9.772

5. Biacklund C, Elbe P, Gavelin HM, Sérman DE, Ljungberg JK. Policy and
prevention efforts for gaming should consider a broad perspective. ] Behav Addict.
(2022) 11:667-88. doi: 10.1556/2006.2022.00053

6. Scerri M, Anderson A, Stavropoulos V, Hu E. Need fulfilment and internet
gaming disorder: A preliminary integrative model. Addictive Behaviors Reports 9, 100-
144. Addict. Behav. Rep. (2018) 23:9:100144. doi: 10.1016/j.abrep.2018.100144

7. Deci EL, Ryan RM. Intrinsic motivation and self-determination. In: Human
Behavior. New York: Springer New York: Springer New York, NY (1985). doi: 10.1007/
978-1-4899-2271-7

8. Griffiths MD. The psychology of addictive behavior. In: Cardwell M, Clark ML,
Meldrum C, Waddely A, editors. Psychology for A2 level. Harper Collins, London (2009). p.
436-71.

9. Baumeister RF, Leary MR. The need to belong: Desire for interpersonal
attachments as a fundamental human motivation. Psychol Bull. (1995) 117:497-529.
doi: 10.1037/0033-2909.117.3.497

10. Melodia F, Canale N, Griffiths MD. The role of avoidance coping and escape
motives in problematic online gaming: A systematic literature review. Int ] Ment Health
Addict. (2020) 20:996-1022. doi: 10.1007/s11469-020-00422-w

Frontiers in Psychiatry

04

10.3389/fpsyt.2024.1341140

11. Wang H-Y, Cheng C. The associations between gaming motivation and internet
gaming disorder: systematic review and meta-analysis. JMIR Ment Health. (2022) 9:
€23700. doi: 10.2196/23700:10.2196/23700

12. Wilson TD, Reinhard DA, Westgate EC, Gilbert DT, Ellerbeck N, Hahn C, et al.
Just think: The challenges of the disengaged mind. Science. (2014) 345(6192):75-7.
doi: 10.1126/science.1250830

13. Na E, Choi I, Lee T-H, Lee H, Rho M-], Cho H, et al. The influence of game
genre on internet gaming disorder. ] Behav Addict. (2017) 6:248-55. doi: 10.1556/2006.6.2017.033

14. Cabelguen C, Rocher B, Leboucher J, Schreck B, Challet Bouju G, Hardouin J-B,
et al. Attention deficit hyperactivity disorder and gaming disorder: Frequency and
associated factors in a clinical sample of patients with Gaming Disorder. ] Behav Addict.
(2021) 10:1061-7. doi: 10.1556/2006.2021.00074

15. Tong L, Kawachi I. Factors moderating the link between early childhood non-
parental care and ADHD symptoms. Heliyon. (2021) 7:¢08562. doi: 10.1016/
j-heliyon.2021.e08562

16. Ostinelli EG, Zangani C, Giordano B, Maestri D, Gambini O, D'Agostino A, et al.
Depressive symptoms and depression in individuals with internet gaming disorder: A
systematic review and meta-analysis. ] Affect. Disord. (2021) 284:136-42. doi: 10.1016/
jjad2021.02.014

17. Stip E, Thibault A, Beauchamp-Chatel A, Kisely S. Internet addiction,
hikikomori syndrome, and the prodromal phase of psychosis. Front Psychiatry.
(2016) 7:6. doi: 10.3389/fpsyt.2016.00006

18. Zajac K, Ginley MK, Chang R. Treatments of internet gaming disorder: a
systematic review of the evidence. Expert Rev Neurother. (2020) 20:85-93.
doi: 10.1080/14737175.2020.1671824

19. Petry NM, Zajac K, Ginley M, Lemmens J, Rumpf HJ, Ko CH, et al. Policy and
prevention efforts for gaming should consider a broad perspective. ] Behav Addict.
(2018) 7:543-7. doi: 10.1556/2006.7.2018.64

frontiersin.org


https://doi.org/10.1111/pcn.12532
https://doi.org/10.1177/1359105317740414
https://www.who.int/features/qa/gamingdisorder/zh/
https://doi.org/10.1089/cpb.2006.9.772
https://doi.org/10.1556/2006.2022.00053
https://doi.org/10.1016/j.abrep.2018.100144
https://doi.org/10.1007/978-1-4899-2271-7
https://doi.org/10.1007/978-1-4899-2271-7
https://doi.org/10.1037/0033-2909.117.3.497
https://doi.org/10.1007/s11469-020-00422-w
https://doi.org/10.2196/23700:10.2196/23700
https://doi.org/10.1126/science.1250830
https://doi.org/10.1556/2006.6.2017.033
https://doi.org/10.1556/2006.2021.00074
https://doi.org/10.1016/j.heliyon.2021.e08562
https://doi.org/10.1016/j.heliyon.2021.e08562
https://doi.org/10.1016/j.jad.2021.02.014
https://doi.org/10.1016/j.jad.2021.02.014
https://doi.org/10.3389/fpsyt.2016.00006
https://doi.org/10.1080/14737175.2020.1671824
https://doi.org/10.1556/2006.7.2018.64
https://doi.org/10.3389/fpsyt.2024.1341140
https://www.frontiersin.org/journals/psychiatry
https://www.frontiersin.org

	Internet gaming disorder: the four needs of the addiction
	Introduction
	Context
	The motivation factors of the internet game play
	The cognitive models of the internet game play

	Discussion
	The limits of the motivation factor model
	The needs of the self-determination model
	An extended self-determination model to encompass the escapism need
	The extended self-determination model, a predictive model
	The limited efficacy of therapies explained

	Conclusion and outlook
	Author contributions
	Funding
	Acknowledgments
	Conflict of interest
	Publisher’s note
	References


