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Abstract

Attention deficit hyperactivity disorder (ADHD) is the most common psychiatric disorder among adolescents with Internet addiction. This case approached the
tertiary speciality centre for management of issues related to gaming. The clinical interview technique was used to elicit the psychopathology and the current usage
of technology. The case reflects the lack of screening or management of above-mentioned issues in the school setting. The lack of attention to these issues leads to the

use of online modality to feel good among users with ADHD.

Introduction

Internet Use is the most common and popular medium for
recreational use among today’s’ generation. But it does manifest as
problematic to addictive use among a certain group of users. Studies
from different parts of the world suggest that the overall prevalence
of Internet addiction in adolescents ranges between 2% and 18%.[1]
The prevalence of attention deficit hyperactivity disorder (ADHD) in
one of the Southern states of India was 5.76% with 3.8% among girls
and 1.9% among boys between the age group of 6 to 11 years. Many
researchers and clinicians noted that a variety of mental disorders
occur with Internet Addiction [2]. Attention deficit hyperactivity
disorder(ADHD) is the most common psychiatric disorder among
adolescents with Internet addiction who are referred for psychiatric
treatment [3]. Attention deficit was the most associated symptom of
Internet addiction, followed by impulsivity.[4] The other associations
found in ADHD adolescents were high fun-seeking and behavioural
inhibition [5] The presented case approached the tertiary speciality
centre for management of issues related to gaming.

Case

Mr R a 16 years old boy presented with a history of inattention,
increased activity and excessive time spent on gaming over the last two
years. There was a family history of attention deficit disorder in the
father Father functioning reported to be grossly inadequate. He used
to attend regular school. Due to inattention problems, he had academic
difficulty. in addition to school complaints of distracting school
mates and not completing school work. This led to a loss of interest
in academics and frequent absenteeism from school. He did not have
any other leisure activity nor did he have offline friends and spent his
free time at home only. The mental health consultation was initiated
and he was diagnosed with attention deficit hyperactive disorder.
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Behaviour therapy was initiated for management of ADHD which led
to improvements in school attendance but the issue of not completing
assignments and distracting others persisted. He was introduced
to gaming two years ago by his peers. He started enjoying playing
Online Multiple Player battle arena games. He started spent significant
amount of time in chatting with online friends. He was lauded for his
gaming techniques and scores and getting a good rank within short
period. Because of this he even contemplated becoming a gamer and
had even won few monetary rewards from gaming tournaments. His
parents observed improvement in his behaviors whenever he was
allowed to play. He gradually expressed resistance to attending school
and eventually stopped going to school. The reason that why he was
into gaming was the lack of recognition in school, not having friends
and feeling guilty over not being able to sustain attention. All these
factors also contributed to his solitary lifestyle and boredom. while
online gaming, made him feel comfortable due to the stimulating
nature of the games and activity involved, not feeling pressurized to
perform and getting awards which he did in the oftline world. He was
in the precontemplation stage for seeking treatment. He did not want
to quit nor change his gaming habit. The parent also reported no other
behavioural issues besides spending an excessive amount of time on
gaming. Clinical interview revealed presence of of craving, loss of
control, maladaptive coping modality and behavioural consequences.
He did not maintain follow up with clinic and attended 4 sessions. The
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psychological work initiated with parent to give them understanding of
gaming addiction, role of ADHD in excessive use of gaming, building
up leisure time activities relaxation exercise and problems solving
approach was demonstrated to parent.

Discussion and conclusions

The case reflect the lack of screening or management of these issues
in school setting. The lack of attention to these issues leads use of online
modality to feel good. It was gaming in this case. Review of literature
also suggest use of online activities as a form of coping methods[6,7].
The compensatory internet use theory found that the relationship
between stress and excessive online gaming was mediated by escapism,
a motivation for the play that is often linked to problematic outcomes.
[8] It can be understood in terms of the biopsychosocial mechanism
for the coexistence between ADHD and Internet addiction. Firstly,
individuals with ADHD are usually easily bored and have an aversion
for the delayed reward. The internet provides rapid responses and
immediate rewards to reduce the feeling of boredom. Secondly, striatal
dopamine is released during video gaming, which may help the players
to stay focused on gaming and have better performances. Thirdly,
adolescents with ADHD have abnormal brain activities associated
with impaired inhibition, which may cause individuals with ADHD to
become vulnerable to internet addiction. Fourthly, motivation deficits
and less arousal to punishment, are typical features of ADHD. [9][10]
Internet activities such as online gaming usually provide immediate
response and reward and thus contribute to high vulnerability to
internet addiction among people with ADHD. The model proposed
that “being easily bored” and “having an aversion for delayed rewards”
are the two main ADHD symptoms and internet use provides multiple
windows with a variety of activities at the same time and an immediate
reward may decrease the boredom feeling and reward quickly. This
feature makes people with ADHD addicted to the internet more easily.
It is these reasons viz screening and motives to access online gaming
needs to be addressed as a preventive strategy in school settings.
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