“The War of Internet game becomes
a New Social War in Korean Society "
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‘' am a soldierin
Sudden Attack’
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One Million or Two Millions

gamers at risk in Korea

by Korean'’s criteria
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Some.. Never Return
..... Gone with Games
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A new war has started
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2002. gamer murdered brother
T—R—NHERE

2003. 7 gamers died
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2005 . 11 gamers died
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Up to 2009, 3 gamers have died already
2009F £ TITZBD T —X —H 5T
2009.5.29
Ministry of Health & Welfare : Declaration of
war on internet addiction

(3" or 4t declaration)
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What has happened?
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There is no better place for internet

gamers than in Korea
ZEIE. 1 A2y M- —DKET,

. Table 1. Game Addiction Vulnerability in Korea'«
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Technopoly+ Industrial Aspects 1. High developed Infras o
s ¢ 2. Expansion of PC roomse | f
Caraless Soclatyy 3. Aggressive Marketinge o :
Educational Aspectse | 1. Early uses Q.

2. No supervision+ o *

3. No media educatione

mocial Aspectse 1. Weakened Family+ O Y

2. High Stress societys i

3. Unemployments 28

4, Few Healthy Leisures




Korea’s New Phenomenons
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Breakdown of life-cycles
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Disappearance

- weekend &
leisure
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Disappearance
- vacation
& travel
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Disappearance
- Reality
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ltems —
New Addictive toys

Bow —

20000 Euro
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Suite —
6333 Euro
#5-63733F
Each sword

5 Euro~

500 Euro
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New Tribes




Games are like Alcohol!
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My Client’s comments :
" My Teacher blew me up on a very small thing,
| was angry and | ran into PC room after school,
| shot the enemy as my teacher in the games,
and then | got the peace in my mind. This is

faster than alcohol for rapid mood change”
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Lessons from last g yrs
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Teen & Youth, Males are major excessive game users
Not homogenous, Variant vulnerable groups exist
Traditional therapy often fails to treat them

Family are confused about parenting

Internet games resemble gambling &drugs
Excessive users destroy their lives

Multi-level intervention is needed (Prevention, Education, Treatment &
Rehabilitation)
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Who is responsible for?
How can we treat it?
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MBI EOELSICHUMNTESLTLEOYMN?

DIZARD

HoNGoMeE
N

clcaude d NEXON NCSOFT




How to view problems?

A% R 55k

Gamers : crippls or pioneers ?
v — BAThE BERE?

Original sin: gz

Games, Users, or Social context ?
T—x—, A—H¥— & IHEHRNR
Who is to blame: Family, Companies,

Government?
HICEEDN Rk, T —Lt, BUF?




We started Treatment of Internet

Game AddiCtiOl’l oy M — LAMREOBEEREE LE

National Survey, Annually szo2zmz
Checking the risk group, Annually

BE. VAV TL—TafHER
Development of Preventive Education,

Treatment Manual, Delivery system
FHEB. BEX =TI, TUNJ—=VXTLORH

CBT, MI, Group program, Educational
Camping program, Family Educatlon &

Therapy, Camping program etc.
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Classification of Risk Levels

X5 LRILDOSEE

¢ Routine | Excessive { Dura¢ | Family¢ | Item« | Guilde| Friend« | Violenced Treatmente
lifee usee tion ¢ | Conflicte | Exch Meetin | Crime ¢
aze” &«
YVulner | ¢ Maintain { intermitte | Below 4 Low ¢ Noe | Noe¢ | Yese No# Education+
able nte 1 yre ACreeninge
user+
At somed | Maintain { preoccupl | Below « High ¢ | No¢ | Yese | Yese No# Education+
Riske riske eds 1 yre BM, CBT#
e High Maintaine| dominated«| Above | High ¢ | Yes ¢ | Yes ¢ | Yege Noe GT,CBT+
rigke or not ¢ lyre IT¢

Addict { seriousd| No ¢ almostlye | Above | Extreme+| Yes ¢ [ Yes ¢ [ No¢ yes Intensives

2yre High ¢ Treatmente
¢ Heavy¢ | No ¢ All - day | Above « Extremee| Yese | Yese | No¢ Yese Admssions

longe 2yre High ¢ Campe




Understanding of addiction process
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= Figure 2. Addiction process+

Failure or boredom

Blackhole Massive Play

non-approval &
reward

Searching for new

system

Adaptation

Detection of Game Addiction




Internet Game Addiction’s 5 C needs

2y MTF—LIKED [5C=—X]

the need to Connect ##gonE

the need to Communicate @miEson=E

the need to Conquer #=BRoMBE

the need to be Called (Mission)
MUOHEINE (EH) BE

the need to Confess secrets
MEREEBHT HINE



Subtypes

BITRA4T

Classification  of subtypes

Motivation-based

Stress-release

Accorplishment

Exploration

Communication

Reward-related

Pleasure

Relationship (get a friend)

Money

Social status (Identity)

(zarme-based

RPG

BPS

RTS

ETC

Temperament

Novelty seeker

Avoidant




Subtypes (cont’d)

Co-morhid condition

ADHD Immpulsivity game addict
(Thrill seeker)

Depression - Emotional game addict
(mood change seeker)

Non-prosocial group -Social game addict
(avoidance  seeker)

Real Conflict group (attention seeker)

Psychological goal

Identity searching (adventurer)

Forgetting thriving (eraser)

Aloneness solving (connector)




Co-morbid conditions
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Vulnerable groups

KEZB|Z228Z LTV IL—F

Developmentally
Temperamentally
Familial patterns
Co-morbid conditions
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Treatment
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Application on developmental levels

Application on subtypes
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My perspectives on Therapy

BEEIZCBT32FOH R

COPE (avhro—LERAOBARITY/NT—A2 M)
(control-oriented personal empowerment)

| view an addict as a victim who attacked by game industry

and social environment

WEEBRT —LEXREHEHNBRBICHEZESINEZEBREE LA FTT,

| mainly tailered client’s needs
FAEECIIATMDZ—XEEHLET,

The treatment of game addiction search for meaning,
recover one’s own possibility, and reconnect real
relationship# — LKEEDEEZ. BHREZELT. TOAOEEOT
REMZzRELT. REHALOERICEERLET I,

The game works are psychological works
T—LIXDEFHEH T,



What is COPE?

AL - 12Dty g Y

1st Session : Curiosity Response and Acceptance
BEltyiay  FHENUNELZA
2nd Session : The History of Game - Tracing the
hidden gamer’s psychological work
Fottyiay  F—LAE-T—<—0ORINLOENEE Z B
3rd Session : Searching a game style and mind

work style
B3ty gy  HF—LARXREZAILEDEZENAZAILERD

4th Session : New Grading system of Pleasure -

Identifying a Alternative strategy in Reality
Batyra v i HLOVELADFRF T VAT L-REHRIZET D



What is COPE?

YT 120w g

sth Session : Life Scenario & Time-Line Map - Image rehearsal :
from past to future

Fstyiar AEVFTUFTERRINRY T—A A= UN—F)L  BEHLGRE
6th Session : Motivational Interviewing (Ambivalence Formation
& Decisional Balance, Change Education) - Turning point of
Change for Control

Loty ay BEITEE— (FVENLYREREBBRENONT VR - Eik
HE) #HiRy MR =20k R
7th - 8th Session : Motivational Interviewing (Change talk and

Handling Resistance, Enhancing Confidence) - Preparation of
Change for Control

B8ty gy  BEOTEE (Fz oo =7 - BBOEY KL - EFERLE) —
Bty MZmEITTOEEE



What is COPE?

AL - 12Dty g Y

gth Session : 1st Challenge — Some special day : skip the
game : Getting a small control
Fotyiay RPUOFvLUD
— W OADFRDE  F—LELAGWVA /NESGQRIY A ILER
10th Session : Alternatives and Real Positioning - Going to
Bigger Control
Bty ary RBELREERS a7 LYXREHEaY FA—LA
11th Session : Have a Trip - Getting a First Big Control
Butyiay KTPHTORTHEIY MO—IILER
12th Session : Linking a New Chance for Psychological

Work
Fttylay  FHLWVEFHEODEZERNEEFZESMIT S



Hypothesis of split self
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Pre-

addiction Split Addiction



Tips for Parental Coaching of Youth

EVEOEBTICHTHEY b

Positive father Involvement &Ko7+ IR B0EE
Reorganizing family leisures kL & v —DOBEFM
More effective reward & approval approach

& USSR EHENEARBOT7 T O —F

Non-pressure communication

Ty vy—@ORWNIdAZTa=ZF5—3 Y

Extended family & New significant others meetings
LARKECERGMMELDFE LEVDOHES

New settings of family computer and internet
Environment /v aréxy o LVRERE

New goals for addict #HLL B



Failure of Interventions
BB KB

Poor motivation of clients
Therapist’'s unfamiliarity of game
Uncooperative family

Poor resources & alternatives
Aggressive Marketing

Low governmental restriction of harmful games
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Complication of IGA : canatiz
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The lllusion of e-Sports

e A Rh—Y DLIHE

e-Sports give illusions to the other gamers
AR —Y DS — T —~LTBEEZ B

professional gamers’ game is the only hard
work that massively competes

TA7 = —EEFEH L B
e-Sports made by Industry

eAR—VIFTEIZL>TELNE



When does addiction prevention begin?

WDIEKTFEDOFHENIEILCEDRDOM?

When does addiction begin?
EWEFEIEWNDOD B ?




My answers

Government takes company’s side
Understanding of society is poor
Unprepared therapist & counselor
Decreasing opportunity of youth

Poor communication in a family
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Big violences arise from small violences
RKEBRERNINSBREADOREET D

Thank you for Attention
CHEEOYNESITSTNELE




