Altered states of consciousness in gambling and internet gaming disorders as a risk factor for addiction, negative psychosocial consequences, and comorbid psychopathology
Tetiana Zinchenko, 
International Association for the Study of Game Addictions (IASGA), Collombey, Switzerland

T Furuta et al., J Pai n Relief 2016, 5:3(Suppl) http://dx.doi.org/10.4172/2167-0846.C1.006
International Conference on
Fibromyalgia and Chronic Pain (June 15-16, 2016   Philadelphia, USA)


J Pain Relief
ISSN: 2167-0846 JPAR an open access journa
Fibromyalgia 2016
June 15-16, 2016
Volume 5, Issue 3(Suppl)
Page 40

Abstract 
In GD and IGD, both at the preclinical level of the problem game and the clinical level of the pathological game, altered states of consciousness are observed during the game and shortly before. In the scientific literature, they are called flow-state, dark flow, game trance, game intoxication, and so on. During these states, the person loses touch with reality, the real-life situation is completely detached from life's problems and concerns, and associated emotional experiences and is transformed into the space of the game. Self-identification is disrupted, as a result of which the player identifies with the game character, the avatar-hero of the game, or with the network character. In addition, the perception of time and memory of events during the game is disrupted. These states themselves become very desirable and attractive to players and contribute to the emergence of a pathological desire to constantly participate in the game to repeat an unusual experience. 
The objective of the study was to determine the effect of altered states of consciousness (dark flow), which are observed in the clinical picture of patients with both GD and IGD, on the occurrence of addiction and comorbid psychopathology. 
Methods. We selected and analyzed 21 studies for our review. Eleven studies have investigated changes in self-perception, self-identity, and perception of the surrounding reality in IGD. Ten were neurocognitive and based on fMRI neuroimaging techniques, and one was a systematic review of 18 differently designed studies of changes in self-perception and self-identity in IGD. Ten other studies based on test questionnaires were designed to determine the relationship between the severity of altered states of consciousness (ASC) and the severity of addiction and comorbid psychopathology in GD. In addition, we took into account clinical observational data based on self-reports from patients with GD and IGD. 
Conclusions. As a result of our clinical observations and a review of scientific research have concluded that altered states of consciousness during gambling and internet video games contribute to addiction, negative psychosocial consequences, and comorbid psychopathology. The game industry induces such states by using specific of various psycho-technical methods.
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