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BHI[GO HUI'pUTEC Ca CC pa3BUJIM IO TaKaBa CTCIICH, Y€ IIPpCJIararT BUCIIIa UHTCPAKTUBHA (l)opMa Ha 3a0aBJcHHE.
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Addictive behaviours: Gaming disorder

14 September 2018 | Q&A

What is gaming disorder?

Gaming disorder is defined in the 11th Revision of the International Classification of Diseases (ICD-11) as a pattern
of gaming behavior (“digital-gaming” or “video-gaming”) characterized by impaired control over gaming, increasing
priority given to gaming over other activities to the extent that gaming takes precedence over other interests and
daily activities, and continuation or escalation of gaming despite the occurrence of negative consequences.

For gaming disorder to be diagnosed, the behaviour pattern must be of sufficient severity to result in significant
impairment in personal, family, social, educational, occupational or other important areas of functioning and would
normally have been evident for at least 12 months.




| |

Wil un

sgles
!Q“‘"‘gf"“ '\

PINTARC &

A =













npooJsieM,







