INTERNET ADDICTION
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Internet addiction "disorder” (IAD)

Compulsive use of the internet, particularly on social
media, that impairs an individual's function over a
prolonged period of time.

Young people are at particular risk of developing internet
iIction disorder, with case studies highlighting
oerformance declines as they




EXCESSIVE INTERNET USE IS NOT RECOGNIZED AS A DISORDER
BY THE AMERICAN PSYCHIATRIC ASSOCIATION'S DSM-5 OR THE
WORLD HEALTH ORGANIZATION’S ICD-11. HOWEVER, GAMING
RDER APPEARS IN THE ICD-11. CONTROVERSY AROUND THE
E DISORDER IS SEPARATE




Diagnostic criteria

This failure is described by the following set of

criteria:

(1) Preoccupation with the Internet
ne need to use the Internet for increasing




In 2020, a documentary called “The Social Dilemma’,
reported concerns of mental health experts and former
employees of social media companies over social media's
pursmt of addictive use. For example, when a user has not
ted Facebook for some time, the platform varies its
back. It also raises
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In 2020, studies have shown that there has been an increase
In the prevalence of Internet Addiction Disorder (IAD) since the
COVID-19 pandemic. Studies highlighting the possible

elationship between COVID-19 and IAD have looked at how

d its associated stress may have led to




Physical symptoms

Physical symptoms include:

-Weakened immune system due to lack of sleep
S of exercise

1ne ndrome



Psychological and social symptoms

The type of IAD (i.e., overuse of social media, gaming, gambling, etc.)
will affect the types of symptoms experienced. For example, overuse of
social media can lead to disruption in real-world relationships. The
video games can Iead to neglecting family, home, and work-
the overconsumption of

lonal problems




Gambling and Internet Addiction

Between 60% and 80% of adolescents reported having engaged In
some form of gambling during the previous year, mostly described as
social, recreational, and occasional gambling. However, 3%—8% of
adolescents may have a very serious gambling problem, with an

itional 10%—15% at risk for developing such a problem. Using
la, the reported prevalence of internet
7.9% to 25.2%




Psychological and social symptoms

High Internet usage leads to psychological difficulties such as anxiety,
depression loneliness and increases in impulsivity. Severe and average
Internet users displayed significant difference on interpersonal
relationships. Individuals with high use of Internet experience have a
anse of criticism by others shyness, and a sense of discomfort when
have perceived Iower social support,
lonships online. The




Psychological and social symptoms

Severe users’ Internet group has obsessive-compulsive symptoms
more than average users' Internet group, where severe users'
Internet group was found to be preoccupied with Internet, needs

ts of time onllne makes repeated attempts to
val when reducmg Internet use,
iy,

a
@,




Symptoms of withdrawal might include agitation, depression,
anger and anxiety when the person is away from technology.

nese psychological symptoms might even turn into physical

S )

ders and



also known as gaming disorder or internet gaming disorder, is generally defined

as a psychological addiction that is problematic, compulsive use of video games

that results in significant impairment to an individual's ability to function in various
life domains over a prolonged period of time. Gaming communities, Such

s can be diagnosed when an individual engages in gaming activities at

ursuing other interests without regard



In DSM-5, Internet Gaming Disorder is identified as a condition for further study. ICD-
11 and the World Health Organization defined gaming disorder as “a pattern of gaming
behavior characterized by impaired control over gaming, increasing priority . . . over
other activities, and continuation or escalation of gaming despite the occurrence of

negative consequences”.

Some individuals develop a preoccupation with certain aspects of the internet,

iIne games and, increasingly, social and other interactive media. “Gamers”

ts, and their persistent and recurrent




Gamers may experience symptoms of withdrawal when prevented from
gaming.

There Is emerging evidence of mental health impairment associated with
problematic, compulsive use of the internet. Preoccupation is usually
focused on a specific activity, such as gambling, shopping, or
pornography.

At this time, it is not clear whether internet addiction disorder and internet
aming disorder are separate clinical entities or a manifestation of
Ic disorders. However, the topic is particularly
Internet use has risen by



Online gambling and problematic internet use appear to have a
bidirectional relationship with mental health.

Some studies demonstrate that half of students meeting criteria for
Internet addiction have a comorbid mental health diagnosis, as well
of depression and dissociation.




Treatment of Gambling and Internet Addiction

There are few controlled studies to guide treatment planning for
gambling and internet addiction. A meta-analysis showed that
CBT, family intervention, and counseling programs could provide
significant effects and reduce addiction severity .
However, a systematic review assessing eight CBT RC for internet
gaming and internet addiction did not find CBT to be superior to
ditions, perhaps relatlng to methodological weaknesses, because
Ml or MET may be useful as a lead-in or




PREVENTION Of video gaming disorder is crucial. There are some simple and
effective coping methods individuals effected by gaming addiction could
Incorporate into their everyday life. These strategies included:

-settlng a time limit devoted to gaming
hnology out of an individual’'s bedroom to create a healthier




Management

As concern over video game addiction grows, the use of
psychopharmacology, psychotherapy, twelve-step programs, and use of
continuing developing treatment enhancements have been proposed to treat
this disorder. Empirical studies indeed indicate that internet gaming disorder is
associated with detrimental health-related outcomes. However, the clinical trials
of potential treatments remain of low quality, except for cognitive-behavioral
nows efficacy to reduce gaming disorder and

spent. Although there Is a scientific
ological
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2024-2025 FSMS Student Owned Device Expectations and Agreement

Parents— Please review this form with your student and submit to allow
them to bring their phone to campus. As a reminder, all students will

d a district laptop for their use and no personal computer

be found or picked up



No phones may be in students’ possession during the instructional day. A
phone is not considered an allowable instructional device (I can't use it during
class instead of my district issued computer

| agree

No personal laptops may be in students’ possession on campus. FBISD
IS ISsuing every student a district laptop and that will be the only laptop brought
to school.

Il report to their



Phones must be powered off and stored in the student's locker during
the instructional day (8:40-4:10).
| agree

Students may not use their phones or devices to access and use any
social media at any time while students are on campus, including before

and after school.

0s at any time




Using earbuds and headphones in one ear only is permitted before
and after school unless using them for instructional purposes during
class time as instructed by staff.

| agree

Students with electronic watches and other “smart devices” must
0 district and school policy; any misuse will follow the same
1 other student-owned devices.




If a phone is discovered in a student’s possession or if a student misuses their own
Instructional device, the following steps will be taken:

First Offense—Device is confiscated and delivered to the front office for end-of-
day student pickup and recorded in Skyward with a referral.

Second Offense—Same as the first offense.

—Same as first and second offense, and student fined (per policy in




Some students will be exempt from these expectations due
to documented health monitoring or medical necessity.
| agree

Parents needing to contact their children during the
g egarding transportation or for emergencies
0 have a message
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¥

For Your Attention

[hank You



