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GAMEVERSLAVING: VORM VAN 
ESCAPISME? 

 
#1 Beeldvorming 
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Blizzcon 2012 
LoL World Championship 

2014 



04-­‐02-­‐15	
  

3	
  

5	
  

Polarisatie	
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Tao,	
  R.	
  (2012,	
  April).	
  TreaCng	
  Internet	
  AddicCon	
  in	
  China.	
  Den	
  Haag:	
  IVO	
  Masterclass	
  2012.	
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I actually think that Skinnerian reward scheduling in 
general (which you see in most modern game design, 
MMOs being the canonical example) is unethical and 
games should not do it... scheduled rewards, to keep 
the player playing, are a sure sign that the core 
gameplay itself  is not actually rewarding enough to 
keep them playing, and thus you are deceiving your 
players into wasting their lives playing your game. 
 
- Jonathan Blow (Braid) 

h*p://mul1playerblog.mtv.com/2007/08/08/a-­‐higher-­‐standard-­‐game-­‐designer-­‐jonathan-­‐blow-­‐
challenges-­‐super-­‐marios-­‐gold-­‐coins-­‐unethical-­‐mmo-­‐design-­‐and-­‐everything-­‐else-­‐you-­‐may-­‐hold-­‐dear-­‐
about-­‐video-­‐games/	
  

 
#2 De onderzoeker 
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Mijn werk 

@vanrooij 
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#3 Gamegedrag jongeren 
 

Sonck,	
  N.,	
  Pennekamp,	
  S.,	
  &	
  Kok,	
  F.	
  (2014).	
  Media:	
  Tijd.	
  Den	
  Haag	
  /	
  Amsterdam:	
  SCP	
  /	
  SKO	
  /	
  NOM	
  /	
  NLO.	
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Jongens Jongens besteden meer tijd aan 
gamen dan meisjes 

Waarom gamen jongens meer? 

•  Inhoud van de spellen 

•  Marketing 

•  Mannelijke psychologie/cultuur 

Vosmeer,	
  M.	
  (2010).	
  Videogames	
  en	
  Gender.	
  Over	
  Spelende	
  Meiden,	
  Sexy	
  Avatars	
  en	
  Huiselijkheid	
  op	
  het	
  Scherm.	
  Amsterdam.	
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#4 Het concept ‘gameverslaving’ 
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Participate?  

  You must not be afraid of  wiping and long raid hours for progress. 
Our expectations of  recruits are very high, we expect consistently high 
performance, attendance and dedication to your guild and its members.  

 
  Farm raids start at 18:30, progress raids can begin at any 
time and can go on until anytime. We expect new recruits to be 
able to attend all progress raids (take time off  work or whatever).  

 
  Raid performance is everything, if  you cannot consistently perform 
you will not last very long. You must be able to take somewhat strong 
criticism at times and improve as a result. You must have a mic with 
ventrilo and not be afraid to use it. Your English should be of  a high 
standard. It also goes without saying that you should have excellent gear / 
skill level and high end raiding experience. 
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 During your time here, you will be able to talk, join, and adventure with 
many other individuals in an experience that is unique to online 
games. That being said, we have no desire to see your real life 

suffer as a consequence. Don’t forget your family, your friends, your 
school, or your work.  

 
Developer Square Enix: A Word To Our Players (2008, Final Fantasy XI) 

“Take everything in moderation (even World of Warcraft)”  

Blizzard Entertainment (2007, WoW) 

Industrie: Speel, maar geniet met mate  

Controleverlies	
  

Problemen	
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Problema1sch	
  
(verslavend)	
  gebruik	
  
van	
  internet	
  /	
  games	
  

• 	
  Controleverlies	
  
• 	
  Conflicten	
  /	
  problemen	
  
• 	
  Pre-­‐occupa1e	
  
• 	
  Onthoudingsverschijnselen	
  
• 	
  Stemmings-­‐beïnvloeding	
  

Meerkerk,	
  G.-­‐J.,	
  Van	
  den	
  Eijnden,	
  R.	
  J.	
  J.	
  M.,	
  Vermulst,	
  A.	
  A.,	
  &	
  Garretsen,	
  H.	
  F.	
  L.	
  (2009).	
  The	
  compulsive	
  internet	
  use	
  scale	
  (CIUS):	
  Some	
  
psychometric	
  proper1es.	
  CyberPsychology	
  &	
  Behavior,	
  12(1),	
  1–6.	
  doi:10.1089/cpb.2008.0181	
  

	
  
Van	
  Rooij,	
  A.	
  J.,	
  Schoenmakers,	
  T.	
  M.,	
  Van	
  den	
  Eijnden,	
  R.	
  J.	
  J.	
  M.,	
  Vermulst,	
  A.	
  a,	
  &	
  Van	
  de	
  Mheen,	
  D.	
  (2012).	
  Video	
  game	
  addic1on	
  test:	
  
validity	
  and	
  psychometric	
  characteris1cs.	
  Cyberpsychology,	
  behavior	
  and	
  social	
  networking,	
  15(9),	
  507–11.	
  doi:10.1089/cyber.2012.0007	
  

Video game Addiction test 
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Video game Addiction Test 

www.gameadviesopmaat.nl 

N=23	
  873,	
  
gameadviesopmaat.nl	
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N=23	
  873,	
  gameadviesopmaat.nl	
  

Substance	
  users	
  and	
  their	
  online	
  
gaming	
  habits	
  

	
  
*	
  No	
  significant	
  differences	
  in	
  sta1s1cal	
  tes1ng	
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Substance use versus  
high/low problematic gaming 
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#5 Patiënten en behandeling in de 
verslavingszorg 
 

Groeiend hulpvraag ‘game en internet’.  

•  80 / 90% van de jongeren gamed 

•  Verslavingsregistraties:  
•  internet-gamen: 411 
•  overig internet (chatten/erotiek): 400 (+/-) 

•  Landelijk bekend probleem in VZ instellingen 

Beperkte	
  prevenCe	
  acCviteiten	
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Van	
  Rooij,	
  A.	
  J.,	
  Schoenmakers,	
  T.	
  M.,	
  &	
  van	
  de	
  Mheen,	
  D.	
  (2014).	
  C-­‐VAT	
  2.0.	
  Klinische	
  toepassing	
  en	
  validaNe	
  van	
  een	
  assessment	
  tool	
  voor	
  
gameverslaving	
  [Clinical	
  applicaNon	
  and	
  validaNon	
  of	
  an	
  assessment	
  tool	
  for	
  game	
  addicNon].	
  Ro*erdam:	
  IVO.	
  

33	
  pa1ënten,	
  in	
  behandeling	
  voor	
  gameverslaving	
  binnen	
  de	
  
jeugdverslavingszorg	
  

Behandeling	
  in	
  NL?	
  

•  Multi-center onderzoek Novadic-Kentron / VNN / 
Vlaanderen (o.a.) – CRA en CBT behandeling, 
loopt door per 2014 

•  Brijder & IVO: Leefstijltraining (CBT + Motivational 
Interviewing (2010) 
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#6 Problematisering van de aanpak 
 

American	
  Psychiatric	
  Associa1on.	
  (2000).	
  DiagnosNc	
  and	
  staNsNcal	
  manual	
  of	
  mental	
  disorders	
  (DSM-­‐IV	
  TR)	
  (4th,	
  TR.).	
  Washington	
  DC:	
  
American	
  Psychiatric	
  Associa1on.	
  

1994-­‐	
  
2000	
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1.  PreoccupaCe	
  
2.  Onthoudingsverschijnselen	
  (niet	
  lichamelijk)	
  
3.  ToleranCe	
  (meer	
  Cjd	
  gamen)	
  
4.  Stoppogingen	
  onsuccesvol	
  
5.  Verlies	
  andere	
  hobbies	
  
6.  Doorgaan	
  ondanks	
  problemen	
  
7.  Liegen	
  over	
  gebruik	
  
8.  Stemmingsbeinvloeding	
  
9.  RelaCes/kansen	
  op	
  het	
  spel	
  ze]en	
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Verantwoordelijkheid voor school? 
 
-  Preventie? 
-  Aandacht voor risicoleerlingen? 
-  Begeleiding? 

40	
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CBC news over gaming addiction 

CBC news over gaming addiction 
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