EAANVIKNA Etaupeio MeAETNC TNG
Awatapoxnc EBopol oto Atadiktuo

GAMING DISORDER

Ap. Kwvotavtivog E. Ztwpog

Wuyxiatpog nadiwv kat epnpwv - Npoedpog EEMAEA
Ewd1ko latpeio EOLopoU oto Aladiktuo
Navermotnuiakn Wuyxtatpikn KAwvikn MEN Adploog



[Lati n ayopd twv video games
A PAyEL Tooa TOAAQ KEPON;

 To 2018 «ekoge» 137 6uo. doAapra. To 50% tou
tlipov mpoNABe amo ¢dopnTEC OUOKEVLEC. Ta
npwtela €xouv n Kiva, ot HMA kat n loanwvia.
Baowko mpoiov; H dtookedaon.

* To mepacpeEVo €toc n PBrounxovia video games
kateypape 13,3% auvénon, HE TPOOTTIKN Vo
ayyiéel ta 180 Sio. SoAapla to 2021.

* JUUPwva pe Tov apoxo dedopevwv Newzoo, To
51% twv €c0dwv ponABe amo tablets kat smart
phones, 10 24% oo PC kot to 11% amo KovoOA&c.
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At tou dopatoc eival o TopEac Twv Pndlakwv omop, ta omnola
anedwoav 906 ekat. eupw To 2018 KO «TPEXOUV» WE E€TNOLA
avénon 40%.

Mpokewpevou va avtingdOet KaVELq OUVOALKQL TO MEYeBOC ™g
Bopnyaviacg video games, apkel va ava)\oytotst OTL TOV TIEPOLVO
TeEAlKO TOou League of Legends, &voc eﬁatpstLKa 6nuoc|>0\ouq
T[OLLXVL5LOU napaKo)\ouenoav 74 sKatouuupLa avOpwrol ar’ 0Aov
Tov Koopo. Ou 10 mailkte¢ TmTOU aywviotnkov -Kal otnv
TIPAYMOTIKOTNTA €KAVOV QATMAWC TO XOUTL TOUC- KEPOLOOV HEPLKA
ekaToppUpLla SoAdplo LECA OE pia pHEPQL.

2€ OUTO TO oUVEXWC e€eAlocopevo meptBarlov n e€€ALEn Ttwy video
games Telvel mpo¢ OUo katevBuvoels: tnv Texvntn Nonupoouvn
(Artificial Intelligence, Al) kot tnv Emavénuevn Mpoaypatikotnta
(Augmented Reality, AR).

Ta rtayvidla avoxtol kwdika Ba epdavidovtal OAo Kal Lo cuxVa,
Sdlvovtag tn OSuvatotnta otoug¢ gamers va  Snuoupyoulv
nopaAloyec tou matxvidlol peoca oto dlo to moaxvidl N Kot va To
aAAalovuv.



GAMES 2THN EKTAIAEY2H

«Klvntn pabnon» N «xwplc opta» pabnon» (Wong &
Looi, 2011)

MeExpL ONUEPO, UTIOPXEL EVAC OUEAVOMEVOC apLOUOC
EPEVUVWV OL omolec sotialovy, HeETAEL aAAwyv, oTtn XpNon
Kol EMidpaon tTNg emavénuevng npaypotikotntoc (AR) oe
Sladopa YVWOTLKA OVTIKELLEVA OTIWC yLa TtapAdELyYMQ,
ota Mabnuotika (Estapa & Nadolny, 2015), Ttnv
ekpaBnon NMwoowv (Solak & Cakir, 2015), tTn Mnxawvikn
(Costa & Arsenio, 2015), tnv Texvn (Daponte, De Vito,
Picariello, & Riccio, 2015) kat ti¢ Quolkec EmLOTAUEC
(Chen & Liao, 2015).



ANATOMY AR GAME
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Wndraka rayvidia we epyaAeia
nabnonc yio modia pe LUTIGUO

* To Yndako mawyvidy, Olvel tn OSduvatotnta
£loaywync Tou pabntn HE QUTIOMO OfE €va
eANEYXOUEVO nepLBaiiov 1{0]V) glval
npoBAePipo, Oev  TEPLEXEL  KOLVWVLKA
epeBilopata kat tov BonBa va dtatnpnoetl Tnv
NMPOOOXN KOl OUYKEVIPpWON TOU Of pLd
dpootnpLlotnta.
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T1 €ival Ta OIO0IKTUAKA TTAIXVIOIQ;

Ta T1eAeutaia xpovia, Ta  Traixvidla autd  utrooTnpidovral,  Atro
TTAIXVIOOUNXAVEG KAl KIVATA TNAEQWVA, QATTOKTWVTAG OKOPO MEYOAUTEPN
TTPOOBacn oTo EUPU KOIVO.

2 OIOEKATOUMUPIO XPNOTEG

H Utrapgn €vog eviaiou KOOMPOU, O OTTOIOG ouveyiCel va uioTaTtal akoua
Kal OTav 0 XproTtng Ogv gival TTapwv

H duvaTtdétnta ouvuTtapgng EKATOVTAdWY N XIAIAOWYV TTAIKTWY TAUTOXPOVA

Ta Traixvidla autd Ogv «Tepuaridovraly TIOTE, OTIWG OUVERAIvVE
TTAAQIOTEPQ.



FORTNITE

AYOTtNUEVO KUPLWCE aTtO T ayOpLAL OXOALKNG
NALKLOLC

Huepounvia mpwtng kukAodoploc 26/9/2017
TpoypoupuaTloTnC : Epic Games

Aatdoppec : Android, PlayStation 4, Nintendo
Switch, Xbox One, iOS, Microsoft Windows,
Classic Mac OS

200.000.000 xpriotec ava tov koopo Noep. ‘18

2TOX0C TNC Epic To 2018-19 to Fortnite va yivel
£val OAOKANPpWHEVO esport emevOéUovTaC
100.000.000 S

2 GAME AWARDS 2018




4 otolyelo tou Kavouv to Fortnite
Battle Royale tooo emttuynuevo

1.I'Ip0|<8Ltou yla Eva KoAodtlaypevo maxvidl, Le pooeypeEva, AN
oxL cbwtopea?\tcuka VpodLKA (EXEL XOPOAKTNPEC TEPLOCOTEPO
Kaptouv) Kol ouvexn épaocn.

2.2NUOVTLKO €lval KoL TO KOWWVLKO oTolxelo adou moAAoi mailouvv
LLE TOUC ch?\ouq TOUC KoL OUVTOVLZovraL uL)\wqu o€ opadLKO
SdLaAoyo yla To twe Ba TPOoXWPHOOUV CUVEPYATLKA.

3.Yrtapyxouv Opwc Kal Alyotepo epdavn otoxeia. O oxedlaopuog tou
TaLXVIOLoU €lvol TETOLOC TIOU €VOG MECOC TIAKTNG UITOPEL va XAVEL
v maptida Adoyw otiyplaiag eEAAeng tuxng N anpooeéiag, onote
KOlL EXEL LOXUPO KivnNTpo va Eavamaiéel motevovTac OTL TNV EMOLEVN
dopa n EkPaon Ba elvat kKaAUTEPN.

4.AmO TN OTWyUn Tou To TayvidL elval SlaBEolpo o OAEC TLG
yvwoteg mAatdoppec (Windows, Mac, Xbox, Playstation) oAa ta
TaLdLA TTOU €XOUV UL CUOKEUN UtopouV va mailouv omotedAmoTe
Kol o€ omoLodnmote mepParlov €xeL cuvdeon e To Sladiktuo.



To mpwto Maykooutlo MpwtdBAnua tou Fortnite oAokAnpwBnke
otn Néa Yopkn 29/7/19. O Kyle «Bugha» Giersdorf amo tnv
MNevol\Bavia katadepe va emKkpatnosl amevavit o€ 40
EKOTOMHUPLO TIAKTEC A0 OAOV TOV KOOMO KOl VO KOTOLKTHOEL TO
LEYAAO TPOTIOLO, TO OTOl0 TOV EKOVE TAOUCLOTEPO KAt 3
ekaToppUpLa SoAapla




Top 10 USA Universities with the Best
eSports Programs and Facilities

. Maryuville University of Saint Louis

. Miami University (Ohio)

. University of California at Irvine

. Robert Morris University (lllinois)

. lllinois Wesleyan University

. University of Utah

. University of Akron (Ohio)

. University of California at Berkeley
. Boise State University

* 10. Georgia State University

[ J
OCoONOOTULA,WNER

(S. Korea, China, UK, Finland, Norway, Russia, Singapore, Brazil)



PEGI-ESRB

e Ymapyxel ocvotnuo Babupoloynonc maxviolwv
avAaAoya LLE TNV POTELWVOLLEVN EAAXLOTN NALKLAL
TwV Tolktwyv tou (PEGI-ESRB). 2to ocuotnua
PEGI (Eupwrmn) vumapxet amAa n €Aaxiotn
nAlkia o€ mapéEvOeon (r.x 18 onpaivel otL TO
rioyvidL elvat akataAAnAo yia avnAikoug). 2To
ovotnuo ESRB (Apepikn) ta apxka onuoivouyv
eC (3-5 stwv), E (6-9 etwv), E10+ (10-12 eTwv),
T (13-16 stwv) ,M (17+ etwv), AO (gvAAikoc
LLOVO)



VR GAMING




Virtual Reality games:
4 TPAYLOLTOL TTOU TIPETTEL VA YWWPL(OULE

1. Eva kowo mpoPfAnua ue 10 VR, eLOLKA TIC TIPWTEC
TOALOTEPEC u?\onomoaq, elval WG LTTOpEL va TtpOKa?\ecst
atovnuata {aAnc, vautiog Kat KoUpoon G TwV UATLWV.

2. Mailovtog eva VR mowyvid, €va maldl ormokomrtetal
MANPWC amo to MePLBAAAOV TOu, HE QMOTEAECUO va €lval
ETIPPETIEC OE ULKPOATUXNUATA.

3. Ta evtova ouvalcOnpata tov Ba Buwoel to nodi og eva
VR mawxvidt pmopel va TO oakoAoubBrjoouv kal va
Sdtatapaouv Tov UMVO Kol TNV NPEUIO TOU, OTIWC €AV HLOVO
Tou TtepLdLAPatve Toug Kakopnuoug SpPOUOUC pLog TTOANG.

4. H peyaAn aAnBodaveia twv VR moyviblwyv pmopei va
ETMNPEACEL TOAU TIEPLOCOTEPO TN OCUUITEPLPOPA EVOC
riotdLov amo €va artAo oy vidL.



Naykoopioc Opyaviopoc Yyeiog — ICD-11
‘Gaming Disorder’, 6C51 (2018)

e Jtic 18 louviou 2018, o Maykoopioc Opyaviopog Yyeiog
(M.0Y), peTta amoO TPOOCEKTLKN), TOAUETN €E€TOION TWV
TEAEUTOLWY  EPELVNTIKWY Kol  KAWIKWY  dedopevwy,
ouunepleAaBe otnv teAeuvtala evbeEkatn €kdoon ToOU
emionuou KataAoyou OAwv twv acbBevewwv (International
Classification of Diseases, ICD-11), tn dtatapoxn royvidlou
(Gaming Disorder, kwdikog 6C51).

 Avutn n Yuxikn Olatapaxn Kotnyoplomolnbnke umo tnv
VEVLIKOTEPN Katnyopla ‘Olatapayxwv Aoyw  €0LoTIKwY
ocuunepupopwV’ (disorders due to addictive behaviors).

* EmutoAaocpoc 3-4% (WHO 2018)



XoapaKtnpelotika dratapaxnc NAEKTPOVIKOU
Loy vioLou

A) LELWUEVOC AUTOEAEYXOC WC TIPOC TO TaLXVLOL

B) to matyvidL armokTd oAoEVA KAl LEYOAUTEPN
npotepaLlotnTa otn {wr), 0TO ONUELO TTOU VO EPYETAL TIPWTO
EVOVTL TWV AAAWV evdladepoviwy ot {wn Kol TwV
uTtoAOLTIWV SPaCTNPLOTATWVY

) cuvExLon Tou matyvidLou apa TNV ERGAVLION APVNTIKWV
OUVETIELWV.

QUTO TO uorLBo CUUTTEPLPOPAC npena va. €XEL OPKETN
Bopuinta wWOoTE va ocSrwa of3 onuavuKn emiBapuvon oe
npoomeo OLKOVEVELOLKO KOWWVLIKO,  EKTTOLOEUTLKO,
gpyaoloko enimedo n o€ AANOUC ONUOVILKOUC TOMELC
AELTOUPYLKOTNTAC-XPOVLIKNC OLapKeLlaC 12 pnvwv

Kpttnpla armokAelopoU — umapén OutoAkng dtatapaxng n
dlayvwon ‘emikivouvou matyvidlov’



[MPODIA EQIZMENQY NAIAIOY-EOHBOY

42 wpec xpnonc/epdopada (Ztwpoc 2013)

MNavw amno tic 15 wpec/eBdopada apyilouvv ta npoPAnpaTa o
eninebo opyavwaonc TNS KoBnUePLVOTNTOC

H nAkia epdavionc tov eBLopol ocuveEXWE LELWVETOL

Gaming , Gambling kat Kowvwvika diktua ot KUPLEC EOLOTLKEG
ao)oAiec (Floros & Siomos 2012)

EuBUOLoN Kal por oTo €LKOVLKO TIEPLBAANOV Kol ATwAELA TNG
aioBnonc tou mpaypoatikou xpovou(Stavropoulos et al. 2013)

H kataBAwpn, eivat n ouxvotepn cuvvoonpn dltatapaxn.

H AEM-Y amoteAel KaAUTEPO TPOYVWOTLKO armo tnv KatabAwpn
oTnV avarntuén tou eBlopol oto dtadiktuo (Sariyska et al.
2015).

2 NUOLVTLKOC TIPOYVWOTLKOC HEIKTNC EMdavIoNC Kot AAAwWV
etaptroswyv oto uEAov (Fisoun et al. 2012)



ALOYVWOTLKN TIPOAKTLKN

. Xopnynon £PWTNUATOAOYLOU dSnuoypadpLkwv
otolxelwy, ocuvnBewwv xpnoncg H/Y kot Atadiktiou

. Xopnynong €KWV €pwTNUATOAOYIWY  €€€TAONC
TMOPAUETPWY €BLOMOU oe H/Y «kat Atadiktiou
(kAlpakee K.E.EDY, 0.C.S, IGD-9)

. Xopnynon &KWV EPWTINMUOTOAOYLWYV  OTOLXELWV
TPOCWTILKOTNTOLC

. Wuylatplkn exktipnon (tumikng KAWLKNG CUVEVTEUENC
ne  mapaAAnAn CUUTTANPWON NULOOUNUEVNG
OUVEVTEUENC WOTE VA UTTOPXEL EMOPKNG TEKUNPLWON).



H opBn kAwikn aéloAoynon mpemeL va yiveTal armo
NawdoPuylatpo N Wuyiatpo kat mephapPavel:

AfloAoynon tou BaBuol tnc xpnonc tou OLadlktliou HEOW
TILOTOTIOLNMEVWY  KALMAKWY - Wuyxopetplka epyadeia YDQ
(mpoocappoyn otov EAANVIKO mAnBuouod Siomos et al. 2008) ,
KEEDY (Zwwpocg kat ouv. 2009) kot OCS (mpoooapuoyny otov
EAANVLKO TANBUGoO Floros & Siomos 2012).

TNV UTTaPEN N OXL CUVVOCNPOTNTOC

TIC SLadLKTUAKEC OpaoTNPLOTNTEC OTLC OTmoleCc embLOeTAL TO
ATOMO

1o BaBuo otov omnoio to MPOBAnpa emnpedlel TIC PUCLOAOYLKEC
AELTOUpPYLEC TOU OTOUOU

TNV TPEXOUCA KOWWVLKN UTTOOTHPLEN

TN SUVAULKN TNC OLKOYEVELOLC



K.E.ED.Y (K.Ziwpog ka1 ouvepyaTec,2009)

Amto 20 (mou eivol To eAAXLOTO PE €ikoOL Aooouc) HEXPL 39 Bewpeltal KATTOLOC ATLOC
xpnotng, amo 40 €w¢ 59 xpnotng o kivbuvo €Blopov Kat armo 60 kol mavw (HLEXPL To
100 mou €lval To PLEYLOTO UE EIKOOL TTEVTAPLA) XPOTNG UE TILBavVO €0LOUO.

O mpwTto¢ mapdyovtag anoteAsital ano 6 Anpuoata (epwtnoelc 11, 12, 13, 16, 17, 18)

kat artodidel tnv EAAelPn avtoeAéyxou otn xprion H/Y.

O Seutepog mapdyoviog anoteAeltal ano 6 Apupata (EpwinoeLg 6,

8, 14, 15, 19, 20) amobidovtac tnv napapeEAnon tne epyaociac ano epnfou.

O _tpitog moapayoviag armoteAeitat and 5 AQpuata (spwtioewc 3, 4, 7, 9, 10) kat
amodidovrag tnv enidpaon oTNV KOWWVIKOTNTA, EVW TEAOC

0 _TETAPTOC Iapayovrag anoteAeital anod 3 Anppata (epwtnoeslc 1, 2, 5) anodidovrtac tnv
UTtEPEVOLOXOANON UE Touc H/Y.

YTaBuon KALpaKag LETpNong tou eBlopol Twv ednBwv oToug
NAEKTPOVIKOUG UTTOAOYLOTEC

K.E. Zuwpoc, I.A. ®Awpog, O.A. Moulag, N.B. AyyeAomouAog
WYXIATPIKH, 20(3), 222-232, 2009



Online Cognitions Scale (OCS) (Davis, 2002)
Am6o001 - Tpocappoyn) otov EAAnvike tinBvono katomv adciog: I. Phompog — K.Xwopog., 2012

AvTO TO EPOTNNATOAOYIO GO POTEH TIS CKEWYELS GOG TTOV GYETICOVTUL IUE TO ALNOTKTVO. LTIS ETONEVES EPMTIGELS EMAEEETE Evay
opOpd petald Tov 1 Kol Tov 7 cOHP@VE PE TN TEPIKATO KAIPOKA.
AWPOVO 0TOAMOTOG 1 2 3 45 6 7 ZUHQPOVO OTOAMTOG

Social Comfort PIU (MaBoAoyikl xXpRon AladIKTUou AOyw KOIVWVIKAG
aC@AAEIOG)

1. AwOavopor meprocoTePo aGveTo moPd 7OTE OTOV EIPOL GUVOEOENEVOS/N O©TO
AWadiKTVLO.

3. Awe0davopor TEPLoGOTEPT 0.6QPAAELN TAPA TOTE, OTAV EIRAL 6TO ALOOIKTVO.

6. Mrmopeig va yvopicelg Eévav avOpomo kKaATEPO 6TO0 AladikTVO 00 OTL TPOCMOTO-E-

TPOCOTO.

7. Xoyva aweOavopor yoinvn 0tav €ipot cvvoedepEvoc/n 6To AladikTvo.

8. Mmop® va gipor 0 €0VTOS POV 0TAV EipUL GVVOEOENEVOS/N 6TO ALOOIKTLO.

9. Ewonpatrtem meprocotepo oePfacpd ovvoedepnévog/n 6to Aediktvo amdé 060 o1

‘Tpaypatikn Con’.

13. O avOpmmoL pe aw0d£(OVTAL Y0 AVTO TOV EIpL, OTOV EIPOL GVVIEdENEVOS/T.

14. Ot 010OIKTVOKES GYEGELS UTOPEL VO TPOGPEPOVV PEYAAVTEPT TANPOTNTA OO OTL OL

OY£6ELS EKTOS TOV ALUOIKTVOV.

16. Eipol 6t KOAVTEPN HOV PAON 0TAV EIHAL GVVOEOEREVOS-T| 6TO ALXOIKTVLO.

18. Oa 110gha o1 @iror Kon 1| 01KOYEVELD MoV va NNEEPAY TMS e Oewpovv o1 GvOpomToL 6TO

AwdikTVO

19. To AwedikTVO £ivor TEPLGGOTEPO ‘TPAYNOATIKO’ 00 OTL 1) TPOypaTIKY) Coon.



Lonely/Depressed PIU (Ma@oAoyik xpron AiadikTiou AOyw povagidag/ katadAiyng)

2. EKT0G a6 Tovg avlpomovg mov Yvopilo 610 AladiKTLo EAAYLGTOL AVOPOTOL IE 0YOTOVV.
22. Avo0davopar AMyotepo novos/n 0tav iRl 6TO OL0OIKTLO

23. AEV pTOP® VO, 6® TOV EQVTO HOV VO, EIVOL TOTE YOPIS TO ALXOIKTVO Y10, TTOAD YPOVO

24. To AvadikTLO €lvan £vo GNUOVTIKO KoppaTtt TG Lo pov.

25. AwcOavopar afonOntoc/n otav dgv £xm npocPacn 6To AledikTvo

35. Mg gvoyAel N GVIKOVOTITO OV VO CTOUUTO® VA YPCLUOTOL® TOGO TOAD TO AL0OIKTVO.

Impulsive PIU (Ma@oAoyikni xprion AladIKTiou AGyw TTapopHNTIKOTNTAG)

4, Yoyva eEakohov0® vo £Ym OKEYELS OYETIKA NE KATL TOV Bimoa 6T0 AldIKTVO OPKETAE 0.POTOV XM
OLOKOWYEL T1] 6VVOEDT).

5. Otav elpor o610 AwdikTtvo ovyvad aweOavopor £va gidog ‘EEayns’ M ovvoreOpaTIKNG
LKOVOTTOinomNG.

10. Xpnopnomor® to AlodiKTVO TEPLGGOTEPO 00 OTL O EMpeTE.

11. Ov @A hot TaPATOVOVVTOL OTL PN CLUOTOL® TO ALXOIKTVLO VTEPPOAIKE TOAD.

12. TIoTé 0€v HEVEM GVVOEDEUEVOS 6TO ALUOIKTVO TEPLEGOTEPO YPOVO AT’ OTL ELY0. GYEOLATEL

15. Otav ogv eipol ovVOEIEREVOS-T], OVYVE OKEPTOUOL TO AL0OIKTVO.

17. O koopog £€® amd To ALOIKTLO Eival MYOTEPO GUVUPTUGTIKOS 070 OTL PUTOPEIS VO KAVELS
OLVOEOENEVOC/T 6TO ALOOIKTVO.

21. Agv pmop® va GTOPATI|G® VO, CKEQPTOUOL Y10, TO AL0OIKTVO.

34. Tlapa 10 0TV VEApYoLY QOopéc mov Oa 1N0eha, 0 PTOPO® VO ELATTOOM® TN YPNON HOVL TOV
AW001KTOOV.

36. H yp1on pov 1ov AlodKTO0V HEPIKES POPES PUIVETAL OTL Elvol TEPO, ATTO TOV EAEYYO MOV



Distraction PIU (MaBoAoyiki xprion AladIKTUOU WOTE VA ATTOCTTATAI N TTPOCOXN)

20. Otav gipor 670 ALOOIKTVO OEV CKEPTONOL TIS VTOYPEDGELS NOV.

27.0tav dgv £(m TimMoTo KOATEPO VO, KAV, GUVOEOUOL 6TO ALOOIKTVO.

28. Bpiok® 0Tl 6UVOE0HOL GTO ALAOIKTVO TEPLGGOTEPO OTAV £Y® KATL GALO TOV OO ETPETE VU KAVE.

29. Otav eipor ovvoeoenévos/n oto AlodikTvo ogv yperaletal vo okEéQTopor mpoPfinquaroe mov
vrapyovv £Em amd avTo.

30. Mepikég @opég Ap1OLHOTOL® TO ALXOIKTLO Y10 VO oVUBIAL® VO KAVO KATL AAAO.

32. Zoyva xpNoLUOTOL® TO ALUOIKTVO AOGTE VO 0TTOPVY® VO, KAV TPAYIOTO TOV ROV £ivaL OVGAPECTO.
33. To va ypnonomol® To AtadikTvo gival évag TpOmog vo Eeyved To TPAyHoTo OV TPETEL, OALG
TPOYROTIKA O0€ OEA® Vo KAVO.

e ek Sz impulsive distraction
TOTAL comfort depressed P
Kopitola 97.5 32.5 16.5 31.5 24.5
Ayopla 119.5 40.5 18.5 33.5 24.5

Floros, G., & Siomos, K. (2012). Patterns of choices on video game genres and Internet
addiction. Cyberpsychology, Behavior, and Social Networking, 15(8), 417-424.



Psychometric Evaluation of the Nine-Item Problematic
Internet Use Questionnaire (PIUQ-9) in Nine European
Samples of Internet Users

Stéphanie Laconi, ~ Robert Urban?,  Katarzyna Kaliszewska-Czeremska’, k‘ Daria J. Kuss®,  Augusto Gnisci®,  Ida
Sergi®,  Antonia Barke®,  Franziska Jeromin’,  Jarostaw Groth®,  Manuel Gamez-Guadix®,  Neslihan Keser Ozcan®,
Konstantinos Siomos*, E’ﬁ Georgios D. Floros®, fi Mark D. Griffiths®,  Zsolt Demetrovics” and  Orsolya Kiraly?

I aboratoire CERPPS (Centre d'Etudes et de Recherche en Psychopathologie et Psychologie de la Santé) - EA 7411 - Université Toulouse 2 Jean Jaurés,
Toulouse, France

ZInstitute of Psychology, ELTE Eétvos Lorand University, Budapest, Hungary

*Institute of Psychology, Jesuit University Ignatianum, Krakow, Poland

*International Gaming Research Unit, Nottingham Trent University, Nottingham, United Kingdom
5Department of Psychology, University of Campania “Luigi Vanvitelli”, Caserta, Italy

8Clinical and Biological Psychology, Catholic University Eichstatt-Ingolstadt, Eichstatt, Germany
"Department of Psychology, Philipps University of Marburg, Marburg, Germany

¥|nstitute of Psychology, Adam Mickiewicz University, Poznan, Poland

*Faculty of Psychology, Universidad Auténoma de Madrid, Madrid, Spain

W0Department of Midwifery, Faculty of Health Sciences, Istanbul University-Cerrahpasa, Istanbul, Turkey
UHellenic Association for the Study of Internet Addiction Disorder, Athens, Greece

LDepartment of Psychiatry, Aristotle University of Thessaloniki, Thessaloniki, Greece



Problematic Internet Use Questionnaire-9

21N ovvEyeld, Ba oPAceTe TIC ONAMGCELS oYETIKA e T YpMon Ttov Internet. [Tapokaieiote va
avVaPEPETE o€ U KApaka 1-5 mOco anTtéc o1 ONAMGELS Gag yopakTnpilovy.
1 =moté 2 =omnaving 3 = puepwkéc popéc 4 =ovyva S = Ildvta / oyedov mavtote

1. IT660 cvyva vikmBete Evtaot, veupa,. 1] TEGN AV OEV UTOPELTE VAL YPNOLOTOMCETE TO AL0OIKTVLO
Y10 OGO YPOVIKO O1AGTN O OEAETE VAL TO YPNCLULOTOMCETE?

2. 11660 ovyva vimbete Evtaot, vevpa 1] TLEGT), AV OEV UTOPELTE VO YPTCULOTOCETE TO
A10d1KTVO Y100 APKETES UEPEG;

3. I1660 cuyva cac cvuPaivel va cucBdveste OAIYN, avacTATOGT 1) VELPIKOTNTA OTOV OEV E10TE
GUVOEDEUEVOL GTO AL0OTKTLO KOl VO GTOUOTIIGOVY AVTA TOL GLVOLCONUOTO OTAV EMGTPEYTE OE
GUVOEDT;

4. T1660 ovyva TapaUeAEITE OOVAEIEC TOV GTITION Y10 VO TEPVOVV TTEPLOGOTEPO YPOVO GTO
A1001KTLO;

5. 1660 cuyvd EodeveTe ¥pOVO 610 Aladiktvo, eved Ba Tpotipovoate vo Kolunoeite;

6. [1660 cuyva ot avBpwmor ot (w1 Goc dtapapTOHPOVTUL OTL EOOEVETE TTAPA TOAD YPOVO GTO
A1001KTLO;

7. 11660 cvyvad aucBdvecal OTL TPEMEL VO LELWGETE TNV TOCOTNTA TOL YPOVOL OV E0OEVETE GTO
A1001KTLO;

8. [1660 cuyvd cag cupuPaivel va OEALETE VO LEIMCETE TNV TOGOTNTO TOV YPOVOL TOL COOEVETE GTO
A10diKTVO, OALG OEV TO KATAPEPVETE;

9. 11660 cvyva Tpoomabeite va KpOYETE atd AAAOVC TO YPOVO OV E0OEVETE GTO Al0OIKTLO;



Laconi, S., Urban, R., Kaliszewska-Czeremska, K., Kuss, D. J., Gnisci, A., Sergi, I., ... &
Ozcan, N. K. (2019). Psychometric evaluation of the nine-item Problematic Internet Use
Questionnaire (PIUQ-9) in nine European samples of internet users. Frontiers in
Psychiatry, 10, 136.



AIATNQ2TIKA KPITHPIA GAMING DISORDER

YriepevaoxoAnon He ta SLadIkTuakd NAEKTPOVLIKA Ttaxvidia

WuYoAOYLKA CUMITTWHOTO 0TEPNONC TNC CUUMEPLPOPAC N
amooupPoNnc armo autn (m.x ayxoc, evepeblototnTa)

Avoyxn (n avaykn oAogva va auEAVETOL TO XPOVLIKO dLaotnpa
gEVOLOXOANONC UE TO Tl VidL)

AVETLTUXELC TtpooTtaBEeLEC va EAEYEOLV 1 vaL OplOBETHOOUV TNV
OUULULETOXH TOUG OTO TayVvioL

ATtwAELO TOU EVOLADEPOVTOC OE TIPONYOUUEVEC TIPOCTPLAELC
evaoxoAnoeis (hobby)

YuvexLWopevn xpnon mapa tn cuveldbntomoinon Tov MPoBANUATOC
E€amatnon peAwv tnc olkoyEveLlag Kat/n Bepameutwy

Xpnon tTwv SLadLKTUaKwV NAEKTPOVIKWYV TTolXVIOLWV OUTWE WOTE va
Sdlapuyouv amno apvntikn cuvalobnuatikn dtabeon

To va €xeL BECEL TO ATOUO O€ KIVOUVO 1 KoL VO EXEL ATTWAECEL piat
OXEON, Epyacia 1 EKTMALOEVUTLKN EVKALPLAL.



[MPOAHWH/OEPANEIA

[MoAAQ pumtopel va emtteuxBouv o€ eva pwLHo otadlo.

H mpoAndn €xeL KeviplkO poAo otn OJSloxelpon Twv
oUUTTEPLDOPLKWY EBLOUWV.



BSAFEONLINE GREECE

2YNEPTA2IA
2011-2016

vodafone




2YNEPTA2IA
EEMAEA — AlIQ=H HAEKTPONIKOY
EIrKAHMATOZ-EAAHNIKO KENTPO
AZDAANOY2 AIAAIKTYOY-COSMOTE
2017-onuepa

www.e-parenting.gr




[TPOTPAMMA ENI2XY2ZHZ THZ WHOIAKHZ
NOHMOZYNHZ TQN NEQN 10-13 etwv

www.lifed.gr

Wnolakn tovtotnta

Wnolakn xpnon

Wnolakn Aopalela

WnodLakn cuvolobnpatikn vonpuoouvn

Wndolakn emikowvwvia

Wnoiakn matdela
Wnolaka Sikotwpota

Wnolakn vyl




OEPANEYTIKE2Z MPOTEITI2ZEI2

H Oepameia mA€ov efatoplkeVeTol QAN HECO QMO €vov OAOKANPWHEVO
Beparmevutiko oxedblaopo, bavikd multimodal, mou kaAumtel t000 TOV (6LO0 TOV
aoBevr), 000 KOl TO OLKOYEVELAKO TOU TEPLBAANOV OAAA KOL TLG TIPOOTITIKEC
ETAVEVTAENC TOUC OTO HLaONoLaKO/epyaoLoko/KOWVWVLIKO TtepLBAAAOV.

Avaloya pe Tn Baputnta TNEG MEPUMTWONC KOL TIG UTTOTPOTIEC O oXedlaouog Ba
nepthapBavel  eite Bpaxela atouplkn mapeuBaon, eite mopEpBacn pEONG
OlApKELOC UE oTOoLXEla OpadLKNC KAl OLKOYEVELOKNG Beparelag, eite pakpoxpovia
napéuBaon o e€eldlkevpevn doun.

NoapEpPacn povo pe dapupakoBeparmeio eilvol OMOTEAECUATIK) HOVO OE€
TIEPUTTWOELS cadoUC cUVVOONPOTNTOC.

Juvbuaopocg YuxoBeparmeioc pe dappakoBeparmeia €xel Ta HEYOAUTEPQ
TTOOOOTA ATTOTEAECATIKOTNTOLC.

H CBT eivat amoteAeopatikOteEPN TNS OUUBOUAEUTIKAC AN OXL O€ ETUPAPUUEVEC
XPOVLEC TIEPLUTTWOELG OTIOU dailveTal N opadLKn va lval n LOVN TTOU UTIEPEXEL TNG
opadoc eAéyxou. Aev BpeBnkav €Epsuvec HE amoOTEAEopATA  €PAPLOYNC
Jpuxoduvaulkng Beparmneiag. H amoteAeopatikotnta tng YuxoBepamneiag eival
HeyaAUTeEPN o€ Tpoypappata omou cuvduadlovtal otolxeio CBT, olLKOYEVELOKAC
Kol opadLkn ¢ Bepareiag, o pia OALOTLKN TIPOCEYYLON.



ZUMTTEPACHOTO

2TN TEPIMTWOoN TwV TEXVOAOYLKWY €0L0UWV PPLOKOUOOTE
OVTIMETWTIOL HUE SLOYVWOTIKA TtpoPANaTa tou pog Bupilouvv
N mpo — DSM Il emoxn. Q¢ ek TOUTOU Elval avaykoio n
ETOPKNG TEKUNPLlwoN TNS dLayvwong pe TTOAAATIAAQ HETQL.

O xpnotng mou erillnta Bonbela pnopel va mopovolalst
npoPAnuata oe moAAamAa media xpriong toco H/Y 6co ko
Atadiktoou. H gé€taon oAwv twv mBavotAtwy xwpic doun
Uropel va  eilval amompooavaTOALOTIK) Kol EEQLPETIKAL
XxpovoBopa.

Ot kAlpakec K.E.EQY, O.C.S, PIUQ-9 «kaul |GD-10
amodeixOnke oOtL amoteAolv €va aflomioto Kal aAAnAo-
OUMITANPOULEVO MECO CUAAOYNC TOCO £PEUVNTLKWY OCO KOl
KAWVIKWV TTAnpodopLwv oto VeEo nedio tou eBlopov otov H/Y
kal Atadiktuo.



ZUMTTEPACHOTO

Mia TTPOTEWVOUEVN TIPAKTLKN €Lval n e€ETaon Tou

aTOHOoU o€ TTOAAaTTAoUC aéoVvec,

ouunepAapUPAVOUEVWVY

* TOU afova tNC e€aptnong amo to Sladiktuo
(yevikotepa)

* Tou afova tNC €OIKNC e€aptnonc (m.x games)

* Tou afova tn¢c Puyomaboloylog

* KOl TOU Aéova TNC TTPOOWTILKOTNTOC

Kot outov Tov TpOomo pmopetl va Swbel pia ocadnc

glKOva e cuvTopo Tporo oto Intake interview evw

rniopAaAAnAa yivetol kot GUAAOYN OTOLELWV YL

emdnuoAoyia kot elOLKN Epevval.



TL MPOKTLKA onpacia OMWCE EXEL AUTA N KATnyopLlomoinon
tou M.0.Y yLa Tov HECO YOVLO KOl TTOALTN YEVLIKOTEPQL,

Katapyacg, Eskaeaptcst OTL T[pOKELTOLL ylo. €va UTaPKTO Kol cofapo mpoPfAnua
PUXLKAC UYELOC KOl WC TETOLO TIPETEL Vo avTlpeTwrtiletal ano Maldouytdtpoud,
Wuxlatpoug, KAvikouc WuxoAoyouc.

Twpa mAgov uTtapxel n duvatotnta va Tibetal emonua uia 6Lava0n Kol val
Aappavel o acBevic tn PonBela mou xpaa(erou xwptq O0LOTEPLOKOUC, TLX. EVOLC
nodntng, €vac dottntic va Aapfavel piot yvwpatevon HE TNV omoia Ba
SkaoAoyeital kamotla anovoia r n aduvapia napakoAolbnong Twv mapadooewv
ylo eva dltaotnua.

H Bepameia tou efaptnuévou atopou Ba pmopel va KAAUTTETAL Qo ta
0OPOAALOTIKA TOLELD, KATL TTOAU ONUOVTILKO OE Ui €TTOXN UELWHUEVWV OLKOVOULKWV
SUVATOTATWY TWV YOVEWV KOl OUENEVOU KOOTOUC TIALPOXI G UTINPECLWYV UYELQC.

Oa pmopoUV va Onuwoupynbouv Sopéc mou Ba umootnpilouv AUTOUC TOUC
aoBeveic kal va AdBouv tn KatadAAnAn xpnuotodotnon.

Akopa Ba mpoaxBel n €peuva kat Ba doBel wBnon wote va dnuioupynBoulv
PWTOKOAAa Beparteiog, T0oo PuxoBePATTEVTLKAC 000 KOl POPUOKEUTIKAC



ksiomos@med.uth.gr

EYXAPI2ZTQ



