
F
O

U
N

D
E

D
 I

N
 2

0
1

1

2

0

2

4

Editor-in-Chief:

Zsolt Demetrovics

Journal of

Behavioral
Addictions

Volume           

IMPACT FACTOR 
2 2



Session 7E Symposia and parallel sessions 

215 ICBA2024 / July 8–10, 2024 / Gibraltar

S-7E1

Assessing Game Transfer Phenomena in a Chinese population

CHAOGUANG WANG1, ANGELICA B. ORTIZ DE GORTARI2, FRED CHARLES1, 
WEN TANG1

1Bournemouth University
2Centre for the Science of Learning & Technology (SLATE), University of Bergen
(�PDLO�DQJHOLFD�RUWL]GHJRUWDUL#XLE�QR

Background: Game Transfer Phenomena (GTP) involve intrusive thoughts, impulses, im-
agery, body sensations, and involuntary actions with video game content. GTP has been 
assessed via the GTP Scale (GTPS-20), which has been validated in a heterogenous sample 
of English-speaking gamers, and Polish, Turkish and Mexican samples. This study is the 
¿UVW�DWWHPSW�WR�YDOLGDWH�WKH�*736����LQ�D�&KLQHVH�VDPSOH��Method: A sample of 623 Chi-
nese gamers completed an online survey. 60% were females. The GTPS-20 was translated 
LQWR�&KLQHVH�YLD�WKH�EDFN�WUDQVODWLRQ�PHWKRG�DQG�FRPSULVHG�¿YH�VXEVFDOHV��VHQVRU\�SHUFHS-
tions (visual, auditory, body), automatic thoughts and automatic actions/behaviours. Results: 
The CFA results showed that the GTPS-20 is a reliable and valid instrument for assessing 
GTP among Chinese gamers. The prevalence of GTP was 82%. Visualising/seeing images 
with closed eyes and hearing music, sounds or voices from the game had the highest mean 
VFRUHV��0DOHV�ZHUH�VLJQL¿FDQWO\�PRUH�OLNHO\�WR�H[SHULHQFH�*73��7KRVH�EHWZHHQ����±����\HDUV�
ROG�KDG�VLJQL¿FDQWO\�KLJKHU�*73�PHDQ�VFRUHV�WKDQ�WKRVH�LQ�WKH�\RXQJHVW�JURXS��7KRVH�ZKR�
SOD\HG�PRUH�WKDQ���KRXUV�KDG�WKH�KLJKHVW�PHDQ�VFRUH��3OD\LQJ���KRXU�RU�OHVV�KDG�VLJQL¿FDQWO\�
lower mean scores than those playing more. Conclusions: This study contributes to the ex-
isting research on GTP by corroborating the high prevalence of GTP and the cross-cultural 
validity and reliability of the GTPS-20 among Chinese gamers – who constitute the largest 
video gaming community globally.

Keywords: Game Transfer Phenomena, Chinese, GTPscale
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S-7E2

Emotional appraisal of loot boxes: Emotional regulation, gaming and 
gambling disorder and Game Transfer Phenomena

COVADONGA GONZÁLEZ-NUEVO VÁZQUEZ1,  
ANGELICA B. ORTIZ DE GORTARI2, JAMES H. BRAY3

1University of Burgos
2Centre for the Science of Learning & Technology (SLATE), University of Bergenú
3University of Houston College of Medicine
(�PDLO��FRYDGRQJDJRQ]#JPDLO�FRP

Background: The acquisition of loot boxes in videogames has been linked to dysfunctional 
gaming, and the rewards received from them can trigger intense emotions. However, it is 
not yet clear which gamers are more susceptible to developing problems with loot boxes. 
7KLV�VWXG\�H[DPLQHV� WKH� UHODWLRQVKLS�EHWZHHQ�GL൵HUHQW�JDPHU�SUR¿OHV�� WKHLU� VXVFHSWLELOLW\�
WR�JDPLQJ�DQG�JDPEOLQJ�GLVRUGHUV��GL൶FXOWLHV�ZLWK�HPRWLRQ�UHJXODWLRQ��*DPH�7UDQVIHU�3KH-
nomena (GTP) (i.e., re-experiencing game content such as images/sound after playing), and 
gaming habits. Method: A total of 663 university students answered a survey (52% females, 
mean age = 19.34 years, SD = 2.42). Results:�$� FOXVWHU� DQDO\VLV� UHYHDOHG� WKUHH� GL൵HUHQW�
groups based on emotional reaction (positive or negative), level of involvement and atti-
WXGHV�WRZDUGV�ORRW�ER[HV��0XOWLSOH�$129$�DQDO\VHV�VKRZHG�VLJQL¿FDQW�GL൵HUHQFHV�DPRQJ�
WKH�LGHQWL¿HG�SUR¿OHV��7KH�JURXS�LGHQWL¿HG�DV��KLJKO\�HPRWLRQDO�DQG�SUREOHPDWLF��H[KLELWHG�
VLJQL¿FDQWO\�KLJKHU�VFRUHV�RQ�JDPLQJ�DQG�JDPEOLQJ�GLVRUGHU�V\PSWRPV��L�H���,*'��*�6$6��
FRPSDUHG�WR�WKH�RWKHU�JURXSV��$GGLWLRQDOO\��WKLV�SUR¿OH�ZDV�FKDUDFWHUL]HG�E\�SOD\LQJ�PRUH�
SHU�ZHHN��KLJKHU�VFRUHV�LQ�*73��QHJDWLYH�RSLQLRQV�DERXW�ORRW�ER[�JDPHV��DQG�GL൶FXOWLHV�LQ�
HPRWLRQDO�UHJXODWLRQ��L�H���'(6��VXFK�DV�GL൶FXOW\�HQJDJLQJ�LQ�JRDO�GLUHFWHG�EHKDYLRXU�ZKHQ�
distressed and controlling aggressive impulses. Conclusions: This study highlights the key 
FKDUDFWHULVWLFV�RI�GL൵HUHQW�JDPHU�SUR¿OHV�ZKR�HQJDJH�LQ�JDPHV�ZLWK�ORRW�ER[HV��7KH�¿QGLQJV�
VXJJHVW� WKDW� H൵HFWLYHO\� DGGUHVVLQJ� SUREOHPDWLF� JDPLQJ� UHTXLUHV� FRQVLGHULQJ� QRW� RQO\� WKH�
level of involvement with loot boxes but also the emotional response exhibited while opening 
them and experiencing GTP.

Keywords: Loot boxes, emotion regulation, gaming disorder
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S-7E3

The relationship between Gaming Transfer Phenomena and gaming 
disorder: Longitudinal research results

ANDRZEJ CUDO1��1$7$/,$�.23,ĝ�326,(-2

1Department of Experimental Psychology, The John Paul II Catholic University of Lublin
2 Department of Experimental Psychology, The John Paul II Catholic University of Lublin; 
Department of Clinical Neuropsychiatry, Medical University of Lublin
(�PDLO��DQGUHZ�FXGR#JPDLO�FRP

Background: Game Transfer Phenomena (GTP) are the transfer of experiences from video 
games to the real world, resulting in changes in perception, cognition, and behaviour. Previ-
ous research has shown that GTP is positively correlated with gaming disorder (GD). How-
ever, there is a research gap regarding the causal direction of the relation between GTP and 
GD. Consequently, this study aimed to investigate the impact of GTP and GD on each other 
across time. Method:�7KH�ORQJLWXGLQDO�VWXG\�FRQVLVWHG�RI�¿YH�PHDVXUHPHQWV��7KH�¿UVW�PHD-
surement (October 2022) involved 1,525 active gamers, while the last measurement (June 
2023) involved 405 active gamers (224 female gamers; M=28.05 years; SD=4.51; age range: 
18–35 years). GD was assessed using the Gaming Disorder Test (GDT). The data was ana-
lysed using the random intercept cross-lagged panel models (RI-CLPM). The analysis in-
cluded data from Time 1, Time 3 and Time 5. Results: The prevalence of GTP in the sample 
UDQJHG�IURP��������WR���������DQG����IXO¿OOHG�WKH�*'�V\PSWRPV��7KH�¿QGLQJV�GHPRQ-
strated that, at the within-person level, GTP from Time 3 was negatively associated with GD 
from Time 1. Additionally, GD from Time 3 was negatively associated with GTP and GD 
from Time 1. However, it should be noted that GTP was positively correlated with GD at the 
between-person level. Conclusions: 7KH�UHVXOWV�PD\�LQGLFDWH�D�GL൵HUHQW�FRQQHFWLRQ�EHWZHHQ�
GTP and GD than previously thought. It can be assumed that there may be mediating vari-
ables that can account for the results obtained.

Keywords: Game Transfer Phenomena, gaming disorder, longitudinal
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S-7E4

Sensory experiences during and after playing video games and watching 
videos with ASMR-eliciting properties

ANGELICA B. ORTIZ DE GORTARI1, CHLOE EDWARDS2,  
EMMA PALMER-COOPER2

1Centre for the Science of Learning & Technology (SLATE), University of Bergen
2 Centre for Innovation in Mental Health, University of Southampton; Southampton Psychosis and 
Bipolar Research & INnovation Group (SPRING), University of Southampton
(�PDLO��DQJHOLFD�RUWL]GHJRUWDUL#XLE�QR

Background: Understanding how particular visual, auditory, and kinaesthetic features in 
video games or videos can elicit pleasurable and aversive sensory experiences is crucial 
for providing advice regarding media content development. This study investigates Game 
Transfer Phenomena (GTP) (e.g., re-experiencing visual/auditory imagery, body movements 
and impulses with videogame content) and ASMR (i.e., tingling sensations that originate in 
the crown of the head in response to audio-visual triggers) to elucidate the underlying mecha-
nism involved in individual susceptibility and identify media features associated with both 
phenomena. Method: A total of 505 participants with no psychotic diagnosis completed an 
online survey (Mean Age = 26.70, Sd = 13.85). The controls only completed meta cognitions 
(MCQ-30), Unusual Sensory Experiences (MUSEQ) and the Sensory Hypersensitivity (SHS) 
scales. Results:�0&4�VFRUHV�ZHUH�VLJQL¿FDQWO\�KLJKHU�LQ�WKRVH�ZKR�SOD\HG�YLGHRJDPHV�DQG�
watched ASMR videos than in the control group. Prevalence of GTP in gamers = 98.5%, 
ASMR prevalence = 92.9%. MCQ, MUSE and SHS were correlated with GTP and ASMR. 
0DOHV�ZHUH�VLJQL¿FDQWO\�PRUH�OLNHO\�WR�H[SHULHQFH�*73��6HQVDWLRQV�ZKLOH�SOD\LQJ��H�J���H\H�
strain, calm, fatigue, headache) were correlated with GTP. Tingling sensations were reported 
frequently when encountering ASMR-related cues. The most common game features mani-
festing in GTP experiences included: repetitive movement, fast actions, mechanic/synthetic 
voice; in ASMR: soft voice/whispers, slow movement/slow motion, scratching/clicking/tap-
ping. Conclusions: This study contributes to understanding the impact of digital media and 
demonstrates that GTP and ASMR share underlying mechanisms, including metacognition 
impairment, sensory sensibility and proneness to general hallucinatory phenomena.

Keywords: Game Transfer Phenomena, ASMR, sensory experiences


