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Abstract

Gaming disorder was officially recognized as a disorder of addictive 
behaviour in the International Classification of Diseases 11th revision 
in 2019. Since then, other types of potentially problematic online 
behaviour have been discussed as possible candidates for inclusion 
in the psychiatric nosography of addictive disorders. Understanding 
these problematic online behaviours requires further study of the 
specific psychological mechanisms involved in their formation and 
maintenance. An important but underdeveloped line of research  
has examined the ways in which technology design features might 
influence users’ capacity to exert control over how they engage with  
and use websites and applications, thereby amplifying uncontrolled, and  
perhaps addictive, use. In this Review, we critically examine the 
available research on the relationships between technology design 
features and the loss of control and harms experienced by those who 
engage in online video gaming, online gambling, cybersexual activities, 
online shopping, social networking and on-demand TV streaming. 
We then propose a theory-driven general taxonomy of the design 
features of online applications that might promote uncontrolled and 
problematic online behaviours.
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activities33,34. Similarly, excessive online shopping is associated with 
greater severity of general compulsive buying-shopping disorder than 
in-person shopping35, and cybersexual activities are associated with 
greater functional impairment in patients who exhibit compulsive 
patterns of sexual behavior36. These results suggest that the nature 
or structure of the online environment influences the formation and 
propagation of problematic behaviours.

Previous studies using a network analytical approach provide 
empirical support for the notion that, although they constitute separate 
entities (that is, form distinct clusters), problematic online behaviours 
are associated with each other23,37. This connection is assumed to lie 
partly in the features and affordances of the medium through which 
they are performed (that is, internet-related technologies)38,39. For 
example, according to the Triple A model40, over-engagement in cyber-
sex is promoted by accessibility (an unlimited amount of sexual content 
is constantly accessible), affordability (free or low-cost sexual content), 
and anonymity (the user perceives their behaviour as undetectable to 
others). The Triple A model has since been adopted and re-articulated 
in the context of other potentially problematic online behaviours (such 
as on-demand streaming of TV series and online shopping)41,42. Beyond 
the general features of the internet described in the Triple A model, the 
specific structural characteristics and design of web-based sites and 
applications (technology design features) might make them habit-
forming and potentially addictive, thereby facilitating the onset and 
perpetuation of problematic online behaviours43–47.

In this Review, we explore the psychological mechanisms through 
which design features of online applications might challenge users’ 
self-control abilities and lead to problematic usage patterns. First, 
we summarize the most recent and reliable evidence of relationships 
between technology design features and loss of control or harms expe-
rienced in the context of specific types of behaviour that might become 
problematic online. Next, we formulate a theory-driven taxonomy that 
explains how design features might operate, based on reinforcement 
learning and behavioural control theories48,49. This approach enables 
us to identify similar and dissimilar mechanisms across different users 
and digital technology interactions.

Problematic online behaviours
In this section, we summarize how design features promote problematic 
involvement (characterized by a loss of control and the maintenance 
of the behaviour despite negative consequences)16,17 in online video 
gaming, online gambling, cybersexual activities, online shopping, 
social networking and on-demand TV streaming.

Online video gaming
Video games are a highly diverse form of digital entertainment. The 
complex and dynamic nature of games makes them challenging to 
classify50,51, and researchers have categorized games and their main 
elements in many different ways. Games differ according to genre 
(shooting, role-playing or strategy), platform (personal computer, 
console or smartphone), mode (player-versus-player or player-versus-
environment), online connectivity (online or offline), objective (col-
lecting, building, capturing or destroying) and monetization patterns 
(freemium, one-time payment, upfront payment with in-game pur-
chases or subscription). Games can fulfil players’ desires to experience 
different emotions, satisfy psychological needs (such as autonomy and 
competence) and escape reality52. Modern video games offer unlim-
ited play experiences, with large worlds and role-playing elements, 
complex narratives and characters, episodic and randomly generated 

Introduction
The past two decades have been characterized by substantial devel-
opments in information and communication technologies, such as 
smartphones, tablets and laptop computers. These technologies have 
revolutionized ways of working and living, and have led to substantial 
changes in numerous aspects of daily life, including communication 
(for example, social networking sites), information access (for example, 
up-to-date online news coverage), education (for example, e-learning 
opportunities), shopping (for example, e-commerce platforms) and 
entertainment (for example, video games and on-demand streaming 
services). Although these changes are often considered to be positive, 
there is growing evidence that the use of information and communica-
tion technologies might become harmful to a subgroup of vulnerable 
individuals who are susceptible to problematic or addictive usage 
patterns1–6.

Beyond online gambling disorder (considered to be a subtype 
of gambling disorder), gaming disorder is the only online behaviour 
currently recognized as an addictive disorder in the International 
Classification of Diseases 11th revision (ICD-11)7. The inclusion of 
gaming disorder in the ICD-11 was based on epidemiological8–10 and 
neurobiological11,12 evidence, including clinical studies13 conducted 
in large samples of patients (supporting the view that dysfunctional 
involvement in video games should be considered a public health 
issue) and reports from treatment providers14,15 that there has been an 
increase in demand to reduce the functional impairments generated 
by uncontrolled gaming patterns in the past decade. Consistent with 
the operationalization of behavioural addictions (non-substance-
related addictive disorders)16,17, gaming disorder is defined in the ICD-11 
as persistent gaming behaviour characterized by: impaired control; 
increasing priority given to gaming over other life interests and daily 
activities; and continuation or escalation of gaming despite the occur-
rence of negative consequences. Central to this definition is that video 
gaming must be associated with distress or substantial functional 
impairment in daily life18.

Other types of problematic online behaviour constitute can-
didates for inclusion in the dominant health classifications such as 
the Diagnostic and Statistical Manual of Mental Disorders (DSM)19 
and ICD systems, including excessive online shopping1,5, compulsive 
cybersexual activities1,20, and problematic use of social networks and 
other internet applications1,21,22. These problematic online behaviours 
might belong to a spectrum of related conditions that share some 
common etiological mechanisms23–25. Candidate psychological mecha-
nisms include affective, cognitive, motivational and/or interpersonal  
processes (Table 1).

Whether gaming disorder should be considered a mental disor-
der remains debatable14,26. For example, it has been argued that its 
inclusion in ICD-11 might promote moral panic and stigmatize non-
problematic gamers, that the evidence for its inclusion remains insuf-
ficient, or that alternative conceptualizations (for example, gaming as 
a coping mechanism) would be more suitable. Moreover, evidence for 
the clinical relevance of other types of problematic online behaviour 
is mixed1,27–30, generating criticisms about the conceptualization of 
these problematic behaviours within the biomedical model of addic-
tion31,32. Nevertheless, available evidence suggests that performing 
such activities online (instead of offline) places individuals at higher 
risk of developing uncontrolled and addictive patterns of behaviour 
associated with negative consequences and functional impairment. 
For example, online gamblers are more likely to develop harmful gam-
bling patterns compared to those who engage in offline gambling 
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content, and/or systems that regulate players’ progression to keep them 
playing longer and more regularly53. The variety of gaming products 
and services also makes it challenging for researchers to study the 
potential influence of such features on players’ behaviour, including 
uncontrolled gaming patterns.

Some of the main rewarding elements of gaming can be under-
stood with reference to operant conditioning. Many video games 
employ one or more reinforcement schedules54 to encourage the indi-
vidual to play longer or maintain a regular gaming pattern. For example, 
there might be variable ratio reinforcement, such that a player receives 
a desired reward (for example, a rare item) after repeating an in-game 
action (for example, killing an enemy) a variable and unpredictable 
number of times. At the same time, there might be fixed ratio reinforce-
ment whereby the player receives a reward (for example, in-game cur-
rency) for each enemy killed. Thus, the player will become motivated 
both to acquire the rare item on the variable ratio schedule and to 
collect in-game currency on the fixed ratio schedule. Both fixed and 
variable ratio schedules elicit high rates of responding and contribute 
to continued engagement because players will cyclically acquire one 
reward type and then work toward acquiring the other.

Some features (such as in-game avatars) are designed to facili-
tate the formation of an identity and emotional bond to the game 
or aspects of the game55,56. Some games encourage players to form a 
psychological attachment to virtual items, actions and identities, par-
ticularly in online games that simulate ‘ownership’ of virtual goods57,58. 
Indeed, some gamers value their digital collections of games and virtual 
achievements as others would value material goods59. For these play-
ers, such games are not simply a form of entertainment; games also 
facilitate acquisition of ‘sacred’ items that provide personal satisfaction 
and have meaning.

In-game purchasing schemes enable players to acquire virtual 
goods in video games, usually via small monetary payments. Spend-
ing on ‘loot boxes’ (a popular type of microtransaction)60 is positively 
associated with problem gaming61 and problem gambling symptoms62. 
Some in-game monetization schemes, particularly those found in ‘free-
to-play’ games on mobile devices, are designed to repeatedly solicit 
or ‘nudge’ the player to make in-game purchases63,64. Players might 
respond favourably to monetization options and time-limited offers 
to resolve unmet in-game needs. For example, purchasing an item to 
bypass an obstacle might satisfy the need to reach in-game goals in an 
expedient fashion64. Some of these in-game purchasing schemes might 
be viewed as predatory because they disguise or withhold the true 
long-term cost of the activity until players are already financially and 
psychologically committed65. Thus, such features can reinforce uncon-
trolled and addictive habits in gaming, particularly among users with 
self-regulation and decision-making difficulties (for example, an inhib
itory control deficit or difficultly delaying pursuit of an immediately 
available online reward, respectively)66.

Research on problem gaming in relation to structural characteris-
tics has found that game characteristics, such as realistic graphics, novel 
rewards and surprise mechanics (for example, loot boxes or video- 
game-related purchases with a random outcome)67, tend to increase 
a player’s enjoyment or increase the time spent gaming50,68–72. Prob-
lem gaming rates also differ according to game genre. Specifically, 
players of massive multiplayer online games tend to score higher on 
measures of problem gaming symptoms than players of other types 
of video game73,74. These players also score higher on measures of 
novelty-seeking64, depression75, social anxiety76 and lower on meas-
ures of self-esteem75, compared with players of other online games.  

Table 1 | Candidate psychological mechanisms involved in 
the development and maintenance of problematic online 
behaviours

Processes Definition Refs.

Affective Emotion 
dysregulation

Impaired ability to 
efficiently recognize, 
differentiate and 
modulate emotional 
experiences

205,228–238

Craving The overwhelming desire 
and urge towards the 
addictive behaviour 
that jeopardizes control 
attempts

239–242

Cue reactivity Physiological, emotional 
and cognitive responses 
to stimuli relevant to the 
online activity

101,243–246

Reward sensitivity Increased tendency to 
detect, pursue, learn from 
and derive pleasure from 
positive stimuli

247–250

Cognitive Inhibitory control 
impairments

Reduced top-down 
control of behaviour

66,127,242,251

Decision-making 
impairments

Preference for short-term 
rewarding behaviours 
despite negative long-
term consequences

66,127,242,251

Attentional biases Increased awareness of 
stimuli in the environment 
that are relevant to the 
online activity

66,127,242, 

252,253

Dysfunctional 
cognitions

Distorted cognitive 
beliefs or irrational use 
expectancies

55,57,253–256

Motivational Examples of specific 
motivations beyond 
entertainment

Curiosity and sexual 
education (cybersexual 
activities)

114

Personal enrichment 
(on-demand TV 
streaming)

3

Bonding with others 
(gambling apps)

257

Negative 
reinforcement 
motivations

Alleviating negative 
emotional states arising 
from stressful contexts 
or adversities in life and 
escaping from everyday 
problems

114,258–262

Interpersonal Social anxiety Overwhelming fear of 
social situations

5,239,263–265

Attachment style Internalized mental 
representation of the 
self and others in close 
relationships

266

Feelings of isolation 
and loneliness

– 267–269

Deficiencies in self–
other differentiation

Impaired ability to 
experience a sense of self 
as a separate individual in 
relationships with others

270
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These results suggest that online multiplayer games might attract 
more vulnerable players.

In summary, the evidence on problem gaming or gaming disorder 
and game design suggests that more complex, endless and socially 
driven games enable or promote higher rates of problem gaming. 
Some player vulnerabilities (such as high impulsivity, risk-taking, and 
comorbidity with psychopathological symptoms) might increase the 
risk of gaming disorder for certain game types or genres. However, 
the current research base is limited by its reliance on cross-sectional 
data. Thus, these studies do not provide insight into how gaming prob-
lems develop, and whether any specific game design features have a 
formative influence on the onset and progression of gaming disorder 
symptoms.

Online gambling
Along with gaming disorder, gambling disorder is the sole behavioural 
(non-substance-related) disorder classified as an addiction19. Impor-
tantly, new forms of online gambling sites and applications feature a 
large panel of ready-to-consume and time-limited incentives. These 
incentives include sign-up email bonuses, smartphone notifications 
on bonus bets, free bet happy hours, multi-bet offers, improved odds 
and cash-out offers (reviewed previously77). Qualitative and quantita-
tive studies suggest that these wagering-inducement strategies lead 
to decreased perceived control while gambling78, and might represent 
a risk factor for the development of gambling-related harm79–81 and 
relapse in those seeking treatment for gambling82.

Among the new types of online gambling opportunities, sports 
betting is becoming increasingly popular, in particular among ado-
lescents and young adults83. In most industrialized countries, it is now 
possible to bet, at every moment, on almost every sport event. In addi-
tion to this around-the-clock availability of betting opportunities, there 
is high exposure to sports betting advertisements84–86. Consequently,  
a large number of individuals (including children and adolescents) 
are directly (through television advertisements and smartphone noti-
fications) or incidentally (through teams that feature sports bett
ing sponsors on their jerseys) exposed to sports betting messages87.  
A key feature of sports betting advertising is that it relies on narratives 
that trigger perceived control over and social acceptance of sports 
betting86. Moreover, viewing more sports betting advertisements 
in real life is associated with increased recall of sports betting spon-
sors (names and logos on team jerseys)88–95, symptoms of gambling 
disorder96 and greater betting intention77,96,97 among adolescents. 
Hence, because children and adolescents seem particularly sensi-
tive to catchy slogans, humour and music featured in sports betting 
advertisements94,98, narratives that trigger perceived control over and 
social acceptance of sports betting might modulate their perception 
of gambling and lead them to believe that sports betting is a normal 
activity in which most sports fans participate94.

The ability to place sports bets at any time and in many places 
might influence how sports cues (such as a game schedule) are pro-
cessed. Indeed, neural responses to sports cues differ according to 
whether or not these cues represent a gambling opportunity99,100. For 
example, one study found increased brain activation within the hippo
campus, caudate nucleus, anterior insula and orbitofrontal cortex 
when participants were asked to choose whether or not they wanted to 
bet on a sporting event compared to when they were asked whether or 
not they wanted to watch the sporting event99. These regions play a key 
role in cognition, emotion and memory processes that are triggered 
by addiction-related cue reactivity (reviewed previously101). Easy and 

constant access to sports betting online might cause all sports cues to 
be processed as betting-relevant, which might trigger actual betting 
behaviour and lead to problem gambling.

Another neuroimaging study showed that in frequent online 
sports bettors, greater problem gambling severity and lower trait-
self-control (the ability to pursue abstract and distal goals when faced 
with competing concrete and proximal goals)102,103 were associated with  
higher neural reactivity to sports events that were made unavailable 
for betting (that is, were blocked)100. These results suggest that sports 
bettors’ neural reactivity to gambling unavailability might be a relevant 
marker of sports betting-related harms. The convenient and easy 
access to sports betting might also increase non-planned betting (bet-
ting on action contingencies during the sports game, or live betting). 
Indeed, live betting is very common in young men who score high on 
general trait impulsivity80,104 or sensation-seeking105, and live betting 
gambling habits are positively associated with symptoms of gambling 
disorder80,104,106,107.

Taken together, these findings suggest that the hyper-accessibility 
of sports betting, the design features of sports betting apps, and the 
content and frequency of sports betting advertisements increase 
gambling-related harms.

Cybersexual activities
The Internet has revolutionized the way sexuality (and in particular 
pornography) is expressed and/or consumed, and multiple devices 
(laptops, tablets and smartphones) permit easy and constant access 
to a wide range of cybersexual activities from any location108–110. Cyber-
sexual activities include various internet and/or smartphone-mediated 
behaviours involving human sexuality including (but not limited to) 
watching pornography, having sexual chats or watching Xcams (live sex 
on the Internet), using specialized internet websites (or apps) to find 
offline sexual partners, engaging in virtual reality pornography, playing 
sexually explicit videogames, or sending and receiving ‘sexts’109,111–113. 
Indeed, ‘cybersexual activities’ is an umbrella term for distinct behav-
iours that can be performed in diverse ways (alone or with partners), 
driven by heterogeneous motives (sexual arousal, mood management 
or anonymous fantasizing; reviewed previously114), and associated with 
different user profiles115.

Cybersexual activities are widely practised among adults108, and 
high pornography consumption is not necessarily problematic116. 
However, in a minority of vulnerable users uncontrolled involvement 
in cybersexual activities can be impairing and associated with negative 
consequences such as conflicts with significant others, compulsivity, 
addiction-like symptoms (strong urges or cravings, tolerance-like 
phenomena such as gradual increase in extreme pornography engage-
ment or consumption to experience a constant arousal level, or con-
stant preoccupation), or moral incongruence (misalignment between 
moral beliefs about sexual behaviour and actual sexual behaviour)108,113. 
To date, there is no diagnosis specific to pathological cybersexual 
behaviours. However, the ICD-11 framework allows pathological and 
functionally impairing engagement in cybersexual activities to be 
diagnosed as compulsive sexual behaviour disorder117.

Design features implemented in cybersexual websites or apps 
include algorithm-based recommendations of content, personalized 
notifications (such as informing users when specific content is avail-
able), advanced search functionality (such as identifying all content 
featuring a specific actress or actor on a specific website), or rating 
and commenting on content by other users118–120. These design features 
suggest that cybersexual products (especially online pornography) 
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are optimized for predicting and responding to user preferences and 
behaviour, which might promote over-involvement and a potential 
loss of control over engagement (thereby increasing the amount of 
time spent on cybersexual websites), especially in vulnerable popula-
tions (such as adolescents). Developments in cyber-sexuality in the 
past fifteen years include artificial erotic agents, such as virtual part-
ners, erotic chatbots or sex robots109. Research that investigates how 
exposure to such artificial intelligence influences sexual behaviours, 
and whether they present new risks for developing addictive patterns 
of use, is needed.

It is frequently acknowledged that the specific design features of 
cybersexual activities (for example, continuously exposing users to 
their preferred stimuli based on past tracked online behaviour) con-
tribute to their addictive potential and/or promote loss of control and 
compulsivity121–123. However, empirical research is scarce and support-
ing evidence is mainly indirect. For example, engaging in cybersexual 
activities is associated with higher functional impairment in individu-
als with compulsive sexual behaviour disorder36. Qualitative studies 
suggest that specific design features (for example, algorithm-based 
recommendations and advanced search functionalities) promote 
loss of control and compulsivity in those who engage in problematic 
cybersexual behaviour124–126. Problematic use of online pornography is 
also associated with greater attentional biases toward sexual stimuli, 
poorer inhibitory control and executive functioning, and impaired 
decision-making abilities compared to individuals without problematic 
pornography use (reviewed elsewhere127). These results suggest that 
inherent characteristics and features of cybersexual activities (for 
example, infinite and immediately accessible sexual content) interact 
with individual vulnerabilities (for example, low impulse control) to 
promote problematic usage patterns.

Online shopping
Empirical research on the structural determinants of problematic 
online shopping is limited5,128,129. Previous studies have noted that the 
easy accessibility, availability (ability to shop 24 hours a day, 7 days a 
week), anonymity (ability to shop without face-to-face contact), and 
convenience (ability to shop without leaving home) of online environ-
ments might contribute to the onset and maintenance of problematic 
online shopping130,131. However, there has been less discussion on the 
specific features (advertising pop-ups, time-limited discount offers, 
flexible payment options, and points programmes) that might fuel 
problematic use of e-commerce platforms130,132,133.

One study that applied a descriptive auditing method to 
50 Australian-based entertainment, social network, online merchan-
dise, and news and media websites identified time-limited offers  
(a feature that is also relevant to online gaming and gambling) involving 
countdown meters (which often provide false information), display 
of product sell counts, indicators of limited product left, and product 
recommendations based on other customers’ purchases as structural 
elements designed to stimulate instant and reckless purchases45. These 
findings might constitute a preliminary base for further empirical 
research assessing the impact of e-commerce platform design features 
on uncontrolled online shopping.

Social networking
Social networking services include messaging apps (such as WhatsApp, 
WeChat and Snapchat) and social networking platforms (such as Face-
book, YouTube, Instagram, Twitter, Pinterest and TikTok) that allow 
users to interact, create, share and consume content. Social networking 

services are designed to prolong time spent on such applications44,134,135, 
and might promote problematic smartphone usage patterns136–140. 
Specifically, the constant availability of smartphones might encourage 
repeated checking of social networking accounts, especially among 
vulnerable individuals with low self-control141.

A few preliminary theoretical reports describe relevant design 
features that might keep social networking services users engaged 
over extended periods of time or get them continuously coming back. 
These include infinite scrolling (the ability to scroll down through 
content that does not end)44,135, the ‘newsfeed’ that matches a user’s 
interests (derived from machine learning algorithms applied to the 
user’s previous interactions with the platforms)44, the ‘like’ feature44,45 
and the ‘double tick’ function (two grey ticks indicating that a message 
has been received, which turn blue when the message has been read)44.

These claims are supported by qualitative research (usually based 
on interviews with social networking service users). According to this 
research, the group setting on messaging apps induces continuous 
engagement and creates social pressure to reply to received messages 
quickly, which is amplified by the ‘double tick’ function142. Moreover, 
temporarily available information (for example Instagram ‘stories’ that 
are deleted after a certain amount of time) and trending information 
(for example popular hash-tags) motivate users to continually check 
their social networks owing to a fear of missing out (FOMO) on updates 
or potentially important information142. Finally, ‘likes’ and repost or 
forward functions (for example ‘retweets’ on Twitter) that provide users 
with real-time updates on the number of people reacting to their posts, 
continuous information renewability (new information generated in 
the ‘newsfeed’ since one’s last logon), and push notifications (sounds 
and images notifying users when relevant information is available) 
encourage automatic checking behaviour and loss of control over 
time spent engaging with social networking services, which interferes 
with daily life tasks, sleep, work and offline social interactions46,142. 
These findings are consistent with previous research demonstrating 
that push notifications act as relevant external cues that prompt more 
usage sessions in problematic smartphone use143.

On-demand TV streaming
Online streaming platforms enable 24-hour immediate access to all 
episodes of released seasons of a TV show, from anywhere and on any 
device with an internet connection. Consequently, binge-watching 
(watching multiple episodes of a TV series in one viewing session)3 
has become the new standard for viewing content144. The widespread 
adoption of binge-watching has been attributed to the on-demand 
nature of streaming and the technological design features of stream-
ing platforms145, including notifications about the release of new TV 
series146, algorithm-based content recommendations147,148, the autoplay 
or post-play feature (countdown to the automatic start of the next 
episode)149,150, accelerated viewing151, smart download (automatic down-
load of episodes to queue for upcoming viewing)152 and playback mode 
(omission of episode recaps or the ability to skip opening credits)150.

Preliminary qualitative evidence (derived from focus groups with 
binge-watchers) suggests that the design features described above 
are perceived to encourage continuous on-demand streaming of TV 
series and make it difficult to stop binge-watching41,153–156. In particu-
lar, easy and convenient access to abundant TV series across multiple 
devices (TV, smartphones, tablets, laptops and computers) facilitates 
unplanned and uncontrolled TV consumption41,153,154. The autoplay or 
post-play feature is generally reported as the biggest challenge to self-
control in binge-watching153,155,156. Other design features, including push 
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notifications, algorithm-based recommendation and playback mode, 
encourage further binge-watching sessions154,156.

Convergence between online behaviours
In the previous section, we summarized how technology design fea-
tures might promote uncontrolled engagement in distinct types of 
online behaviours. However, the growing interlinking of information 
and communication technologies, media content, activities, ser-
vices and products, owing to the evolution and popularization of the  
internet157–159 has led to increasing overlap between initially distinct 
web-based applications. For example, shopping advertisements 
appear in social networking services and gambling-like features such 
as loot boxes are embedded in video gaming and social networking 
services157,160. Crucially, sophisticated machine learning algorithms 
applied to a user’s previous interactions with the website, platform 
or application, and derived personalized push notifications or recom
mendations encourage loss of control across different online behav-
iours46,124–126,142,154,156. Indeed, tracking and continuously updating 
individual preferences via the collection (and exploitation) of behav-
ioural data might be a common structural feature connecting problem-
atic online behaviours. Such data collection allows service providers 
to maintain users within ‘online interactive loops’ to maximize data 
collection and refine these profiling analyses22,161, thereby optimizing 
information and recommendation tailoring. Such technical systems 
also clearly point to economic motives for exploiting these features 
when designing web-based applications and interfaces162–166.

Theory-driven classification
Our review of the available scientific literature reveals a dearth of 
systematic, theory-driven research on the design features of online 
applications, websites and digital environments that facilitate loss of 
control over online behaviours. Online product development requires 
little knowledge of underlying psychological processes because mas-
sive deployment allows learning by trial and error: design features that 
increase the frequency of online behaviour, time-on-device or spend-
ing (and therefore revenue) will be maintained, whereas those that  
do not will be abandoned157,167,168. Because deploying technologies 
that increase the frequency of online behaviours might be harmful to 
some users, it is important to understand how these design features 
operate. However, such understanding is hindered by informational 
asymmetry: technology providers accumulate massive amounts 
of information about their users, whereas users (and researchers) 
have neither access to such information, nor an understanding of 
how it enables the manipulation of their behaviour in a progressively 
personalized manner.

To start closing this gap, we propose a theory-driven general tax-
onomy of design features that influence uncontrolled online behav-
iours based on the interaction between ‘model-free’ and ‘model-based’ 
mechanisms underlying learning and behavioural control (Fig. 1). In 
model-based learning, mental models of the world are elaborated and 
updated as experience with the outcomes of behaviour is accumu-
lated. These mental models are then used to anticipate immediate and 
delayed consequences of possible choices (for example, the expected 
outcomes of online gambling, gaming or watching pornography versus 
abstaining from these behaviours)169,170. Thus, model-based control is 
based on computing and comparing expected utilities. By contrast, 
model-free learning consists of the accrual of cached values (values 
that have been assigned to choice options) that become associated 
with choice options through previous experience with these options 

and subsequent feedback. These cached values subsequently drive 
model-free behaviour control. Importantly, unlike automatic (cue-
driven) versus voluntary (goal-driven) dual-system models of self-
regulation, model-free and model-based modes of control are not 
mutually exclusive, but can operate in parallel. Most behaviours are 
therefore controlled in a mixed manner171–173. Moreover, both model-
free and model-based mechanisms can promote uncontrolled or 
addictive behaviours. For instance, a decision to start gambling can 
be simultaneously motivated by an automatic tendency to approach 
gambling devices (model-free factor) and the expectancy of wins 
(model-based factor).

In this section, we elaborate on this taxonomy and classify  
the technology design features that might promote problematic 
online behaviours described above into model-free and model-based 
categories (Table 2).

Design features that exploit model-free processes and control
Habit formation and incentive sensitization are two well known exam-
ples of learning that mostly depend on model-free processes174–176. 
In animal models, goal-driven instrumental behaviours can eventu-
ally turn into habits — stereotyped, cue-triggered behaviours, mostly 
insensitive to outcome value — after repeated training under certain 
reinforcement schedules (such as the variable interval schedule177,178, 
in which a response is reinforced only after a variable and unpredict-
able time interval has passed since the last reinforcer was delivered). 
Incentive sensitization (intense cue-driven ‘wanting’) is hypothesized 
to be caused by the repeated overstimulation of mesolimbic and meso-
cortical dopaminergic pathways179. Such overstimulation progressively 
increases the incentive value of environmental cues associated with 
the addictive agent. In other words, these cues progressively become 
‘motivational magnets’ because they acquire the power to hijack atten-
tional resources and trigger an increasingly intense craving response 
(an overwhelming desire and urge towards the addictive behaviour), 
jeopardizing control attempts. Importantly, this overstimulation can 
be caused by addictive drugs180,181 as well as other reinforcers when 
their delivery is highly unpredictable182–184.

Comparing habit versus incentive sensitization models of compul-
sivity in addictive disorders, and the algorithmic specificities of these 
learning processes, is beyond the scope of this article (and reviewed 
elsewhere185). The key point here is that, in both cases, exacerbated 
model-free learning might result in gradually more inflexible, ste-
reotyped and cue-driven behaviours. This view is consistent with the 
finding that a pre-existing imbalance favouring model-free over model-
based control is a vulnerability factor for the development of addictive 
behaviours186.

Moreover, experimental research suggests that the unpredictabil-
ity of rewards, and the impossibility of reducing such unpredictability 
with experience, promote perseverative and cue-driven addiction-like 
behaviour187,188. The irreducibility of uncertainty is maximal in random-
ratio reinforcement schedules, in which the probability of reward for 
each response is independent of previous reinforcement history. This 
type of reinforcement schedule is implemented in most gambling 
devices (the outcome of each bet is independent of the outcome of 
previous bets) and has been theoretically and empirically linked to 
their addictive potential187–190.

Random-ratio reinforcement schedules are also present in video 
games, social networking services and other internet apps, where 
non-monetary rewards such as ‘likes’, ‘retweets’ or notifications are 
unpredictable191,192. Unpredictable availability of rewards is also an 
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ingredient of randomly distributed happy hours in online gambling, 
and special offers in online shopping (such as free shipping or free 
gifts). Unfortunately, despite their apparent ubiquity and likely role 
in problematic online behaviours (Table 2), we are unaware of any 
formal analysis of design features related to reinforcement schedules 
in domains other than gambling. Notably, loot boxes are increasingly 
present in commercial video games193. The structure of loot box rein-
forcement schedules has not been thoroughly investigated, but loot 
boxes have been discussed in relation to variable ratio reinforcement 
schedules191,194, and their consumption is associated with problem 
gambling195.

Internet-based environments can also present cues that trigger 
potentially problematic behaviours. These triggers can be considered 
design features that promote loss of control. As described above, 
cue reactivity (physiological, emotional and cognitive responses to 
relevant stimuli) is a salient feature of gambling disorder. If irreduc-
ibly uncertain reinforcement is at least partially responsible for the 
development of cue-driven and inflexible behaviours, as suggested by 
theoretical proposals183,184 and empirical evidence182, gambling devices 
that implement such reinforcement schedules could exploit these cues. 
The personalization of push notifications or advertisements in nearly 
all online activities can be considered individualized or personalized 

cues that might generate even more craving and therefore compulsive 
behaviours. For example, intense craving generated by pop-ups about 
limited special offers for a specific product on e-commerce sites could 
lead to compulsive buying. Unfortunately, results from attempts to 
determine whether or not craving is central to the development of 
chronic problems in behavioural domains other than gambling are 
inconclusive, as these studies mostly rely on self-report methods in 
which craving-related items use generic terminology such as ‘urge’ 
or ‘desire’ (for example, ‘sometimes, I feel an irrepressible urge to 
play’)196 that could refer to different underlying constructs in different 
behavioural domains197,198.

Design features that exploit model-based learning processes
The model-free learning processes described above (habit learning 
and incentive sensitization) are involved in gambling problems182,199,200. 
However, their role in other candidate behavioural addictions is less 
clear. Moreover, other mechanisms related to model-based control 
might also cause substantial functional impairment (and therefore 
serve as targets for prevention)201.

Model-based control involves comparing the benefits and costs 
of the potentially problematic activity with those of alternatives (such 
as disengagement in the activity or engagement in other behaviours). 

a  Model-free mechanisms

b  Model-based mechanisms

Cached values associated with
choice options based on experience

Updating cached values through
reinforcement learning

Reflexive reponses associated with
rewarded choice options

Engagement in 
online activity

Computation and comparison
of expected utilities

Elaboration and updating of mental
models according to experience

Mental models of costs and
benefits of choice options

Likely
wins

Likely
wins

Likely
wins

Likely 
losses

Likely 
losses

Versus

Cached positive values associated with
previous online gambling experiences

Strengthening of positive cached values
through reinforcement learning

Automatic tendency to attend
to gambling-related cues

Mental representation of the costs 
and benefits of online gambling

Updating of mental representations of
online gambling scenarios during learning

Overvaluation of anticipated outcomes of
online gambling versus not-online gambling

Likely
wins

Fig. 1 | Model-free and model-based mechanisms underlying problematic 
online behaviour. Model-free mechanisms (part a) and model-based 

mechanisms (part b) underlying the decision of whether or not to engage in an 
online activity, using online gambling as an illustrative example.
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Importantly, such comparison does not imply that the choice is neces-
sarily rational or advantageous in the long term: several mechanisms 
can lead to a choice option that simultaneously presents the highest 
subjective value and long-term negative consequences202.

Potentially problematic online activity might be favoured over 
alternatives if its subjective value is high. The outcomes of some online 
activities become overvalued for many reasons, and are related to 
individual differences in people’s values and needs203,204. For example, 
removing time cues and including graphics and sounds facilitates 
immersion or flow states in some continuous activities (‘entering the 
zone’ in online gambling, or feeling ‘carried away’ by narratives in TV 
series and video gaming)50. This immersion is positively reinforcing for 
people who engage in these activities, but can become a way to escape —  
and therefore a negative reinforcer — for emotionally vulnerable indi-
viduals or people experiencing distress205–207 (that is, alleviation of 
undesirable emotional states serves as a reinforcement for engaging 
in the online activity). Other design features might also alleviate peer 
pressure or FOMO, and thereby promote continuous involvement in 
online behaviours following a similar negative reinforcement logic. 
For example, chatrooms and presenting top-10-rated series lists on 
streaming platforms encourage viewers to catch up on the latest series 
so they can discuss it with friends; group settings and ‘double tick’ 
function on messenger apps induce users to reply quickly to received 
messages for fear of losing popularity among friends or missing  
important updates.

In terms of positive reinforcement, design features related to 
social reward (‘likes’ in social networking, Elo scores that calculate 
the relative skill levels of players in e-sports, or role-playing elements 
in video games) can be especially efficacious in motivating people 
who lack real-world social skills and confidence, and who experience 
difficulties achieving the same amount of reward in face-to-face inter-
actions208–210. Similarly, problematic attachment to video games might 
be associated with maladaptive cognitions, including overvaluing the 
importance of game rewards and an overreliance on gaming for a sense 

of self-worth211–213. Qualitative research shows that features such as pro-
motions and time-limited events trigger or facilitate buying loot boxes 
for players with social-oriented motivations (such as FOMO) or based 
on the subjective value attributed to digital content214. The variety of 
social motives and their interaction with individual factors make it 
difficult to review all the possible design features that might relate to 
them. Crucially, informational asymmetry enables providers to profile 
their customers using automated artificial intelligence to offer users 
what they are looking for. If user motives constitute vulnerabilities, 
these automated processes could become exploitative.

The ability to fully consider the short- and long-term consequences 
of decisions to make globally advantageous decisions requires time and 
cognitive resources215. Low availability of such resources constitutes a 
risk factor for problematic online behaviours216–218. Several design fea-
tures (for instance, autoplay and smart download function in streaming 
platforms, which make binge-watching quasi-automatic) interfere 
with the deliberative and controlled processes needed to overcome 
present-oriented decision-making. Messages that convey a sense of 
urgency regarding immediately accessible gratifications (such as in 
time-limited offers that involve countdown meters and limited prod-
uct left alerts in e-commerce sites or videogames, or multi-bet and 
cash-out opportunities in online gambling) are designed to encourage 
individuals to act on the spur of the moment and directly interfere with 
reflective thinking.

Revealing new possibilities of reward once a previous one has 
been reached can increase the anticipation of positive consequences, 
and therefore expected utility. Features that reflect moving goalposts 
are ubiquitous in video gaming, social networking and on-demand TV 
streaming, and they keep individuals engaged for longer than planned 
after initiating the activity. Reaching goals can be extraordinarily reward-
ing, so allowing progression is central to maintaining motivation219. 
However, online environments often allow only partial satisfaction.  
Video games rewards come in levels and stages, and completing one 
level typically allows access to a new one. Infinite scrolling in social 

Table 2 | Digital technology design features that might reduce users’ control

Online 
behaviour

Model-free design features Model-based design features

Reinforcement schedules Personalized triggers Overvaluation of positive 
outcomes

Features that 
interfere with 
deliberation

Partial goal 
fulfilment

Cognitive 
biases

Online 
video-gaming

Random loot boxes; 
randomly generated 
content; surprise mechanics

– Role-playing elements; 
realistic graphics; in-game 
achievements

– Game rewards; 
in-game 
purchases

Persistent 
environment

Online 
gambling

Random-ratio payment 
schedules

Advertisements; push 
notifications; graphics  
and sounds

Improved odds; free bets Multi-bets; cash-
out opportunities

Sequential bets Near-misses; 
control buttons

Cybersexual 
activities

 – Push notifications; AI-based 
algorithms; personalized 
recommendations

Visual partners; chatbots – – –

Online 
shopping

Free gifts; free shipping Pop-up product 
recommendations;  
new product alerts

– Time-limited 
discounts; limited 
product left alerts

Points 
programmes

–

Social 
networking

Likes; repost or forward 
functions

AI-based algorithms;  
push notifications

Hashtags; group settings; 
‘double-tick’ function

– Infinite scrolling; 
information 
renewability

Temporarily 
available 
information

On-demand 
TV streaming

Infinite scrolling AI-based algorithms; 
pop-up recommendations; 
playback mode

Graphics and sounds; 
chatrooms; top-10-rated 
series

Autoplay; smart 
download

Progress bar –
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networking sites reveals some desired information, but also offers the 
never-ending promise of new rewards, as does continuous information 
renewability. TV series episodes (with viewing progression reflected 
by a progress bar on streaming platforms) usually end with some big 
revelation, but only to introduce a new mystery (cliffhanger). Points 
programmes that reward customers with points for each purchase 
encourage people to continue online shopping. As reviewed above, 
these design features have been linked to progression into problematic 
and addictive online behaviours.

Finally, some design features strengthen specific cognitive biases 
and foster distorted beliefs. The consequences of distorted beliefs can 
be far-reaching. Problematic online behaviour will be more likely if the 
probability of a positive outcome of engaging in, relative to abstaining 

from, that activity is overestimated. In other words, beliefs about 
relationships between behaviours and outcomes become part of the 
mental models users enact to make value-based decisions. For instance, 
stop buttons feed the feeling that outcomes in gambling devices are 
controllable220,221. Losses disguised as wins (for example, a cheering 
sound when a slot machine pays US$0.70 back for a US$1 wager) and 
near-misses in which unsuccessful outcomes are perceptually close to 
the jackpot (for example, when two reels of an online slot machine stop 
on the dollar symbol, and the third reel stops when the dollar symbol 
is just a position above or below the payoff line) contribute to the false 
belief that one is progressing or learning something valuable about 
the game, or artificially reduce perceived losses222,223. Moreover, these 
beliefs tend to be domain-specific, namely, they refer to the context 

Box 1

Implications for prevention and intervention
Uncovering the influence of technology design features in 
potentially problematic and addictive online behaviours can 
contribute to the design of efficient prevention tools and policy 
recommendations to minimize use-related harms across online 
domains. Evidence-based educational guidelines and prevention 
plans, as well as awareness-raising campaigns, should promote 
self-control strategies to help individuals develop safer online 
behaviours and new healthy habits. However, little is known about 
the common (model-based or model-free) strategies that users 
employ to modulate the impact of these self-control-challenging 
design features or their efficacy at preventing the emergence of 
potential harms induced by excessive and dysfunctional technology 
use. Uncovering such self-control strategies would be a critical  
asset for health professionals and could inform future intervention 
studies.

There has already been some work along these lines in the  
context of social networking overuse271. Using a naturalistic-
qualitative approach, researchers identified six proactive (for  
example, fully or partially preventing access to social media by  
leaving one’s phone in another room or turning off notifications)  
and reactive (for example, using ‘in-the-moment’ self-control, such 
as finishing an important task instead of checking social media)  
self-control strategies. Individuals with high trait self-control were 
better at avoiding social networking overuse than individuals with 
low trait self-control because they had weaker social networking 
use habits and, consequently, found it easier to enact self-control 
strategies271. This result is in line with studies showing that better  
self-control is associated with higher engagement in beneficial  
habits272, lower daily life involvement in unhealthy habits273, and  
less-effortful inhibition of immediately available temptations274. These 
results suggest that self-control interventions should revolve around 
building good habits to replace bad ones, rather than resisting short-
term temptations275,276. Accordingly, it would be valuable to examine 
this assumption across the behavioural domains considered here.

Finally, increased awareness, acceptance of responsibility and 
direct involvement of service providers in addressing these issues 
is needed43,277. Thus, stakeholders must work collaboratively to 
develop, assess and take regulative actions to prevent and minimize 

the harm associated with problematic online behaviours. Possible 
industry-directed regulation initiatives might include legislation that 
prohibits web-based applications and interfaces from exploiting 
nudge techniques, or enlisting popular social media influencers  
to help in promoting healthy online habits.

In general, recommendations for policies to prevent the 
emergence of problematic and addictive involvement in online 
activities — and reduce related harms — must be based on a multi-
stakeholder approach47,278,279 that engages users, their close relatives 
who can evaluate risks280, researchers, clinicians and community 
organizations, as well as representatives from industries designing 
technology281 and government bodies regulating it282. All parties 
should carry out joint efforts to elaborate and implement relevant 
prevention tools and targeted programmes informed by research 
evidence.

Policy recommendations to promote healthy patterns of 
engagement in online activities include (but are not limited to):

•• Promoting evidence-based effective and sustainable (model-free/
model-based) self-control strategies to help users to regulate 
online behaviours and minimize potential use-related harms.

•• Providing transparent user guidelines on functional and dys
functional use of online applications and signs of concerning 
behaviours that might become harmful, including referral to 
treatment services when needed.

•• Developing, implementing and evaluating in-app functions that 
might support users’ self-control, such as warning messages 
that encourage users to reflect on their long-term goals, that 
are generated in response to AI-based detection of emerging 
problematic behaviours.

•• Integrating mandatory educational programmes to enhance 
children and adolescents’ digital literacy skills in the public 
education system.

•• Developing, implementing and evaluating awareness campaigns 
for parents and teachers concerning potential risks resulting from 
problematic online behaviours.

•• Developing, implementing, monitoring and evaluating 
intervention strategies for individuals exhibiting problematic and 
addictive involvement in a specific online activity.
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and outcomes of the potentially problematic activity. For instance, 
video games and social networking services stress the importance of 
the rewards one could be missing by not being online (for example, 
in virtual worlds in which game-relevant events keep on occurring 
even when the player is absent, or in social networks in which some 
content is automatically deleted after a certain time interval) to boost 
FOMO58,66,142, thus providing fertile ground for activity-related cognitive 
biases to develop (for example, believing as a gamer that rewarding 
experiences are only possible online, or that not constantly keeping 
up with what friends are doing online will reduce one’s popularity). 
The mechanisms driving these beliefs can be embedded into websites, 
apps and devices in the form of nudges (or dark nudges)77,224, and can 
also be strengthened by media advertising and direct communication. 
The link between gambling commercials’ content and cognitive biases, 
and therefore the potentially exploitative use of such biases, has been 
detailed elsewhere85,86. Similar analysis has not yet been systematically 
carried out in other domains.

In sum, we posit that engaging in a potentially problematic online 
activity is always a choice. This choice can be predominantly model-
free, that is, made on the basis of cached estimates of the accrued 
values of previous choices, and therefore mostly reflexive and insen-
sitive to the specificities of the situation that could make it more or 
less advantageous. An unbalanced reliance on this type of control 
mode can lead to excessively cue-driven and inflexible behaviours, and 
manipulations that facilitate model-free control have the potential to 
turn an instrumental behaviour into an addictive one. However, this 
is not the only way an initially non-problematic behaviour can turn 
dysfunctional. Some activities can become problematic (and clinically 
relevant) through model-based mechanisms simply because their 
consequences are computed to be more valuable than consequences 
of abstaining. This relative overvaluing depends on individual fea-
tures, but technology enables online activities to be adapted to match 
personal motivations, which might exploit vulnerabilities.

Summary and future directions
In this Review, we have summarized design features of online applica-
tions that might promote dysregulated and addictive online behaviours. 
These design features can be classified in a number of theory-informed 
(model-free versus model-based) categories, including reinforcement 
schedules that promote habit formation and incentive sensitization; 
cues that trigger responses acquired via these model-free processes; 
features that, in combination with personal needs and values, con-
tribute to overvaluation of the potentially problematic activity and its 
consequences relative to its alternatives; features that interfere with 
reflection or deliberation; partial goal fulfilment; and explicit infor-
mation and decision architectures that strengthen cognitive biases 
and distorted beliefs about outcome probabilities or their relation-
ship with one’s behaviour. Classifying these design features enriches 
the understanding of the underlying drivers of potentially problematic 
and addictive involvement in online activities, which can be applied to 
prevention and intervention efforts that help users to keep or regain 
control over online behaviours (Box 1).

We identified common psychological mechanisms that might 
contribute to the development of problematic online behaviours, 
and the specific design features that promote such mechanisms in 
different online activities. Future research should further investigate 
differences and similarities between potentially problematic online 
behaviours. In accordance with recent calls to conduct qualitative 
research to clarify potentially problematic and addictive involvement 

in online behaviours17,225,226, the focus group method might be particu-
larly relevant to this end227. Focus groups would also be useful for future 
investigation of the types of self-control strategy routinely enacted 
by individuals to regulate their involvement in online activities and 
their efficacy at preventing the possible emergence of related harms. 
Further prospective studies would then be needed to examine whether 
these strategies (and interventions based on them) can help people to 
develop and maintain healthy online habits.

Obviously, not all mentioned design features have a role in the 
development of behavioural problems in all online domains consid-
ered. However, identifying their specific combinations and behavioural 
effects contributes to a better understanding of the nature of poten-
tially problematic online behaviours that are currently (and probably 
misleadingly) grouped together as putative addictive disorders. In 
other words, investigating how design features have differentially 
evolved and have, in some cases, become successfully exploitative, 
can help to overcome the confirmatory approach to studying online 
addictive behaviours31,32 which, by recycling biomedical substance use 
disorder models to account for excessive online behaviours, is highly 
reductionistic and tends to pathologize common behaviours while 
also constraining the scope of relevant prevention and intervention 
strategies.
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References
1.	 Brand, M. et al. Which conditions should be considered as disorders in the International 

Classification of Diseases (ICD-11) designation of “other specified disorders due to 
addictive behaviors”? J. Behav. Addict. 11, 150–159 (2022).

2.	 de Alarcón, R., de la Iglesia, J. I., Casado, N. M. & Montejo, A. L. Online porn addiction: 
what we know and what we don’t — a systematic review. J. Clin. Med. 8, 91 (2019).

3.	 Flayelle, M. et al. Binge-watching: what do we know so far? A first systematic review  
of the evidence. Curr. Addict. Rep. 7, 44–60 (2020).

4.	 Håkansson, A. & Widinghoff, C. Over-indebtedness and problem gambling in a general 
population sample of online gamblers. Front. Psychiatry 11, 7 (2020).

5.	 Müller, A. et al. Buying-shopping disorder — is there enough evidence to support its 
inclusion in ICD-11? CNS Spectr. 24, 374–379 (2019).

6.	 Stevens, M. W., Dorstyn, D., Delfabbro, P. H. & King, D. L. Global prevalence of gaming 
disorder: a systematic review and meta-analysis. Aust. N. Z. J. Psychiatry 55, 553–568 
(2021).

7.	 World Health Organization. International Classification of Diseases: ICD-11 for mortality 
and morbidity statistics (WHO, 2019).

8.	 Rehbein, F., Kliem, S., Baier, D., Möble, T. & Petry, N. M. Prevalence of internet gaming 
disorder in German adolescents: diagnostic contribution of the nine DSM-5 criteria  
in a state-wide representative sample. Addiction 110, 842–851 (2015).

9.	 Mihara, S. & Higuchi, S. Cross-sectional and longitudinal epidemiological studies of 
internet gaming disorder: a systematic review of the literature. Psychiatry Clin. Neurosci. 
71, 425–444 (2017).

10.	 Müller, K. W. et al. Regular gaming behavior and internet gaming disorder in European 
adolescents: results from a cross-national representative survey of prevalence, 
predictors, and psychopathological correlates. Eur. Child Adolesc. Psychiatry 24, 
565–574 (2015).

11.	 Dong, G., DeVito, E., Huang, J. & Du, X. Diffusion tensor imaging reveals thalamus and 
posterior cingulate cortex abnormalities in internet gaming addicts. J. Psychiatr. Res. 46, 
1212–1216 (2012).

12.	 Ko, C. H. et al. Altered gray matter density and disrupted functional connectivity of  
the amygdala in adults with internet gaming disorder. Prog. Neuropsychopharmacol. 
Biol. Psychiatry 57, 185–192 (2015).

13.	 Müller, K. W., Beutel, M. E., Egloff, B. & Wölfling, K. Investigating risk factors for internet 
gaming disorder: a comparison of patients with addictive gaming, pathological 
gamblers and healthy controls regarding the big five personality traits. Eur. Addict. Res. 
20, 129–136 (2014).

14.	 Rumpf, H.-J. et al. Including gaming disorder in the ICD-11: the need to do so from a 
clinical and public health perspective: Commentary on: A weak scientific basis for 
gaming disorder: let us err on the side of caution (van Rooij et al., 2018). J. Behav. Addict. 
7, 556–561 (2018).

15.	 Han, D. H., Yoo, M., Renshaw, P. F. & Petry, N. M. A cohort study of patients seeking 
internet gaming disorder treatment. J. Behav. Addict. 7, 930–938 (2018).

16.	 Billieux, J. et al. Behavioural Addiction Open Definition 2.0 — using the Open Science 
Framework for collaborative and transparent theoretical development: commentaries. 
Addiction 112, 1723–1724 (2017).



Nature Reviews Psychology

Review article

17.	 Kardefelt-Winther, D. et al. How can we conceptualize behavioural addiction without 
pathologizing common behaviours? Addiction 112, 1709–1715 (2017).

18.	 Billieux, J. et al. Functional impairment matters in the screening and diagnosis of gaming 
disorder. J. Behav. Addict. 6, 285–289 (2017).

19.	 American Psychiatric Association. Diagnostic and Statistical Manual of Mental Disorders 
(DSM-5) 5th edn (American Psychiatric Association, 2013).

20.	 Stark, R., Klucken, T., Potenza, M. N., Brand, M. & Strahler, J. A current understanding of 
the behavioral neuroscience of compulsive sexual behavior disorder and problematic 
pornography use. Curr. Behav. Neurosci. Rep. 5, 218–231 (2018).

21.	 Wegmann, E., Müller, S. M., Ostendorf, S. & Brand, M. Highlighting internet-
communication disorder as further internet-use disorder when considering 
neuroimaging studies. Curr. Behav. Neurosci. Rep. 5, 295–301 (2018).

22.	 Fineberg, N. A. et al. Advances in problematic usage of the internet research — a 
narrative review by experts from the European network for problematic usage of the 
internet. Compr. Psychiatry 118, 152346 (2022).  
This narrative review reports on the key scientific advances and critical knowledge 
gaps that remain to be filled in the study of problematic online behaviours.

23.	 Baggio, S. et al. Technology-mediated addictive behaviors constitute a spectrum of 
related yet distinct conditions: a network perspective. Psychol. Addict. Behav. 32, 
564–572 (2018).

24.	 Baggio, S. et al. Testing the spectrum hypothesis of problematic online behaviors:  
a network analysis. Addict. Behav. 135, 107451 (2022).

25.	 Starcevic, V. & Billieux, J. Does the construct of Internet addiction reflect a single entity 
or a spectrum of disorders? Clin. Neuropsychiatry 14, 5–10 (2017).

26.	 van Rooij, A. J. et al. A weak scientific basis for gaming disorder: let us err on the side  
of caution. J. Behav. Addict. 7, 1–9 (2018).

27.	 Wegmann, E. & Brand, M. Cognitive correlates in gaming disorder and social networks 
use disorder: a comparison. Curr. Addict. Rep. 7, 356–364 (2020).

28.	 He, Q., Turel, O. & Bechara, A. Brain anatomy alterations associated with social 
networking site (SNS) addiction. Sci. Rep. 23, 45064 (2017).

29.	 Turel, O., He, Q., Xue, G., Xiao, L. & Bechara, A. Examination of neural systems sub-serving 
Facebook “addiction”. Psychol. Rep. 115, 675–695 (2014).

30.	 Flayelle, M. et al. Non-problematic and problematic binge-watchers do not differ on 
prepotent response inhibition: a pre-registered pilot experimental study. Hum. Behav. 
Emerg. Technol. 2, 259–268 (2020).

31.	 Billieux, J., Schimmenti, A., Khazaal, Y., Maurage, P. & Heeren, A. Are we overpathologizing 
everyday life? A tenable blueprint for behavioral addiction research. J. Behav. Addict. 4, 
119–123 (2015).

32.	 Flayelle, M., Schimmenti, A., Starcevic, V. & Billieux, J. in Evaluating the Brain Disease 
Model of Addiction (eds Heather, N., Field, M., Moss, A. & Satel, S.) 339–349 (Routledge, 
2022).

33.	 Canale, N., Griffiths, M. D., Vieno, A., Siciliano, V. & Molinaro, S. Impact of Internet 
gambling on problem gambling among adolescents in Italy: findings from a large-scale 
nationally representative survey. Comput. Hum. Behav. 57, 99–106 (2016).

34.	 Effertz, T., Bischof, A., Rumpf, H.-J., Meyer, C. & John, U. The effect of online gambling on 
gambling problems and resulting economic health costs in Germany. Eur. J. Health Econ. 
19, 967–978 (2018).

35.	 Müller, A. et al. Online shopping in treatment-seeking patients with buying-shopping 
disorder. Compr. Psychiatry 94, 152120 (2019).

36.	 Wéry, A. et al. Characteristics of self-identified sexual addicts in a behavioral addiction 
outpatient clinic. J. Behav. Addict. 5, 623–630 (2016).

37.	 Rozgonjuk, D., Schivinski, B., Pontes, H. M. & Montag, C. Problematic online behaviors 
among gamers: the links between problematic gaming, gambling, shopping, pornography 
use, and social networking. Int. J. Ment. Health Addiction 21, 240–257 (2023).

38.	 Montag, C. et al. Is it meaningful to distinguish between generalized and specific internet 
addiction? Evidence from a cross-cultural study from Germany, Sweden, Taiwan and 
China. Asia Pac. Psychiatry 7, 20–26 (2015).

39.	 Pontes, H. M., Szabo, A. & Griffiths, M. D. The impact of internet-based specific  
activities on the perceptions of internet addiction, quality of life, and excessive usage:  
a cross-sectional study. Addict. Behav. Rep. 1, 19–25 (2015).

40.	 Cooper, A., Scherer, C. R., Boies, S. C. & Gordon, B. L. Sexuality on the internet:  
from sexual exploration to pathological expression. Prof. Psychol. Res. Pr. 30, 154–164 
(1999).

41.	 Flayelle, M., Maurage, P. & Billieux, J. Toward a qualitative understanding of binge-watching 
behaviors: a focus group approach. J. Behav. Addict. 6, 457–471 (2017).

42.	 Müller, A., Brand, M., Mitchell, J. E. & de Zwaan, M. in The Oxford Handbook of Digital 
Technologies and Mental Health (eds Potenza, M. N., Faust, K. A. & Faust, D.) 211–223 
(Oxford Univ. Press, 2020).

43.	 King, D., Koster, E. & Billieux, J. Study what makes games addictive. Nature 573, 346 
(2019).

44.	 Montag, C., Lachmann, B., Herrlich, M. & Zweig, K. Addictive features of social media/
messenger platforms and Freemium games against the background of psychological 
and economic theories. Int. J. Environ. Res. Public Health 16, 2612 (2019).

45.	 Nong, Z. & Gainsbury, S. Website design features: exploring how social cues present 
in the online environment may impact risk taking. Hum. Behav. Emerg. Tech. 2, 39–49 
(2020).  
The systematic and descriptive auditing method applied in this study might constitute 
a sound approach for further empirical research assessing the impact of technology 
design features on problematic online behaviours.

46.	 Salo, M., Pirkkalainen, H. & Koskelainen, T. Technostress and social networking services: 
explaining users’ concentration, sleep, identity, and social relation problems. Inf. Syst. J. 
29, 408–435 (2019).

47.	 Swanton, T. B., Blaszczynski, A., Forlini, C., Starcevic, V. & Gainsbury, S. M. Problematic 
risk-taking involving emerging technologies: a stakeholder framework to minimize 
harms. J. Behav. Addict. 9, 869–875 (2021).  
The framework proposed in this article emphasizes the relative roles and 
responsibilities of key stakeholders for the minimization of harms associated with 
potentially problematic and addictive use of online applications.

48.	 Dolan, R. J. & Dayan, P. Goals and habits in the brain. Neuron 80, 312–325 (2013).
49.	 O’Doherty, J. P., Cockburn, J. & Pauli, W. M. Learning, reward, and decision making.  

Annu. Rev. Psychol. 68, 73–100 (2017).
50.	 King, D., Delfabbro, P. & Griffiths, M. Video game structural characteristics: a new 

psychological taxonomy. Int. J. Ment. Health Addict. 8, 90–106 (2010).
51.	 Salen, K. & Zimmerman, E. Rules of Play: Game Design Fundamentals (MIT Press, 2003).
52.	 Ryan, R. M., Rigby, C. S. & Przybylski, A. The motivational pull of video games:  

a self-determination theory approach. Motiv. Emot. 30, 344–360 (2006).
53.	 King, D. L. & Delfabbro, P. H. Video game monetization (e.g., ‘loot boxes’): a blueprint for 

practical social responsibility measures. Int. J. Ment. Health Addict. 17, 166–179 (2019).
54.	 Ferster, C. B. & Skinner, B. F. Schedules of Reinforcement (Appleton-Century-Crofts, 1957).
55.	 Green, R., Delfabbro, P. H. & King, D. L. Avatar- and self-related processes and 

problematic gaming: a systematic review. Addict. Behav. 108, 106461 (2020).
56.	 Mancini, T., Imperato, C. & Sibilla, F. Does avatar’s character and emotional bond expose 

to gaming addiction? Two studies on virtual self-discrepancy, avatar identification and 
gaming addiction in massively multiplayer online role-playing game players. Comput. 
Hum. Behav. 92, 297–305 (2019).

57.	 Bailey, K., West, R. & Kuffel, J. What would my avatar do? Gaming, pathology, and risky 
decision making. Front. Psychol. 4, 609 (2013).

58.	 King, D. L. & Delfabbro, P. H. The cognitive psychology of Internet gaming disorder.  
Clin. Psychol. Rev. 34, 298–308 (2014).

59.	 Molesworth, M. & Watkins, R. D. Adult videogame consumption as individualised, 
episodic progress. J. Consum. Cult. 16, 510–530 (2016).

60.	 Balakrishnan, J. & Griffiths, M. D. Loyalty towards online games, gaming addiction, and 
purchase intention towards online mobile in-game features. Comput. Hum. Behav. 87, 
238–246 (2018).

61.	 Gibson, E., Griffiths, M. D., Calado, F. & Harris, A. The relationship between videogame 
micro-transactions and problem gaming and gambling: a systematic review. Comput. 
Hum. Behav. 131, 107219 (2022).

62.	 Kristiansen, S. & Severin, M. C. Loot box engagement and problem gambling among 
adolescent gamers: findings from a national survey. Addict. Behav. 103, 106254 (2020).

63.	 Civelek, I., Liu, Y. & Marston, S. R. Design of free-to-play mobile games for the competitive 
marketplace. Int. J. Electron. Commer. 22, 258–288 (2018).

64.	 King, D. L. et al. Maladaptive player–game relationships in problematic gaming and 
gaming disorder: a systematic review. Clin. Psychol. Rev. 73, 101777 (2019).

65.	 King, D. L. & Delfabbro, P. H. Predatory monetization schemes in video games  
(e.g. ’loot boxes’) and internet gaming disorder. Addiction 113, 1967–1969 (2018).

66.	 Billieux, J. et al. in Cognition and Addiction: A Researcher’s Guide from Mechanisms 
Towards Interventions (ed. Verdejo-Garcia, A.) 221–230 (Academic, 2020).

67.	 Spicer, S. G. et al. Loot boxes, problem gambling and problem video gaming:  
a systematic review and meta-synthesis. New Media Soc. 24, 1001–1022 (2022).

68.	 Griffiths, M. D. & Nuyens, F. An overview of structural characteristics in problematic video 
game playing. Curr. Addict. Rep. 4, 272–283 (2017).

69.	 Kim, J. W. et al. The relationships between online game player biogenetic traits, playing 
time, and the genre of the game being played. Psychiatry Investig. 7, 17–23 (2010).

70.	 King, D. L., Delfabbro, P. H. & Griffiths, M. D. The role of structural characteristics in 
problematic video game play: an empirical study. Int. J. Ment. Health Addict. 9, 320–333 
(2011).

71.	 Laconi, S., Pirès, S. & Chabrol, H. Internet gaming disorder, motives, game genres and 
psychopathology. Comput. Hum. Behav. 75, 652–659 (2017).

72.	 Wood, R. T. A., Griffiths, M. D., Chappell, D. & Davies, M. N. O. The structural 
characteristics of video games: a psycho-structural analysis. Cyberpsychol. Behav. 7, 
1–10 (2004).

73.	 Berle, D., Starcevic, V., Porter, G. & Fenech, P. Are some video games associated with 
more life interference and psychopathology than others? Comparing massively 
multiplayer online role‐playing games with other forms of video game. Aust. J. Psychol. 
67, 105–114 (2015).

74.	 Eichenbaum, A., Kattner, F., Bradford, D., Gentile, D. A. & Green, C. S. Role-playing and 
real-time strategy games associated with greater probability of Internet gaming disorder. 
Cyberpsychol. Behav. Soc. Netw. 18, 480–485 (2015).

75.	 Stetina, B. U., Kothgassner, O. D., Lehenbauer, M. & Kryspin-Exner, I. Beyond the 
fascination of online-games: probing addictive behavior and depression in the world  
of online-gaming. Comput. Hum. Behav. 27, 473–479 (2011).

76.	 Park, J. H., Han, D. H., Kim, B. N., Cheong, J. H. & Lee, Y. S. Correlations among social 
anxiety, self-esteem, impulsivity, and game genre in patients with problematic online 
game playing. Psychiatry Investig. 13, 297–304 (2016).

77.	 Newall, P. W. S. Dark nudges in gambling. Addict. Res. Theory. 27, 65–67 (2019).
78.	 Challet-Bouju, G. et al. Impact of wagering inducements on the gambling behaviors, 

cognitions, and emotions of online gamblers: a randomized controlled study. Front. 
Psychiatry 11, 593789 (2020).



Nature Reviews Psychology

Review article

79.	 Balem, M. et al. Impact of wagering inducements on the gambling behaviors of  
on-line gamblers: a longitudinal study based on gambling tracking data. Addiction  
117, 1020–1034 (2022).

80.	 Hing, N., Russell, A. M. T., Li, E. & Vitartas, P. Does the uptake of wagering inducements 
predict impulse betting on sport? J. Behav. Addict. 7, 146–157 (2018).

81.	 Rockloff, M. J., Browne, M., Russell, A. M. T., Hing, N. & Greer, N. Sports betting incentives 
encourage gamblers to select the long odds: an experimental investigation using 
monetary rewards. J. Behav. Addict. 8, 268–276 (2019).

82.	 Hing, N., Cherney, L., Blaszczynski, A., Gainsbury, S. M. & Lubman, D. I. Do advertising 
and promotions for online gambling increase gambling consumption? An exploratory 
study. Int. Gambl. Stud. 14, 394–409 (2014).

83.	 Brevers, D., Vögele, C. & Billieux, J. in Wohlbefinden und Gesundheit im Jugendalter  
(ed. Heinen, A.) (Springer, 2022).

84.	 Deans, E. G., Thomas, S. L., Derevensky, J. & Daube, M. The influence of marketing on the 
sports betting attitudes and consumption behaviours of young men: implications for 
harm reduction and prevention strategies. Harm Reduct. J. 14, 5 (2017).

85.	 Lopez-Gonzalez, H., Estévez, A. & Griffiths, M. D. Controlling the illusion of control:  
a grounded theory of sports betting advertising in the UK. Int. Gambl. Stud. 18, 39–55 
(2018).

86.	 Lopez-Gonzalez, H., Guerrero-Solé, F. & Griffiths, M. D. A content analysis of how ‘normal’ 
sports betting behaviour is represented in gambling advertising. Addict. Res. Theory 26, 
238–247 (2018).

87.	 Sharman, S., Ferreira, C. A. & Newall, P. W. S. Exposure to gambling and alcohol 
marketing in soccer matchday programmes. J. Gambl. Stud. 36, 979–988 (2020).

88.	 Li, E., Langham, E., Browne, M., Rockloff, M. & Thorne, H. Gambling and sport: implicit 
association and explicit intention among underage youth. J. Gambl. Stud. 34, 739–756 
(2018).

89.	 Bestman, A., Thomas, S. L., Randle, M. & Thomas, S. D. M. Children’s implicit recall of junk 
food, alcohol and gambling sponsorship in Australian sport. BMC Public Health 15, 1022 
(2015).

90.	 Djohari, N., Weston, G., Cassidy, R., Wemyss, M. & Thomas, S. Recall and awareness of 
gambling advertising and sponsorship in sport in the UK: a study of young people and 
adults. Harm Reduct. J. 16, 24 (2019).

91.	 Hanss, D., Mentzoni, R. A., Griffiths, M. D. & Pallesen, S. The impact of gambling 
advertising: problem gamblers report stronger impacts on involvement, knowledge, and 
awareness than recreational gamblers. Psychol. Addict. Behav. 29, 483–491 (2015).

92.	 Nyemcsok, C. et al. Young people’s recall and perceptions of gambling advertising and 
intentions to gamble on sport. J. Behav. Addict. 7, 1068–1078 (2018).

93.	 Pitt, H., Thomas, S. L., Bestman, A., Stoneham, M. & Daube, M. “It’s just everywhere!” 
Children and parents discuss the marketing of sports wagering in Australia. Aust. N. Z J. 
Public Health 40, 480–486 (2016).

94.	 Pitt, H., Thomas, S. L., Bestman, A., Daube, M. & Derevensky, J. What do children observe 
and learn from televised sports betting advertisements? A qualitative study among 
Australian children. Aust. N. Z. J. Public Health 41, 604–610 (2017).

95.	 Thomas, S. L., David, J., Randle, M., Daube, M. & Senior, K. Gambling advocacy: lessons 
from tobacco, alcohol and junk food. Aust. N. Z. J. Public Health 40, 211–217 (2016).

96.	 Hing, N., Russell, A. M. T., Lamont, M. & Vitartas, P. Bet anywhere, anytime: an analysis  
of internet sports bettors’ responses to gambling promotions during sports broadcasts 
by problem gambling severity. J. Gambl. Stud. 33, 1051–1065 (2017).

97.	 Glozah, F. N., Tolchard, B. & Pevalin, D. J. Participation and attitudes towards gambling 
in Ghanaian youth: an exploratory analysis of risk and protective factors. Int. J. Adolesc. 
Med. Health 33, 20180175 (2021).

98.	 Abarbanel, B., Gainsbury, S. M., King, D., Hing, N. & Delfabbro, P. H. Gambling games on 
social platforms: how do advertisements for social casino games target young adults? 
Policy Internet 9, 184–209 (2017).

99.	 Brevers, D. et al. Facing temptation: the neural correlates of gambling availability during 
sports picture exposure. Cogn. Affect. Behav. Neurosci. 18, 718–729 (2018).

100.	 Brevers, D. et al. Increased brain reactivity to gambling unavailability as a marker  
of problem gambling. Addict. Biol. 26, e12996 (2021).

101.	 Brevers, D., Sescousse, G., Maurage, P. & Billieux, J. Examining neural reactivity to 
gambling cues in the age of online betting. Curr. Behav. Neurosci. Rep. 6, 59–71 (2019).

102.	 Duckworth, A. L., Gendler, T. S. & Gross, J. J. Situational strategies for self-control. 
Perspect. Psychol. Sci. 11, 35–55 (2016).

103.	 Fujita, K. On conceptualizing self-control as more than the effortful inhibition of 
impulses. Pers. Soc. Psychol. Rev. 15, 352–366 (2011).

104.	 Hing, N., Li, E., Vitartas, P. & Russell, A. M. T. On the spur of the moment: intrinsic 
predictors of impulse sports betting. J. Gambl. Stud. 34, 413–428 (2018).

105.	 Martínez-Loredo, V., Grande-Gosende, A., Fernández-Artamendi, S., Secades-Villa, R.  
& Fernández-Hermida, J. R. Substance use and gambling patterns among adolescents: 
differences according to gender and impulsivity. J. Gambl. Stud. 35, 63–78 (2019).

106.	 Hing, N., Russell, A. M. T., Vitartas, P. & Lamont, M. Demographic, behavioural and 
normative risk factors for gambling problems amongst sports bettors. J. Gambl. Stud. 
32, 625–641 (2016).

107.	 Browne, M., Hing, N., Russell, A. M. T., Thomas, A. & Jenkinson, R. The impact of 
exposure to wagering advertisements and inducements on intended and actual betting 
expenditure: an ecological momentary assessment study. J. Behav. Addict. 8, 146–156 
(2019).

108.	 Grubbs, J. B. & Kraus, S. W. Pornography use and psychological science: a call for 
consideration. Curr. Dir. Psychol. Sci. 30, 68–75 (2021).

109.	 Dubé, S. & Anctil, D. Foundations of erobotics. Int. J. Soc. Robot. 13, 1205–1233 (2021).
110.	 Kohut, T. et al. Surveying pornography use: a shaky science resting on poor 

measurement foundations. J. Sex. Res. 57, 722–742 (2020).
111.	 Cooper, A., Griffin-Shelley, E., Delmonico, D. L. & Mathy, R. M. Online sexual problems: 

assessment and predictive variables. Sex. Addict. Compuls. 8, 267–285 (2001).
112.	 Shaughnessy, K., Byers, E. S. & Walsh, L. Online sexual activity experience of 

heterosexual students: gender similarities and differences. Arch. Sex. Behav. 40,  
419–427 (2011).

113.	 Wéry, A. & Billieux, J. Problematic cybersex: conceptualization, assessment, and 
treatment. Addict. Behav. 64, 238–246 (2017).

114.	 Castro-Calvo, J., Giménez-García, C., Gil-Llario, M. D. & Ballester-Arnal, R. Motives  
to engage in online sexual activities and their links to excessive and problematic use:  
a systematic review. Curr. Addict. Rep. 5, 491–510 (2018).

115.	 Barrada, J. R., Ruiz-Gómez, P., Correa, A. B. & Castro, Á. Not all online sexual activities are 
the same. Front. Psychol. 10, 339 (2019).

116.	 Bőthe, B., Tóth-Király, I., Potenza, M. N., Orosz, G. & Demetrovics, Z. High-frequency 
pornography use may not always be problematic. J. Sex. Med. 17, 793–811 (2020).

117.	 Gola, M. et al. What should be included in the criteria for compulsive sexual behavior 
disorder? J. Behav. Addict. 11, 160–165 (2022).

118.	 Tyson, G., Elkhatib, Y., Sastry, N. & Uhlig, S. in Proc. ACM Internet Measurement Conf. 
417–426 (ACM, 2013).

119.	 Maris, E., Libert, T. & Henrichsen, J. R. Tracking sex: the implications of widespread sexual 
data leakage and tracking on porn websites. New Media Soc. 22, 2018–2038 (2020).

120.	 Wong, C., Song, Y.-D. & Mahanti, A. YouTube of porn: longitudinal measurement, analysis, 
and characterization of a large porn streaming service. Soc. Netw. Anal. Min. 10, 62 (2020).

121.	 Bancroft, J. Sexual behavior that is “out of control”: a theoretical conceptual approach. 
Psychiatr. Clin. North Am. 31, 593–601 (2008).

122.	 Delmonico, D. L. Cybersex: high tech sex addiction. Sex. Addict. Compuls. 4, 159–167 
(1997).

123.	 Ross, M. W. Typing, doing, and being: sexuality and the internet. J. Sex. Res. 42, 342–352 
(2005).

124.	 Grov, C. et al. Exploring the internet’s role in sexual compulsivity and out of control 
sexual thoughts/behaviour: a qualitative study of gay and bisexual men in New York City. 
Cult. Health Sex. 10, 107–125 (2008).

125.	 Schneider, J. P. A qualitative study of cybersex participants: gender differences, recovery 
issues, and implications for therapists. Sex. Addict. Compuls. 7, 249–278 (2000).

126.	 Wéry, A., Schimmenti, A., Karila, L. & Billieux, J. Where the mind cannot dare: a case of 
addictive use of online pornography and its relationship with childhood trauma. J. Sex. 
Marital. Ther. 45, 114–127 (2019).

127.	 Castro-Calvo, J., Cervigón-Carrasco, V., Ballester-Arnal, R. & Giménez-García, C. 
Cognitive processes related to problematic pornography use (PPU): a systematic review 
of experimental studies. Addict. Behav. Rep. 13, 100345 (2021).

128.	 Augsburger, M. et al. The concept of buying-shopping disorder: comparing latent 
classes with a diagnostic approach for in-store and online shopping in a representative 
sample in Switzerland. J. Behav. Addict. 9, 808–817 (2020).

129.	 Müller, A., Laskowski, N. M., Wegmann, E., Steins-Loeber, S. & Brand, M. Problematic 
online buying-shopping: is it time to considering the concept of an online subtype of 
compulsive buying-shopping disorder or a specific internet-use disorder? Curr. Addict. 
Rep. 8, 494–499 (2021).

130.	 Dittmar, H., Long, K. & Bond, R. When a better self is only a button click away: 
associations between materialistic values, emotional and identity–related buying 
motives, and compulsive buying tendency online. J. Soc. Clin. Psychol. 26, 334–361 
(2007).

131.	 Kukar-Kinney, M., Ridgway, N. M. & Monroe, K. B. The relationship between consumers’ 
tendencies to buy compulsively and their motivations to shop and buy on the internet.  
J. Retail. 85, 298–307 (2009).

132.	 Trotzke, P., Starcke, K., Müller, A. & Brand, M. Pathological buying online as a specific 
form of internet addiction: a model-based experimental investigation. PLoS ONE 10, 
e0140296 (2015).

133.	 LaRose, R. On the negative effects of e-commerce: a sociocognitive exploration of 
unregulated on-line buying. J. Comput. Mediat. Commun. 6, JCMC631 (2001).

134.	 Cha, S.-S. & Seo, B.-K. Smartphone use and smartphone addiction in middle school 
students in Korea: prevalence, social networking service, and game use. Health Psychol. 
Open. 5, 2055102918755046 (2018).

135.	 Eyal, N. Hooked: How to Build Habit-forming Products (Portfolio, 2014).
136.	 Chang, F.-C. et al. Children’s use of mobile devices, smartphone addiction and parental 

mediation in Taiwan. Comput. Hum. Behav. 93, 25–32 (2019).
137.	 Lopez-Fernandez, O., Honrubia-Serrano, L., Freixa-Blanxart, M. & Gibson, W. Prevalence 

of problematic mobile phone use in British adolescents. Cyberpsychol. Behav. Soc. Netw. 
17, 91–98 (2014).

138.	 Nahas, M., Hlais, S., Saberian, C. & Antoun, J. Problematic smartphone use among 
Lebanese adults aged 18–65 years using MPPUS-10. Comput. Hum. Behav. 87, 348–353 
(2018).

139.	 Rozgonjuk, D., Sindermann, C., Elhai, J. D., Christensen, A. P. & Montag, C. Associations 
between symptoms of problematic smartphone, Facebook, WhatsApp, and Instagram 
use: an item-level exploratory graph analysis perspective. J. Behav. Addict. 9, 686–697 
(2020).

140.	 Zhitomirsky-Geffet, M. & Blau, M. Cross-generational analysis of predictive factors of 
addictive behavior in smartphone usage. Comput. Hum. Behav. 64, 682–693 (2016).



Nature Reviews Psychology

Review article

141.	 Marino, C., Canale, N., Melodia, F., Spada, M. M. & Vieno, A. The overlap between 
problematic smartphone use and problematic social media use: a systematic review. 
Curr. Addict. Rep. 8, 469–480 (2021).

142.	 Alutaybi, A., McAlaney, J., Stefanidis, A., Phalp, K. T. & Ali, R. in Proc. 32nd Int. BCS 
Human–Computer Interaction Conf. (BCS, 2018).

143.	 Lee, U. et al. in Proc. SIGCHI Conf. Human Factors Comput. Syst. 2327–2336 (SIGCHI, 
2014).

144.	 Rubenking, B. & Bracken, C. C. Binge watching and serial viewing: comparing new media 
viewing habits in 2015 and 2020. Addict. Behav. Rep. 14, 100356 (2021).

145.	 Feeney, N. When, exactly, does watching a lot of Netflix become a “binge”? The Atlantic 
https://www.theatlantic.com/entertainment/archive/2014/02/when-exactly-does-
watching-a-lot-of-netflix-become-a-binge/283844/ (2014).

146.	 Behera, R. K., Gunasekaran, A., Gupta, S., Kamboj, S. & Bala, P. K. Personalized digital 
marketing recommender engine. J. Retail. Consum. Serv. 53, 101799 (2020).

147.	 Godinho de Matos, M. & Ferreira, P. The effect of binge-watching on the subscription of 
video on demand: results from randomized experiments. Inf. Syst. Res. 31, 1337–1360 
(2020).

148.	 Sim, G., Mcdonald, K. & Smith-Rowsey, D. in The Netflix Effect: Technology and 
Entertainment in the 21st Century (eds McDonald, K. & Smith-Rowsey, D.) 185–201 
(Bloomsbury, 2016).

149.	 Alter, A. Irresistible: The Rise of Addictive Technology and the Business of Keeping Us 
Hooked (Penguin, 2017).  
This book offers an insightful exploration of how today’s technological landscape is 
increasingly designed to fuel problematic online behaviours.

150.	 Zündel, J. Serial skipper: Netflix, binge-watching and the role of paratexts in old and new 
‘televisions. Participations J. Audience Recept. Stud. 16, 196–219 (2019).

151.	 Alexander, J. Netflix is letting people watch things faster or slower with new playback 
speed controls. The Verge https://www.theverge.com/2020/7/31/21348693/netflix-
playback-speed-slow-fast-mobile-android-web-tv-streaming (2020).

152.	 Keach, S. Netflix makes binge-watching easier with killer iPhone “Smart Downloads” feature.  
The Sun https://www.thesun.co.uk/tech/8384806/netflix-new-feature-ipad-iphone/ 
?utm_source=headtopics&utm_medium=news&utm_campaign=2019-02-08 (2019).

153.	 Gangadharbatla, H., Ackerman, C. & Bamford, A. Antecedents and consequences of 
binge-watching for college students. First Monday 24, 9667 (2019).

154.	 Panda, S. & Pandey, S. C. Binge watching and college students: motivations and 
outcomes. Young Consum. 18, 425–438 (2017).

155.	 Rubenking, B., Bracken, C. C., Sandoval, J. & Rister, A. Defining new viewing behaviours: 
what makes and motivates TV binge-watching? Int. J. Digit. Telev. 9, 69–85 (2018).

156.	 Yang, Z., Griffiths, M. D., Yan, Z. & Xu, W. Can watching online videos be addictive?  
A qualitative exploration of online video watching among Chinese young adults. Int. J. 
Environ. Res. Public Health 18, 7247 (2021).

157.	 King, D. L. & Delfabbro, P. H. The convergence of gambling and monetised gaming 
activities. Curr. Opin. Behav. Sci. 31, 32–36 (2020).

158.	 King, D. L., Delfabbro, P. & Griffiths, M. The convergence of gambling and digital media: 
implications for gambling in young people. J. Gambl. Stud. 26, 175–187 (2010).

159.	 Delfabbro, P. & King, D. L. Gaming–gambling convergence: evaluating evidence for the 
‘gateway’ hypothesis. Inter. Gambl. Stud. 20, 380–392 (2020).

160.	 Brevers, D., Vögele, C. & Billieux, J. in Wohlbefinden und Gesundheit im Jugendalter  
(eds Heinen, A., Samuel, R., Vögele, C. & Willems, H.) 363–392 (Springer, 2022).

161.	 Riva, G. M. & Barry, M. Net neutrality matters: privacy antibodies for information 
monopolies and mass profiling. Rev. Publicum 5, 7–35 (2019).

162.	 Georges, P. M., Bayle-Tourtoulou, A. & Badoc, M. Neuromarketing in Action: How to Talk 
and Sell to the Brain (Kogan Page, 2015).

163.	 Zurawicki, L. Exploring the Brain of the Consumer (Springer, 2010).
164.	 Wilson, R. M., Gaines, J. & Hill, R. P. Neuromarketing and consumer free will. J. Consum. 

Aff. 42, 389–410 (2008).
165.	 Sherman, L. E., Hernandez, L. M., Greenfield, P. M. & Dapretto, M. What the brain ‘likes’: 

neural correlates of providing feedback on social media. Soc. Cogn. Affect. Neurosci. 13, 
699–707 (2018).

166.	 Polykalas, S. E. & Prezerakos, G. N. When the mobile app is free, the product is your 
personal data. Digit. Policy Regul. Gov. 21, 89–101 (2019).

167.	 King, D. L. & Gaming Industry Response Consortium. Comment on the global gaming 
industry’s statement on ICD-11 gaming disorder: a corporate strategy to disregard harm 
and deflect social responsibility? Addiction 113, 2145–2146 (2018).

168.	 Schull, N. D. Addiction by Design: Machine Gambling in Las Vegas (Princeton Univ. Press, 
2014).

169.	 Todd, P. M. & Robbins, T. R. Cognitive Search: Evolution, Algorithms and the Brain  
(MIT Press, 2012).

170.	 Perales, J. C. et al. Learning to lose control: a process-based account of behavioral 
addiction. Neurosci. Biobehav. Rev. 108, 771–780 (2020).

171.	 Fraser, K. M. & Janak, P. H. How does drug use shift the balance between model-based 
and model-free control of decision making? Biol. Psychiatry 85, 886–888 (2019).

172.	 Groman, S. M., Massi, B., Mathias, S. R., Lee, D. & Taylor, J. R. Model-free and model-based 
influences in addiction-related behaviors. Biol. Psychiatry 85, 936–945 (2019).

173.	 Miranda, B., Malalasekera, W. N., Behrens, T. E., Dayan, P. & Kennerley, S. W. Combined 
model-free and model-sensitive reinforcement learning in non-human primates.  
PLoS Comput. Biol. 16, e1007944 (2020).

174.	 Schad, D. J. et al. Dissociating neural learning signals in human sign-and goal-trackers. 
Nat. Hum. Behav. 4, 201–214 (2020).

175.	 Garofalo, S. & di Pellegrino, G. Individual differences in the influence of task-irrelevant 
Pavlovian cues on human behavior. Front. Behav. Neurosci. 9, 163 (2015).

176.	 Liu, S., Dolan, R. J. & Heinz, A. Translation of computational psychiatry in the context of 
addiction. JAMA Psychiatry 77, 1099–1100 (2020).

177.	 Dickinson, A. Actions and habits: the development of behavioural autonomy. Phil. Trans. 
R. Soc. Lond. 308, 67–78 (1985).

178.	 Tricomi, E., Balleine, B. W. & O’Doherty, J. P. A specific role for posterior dorsolateral 
striatum in human habit learning. Eur. J. Neurosci. 29, 2225–2232 (2009).

179.	 Robinson, T. E. & Berridge, K. C. The incentive sensitization theory of addiction: some 
current issues. Phil. Trans. R. Soc. B 363, 3137–3146 (2008).

180.	 Berridge, K. C. & Robinson, T. E. Liking, wanting, and the incentive-sensitization theory  
of addiction. Am. Psychol. 71, 670–679 (2016).

181.	 Robinson, M. J. F., Robinson, T. E. & Berridge, K. C. in The Routledge Handbook of 
Philosophy and Science of Addiction (eds Pickard, H. & Ahmed, S.) 351–361 (Routledge, 
2020).

182.	 Hellberg, S. N., Russell, T. I. & Robinson, M. J. F. Cued for risk: evidence for an incentive 
sensitization framework to explain the interplay between stress and anxiety, substance 
abuse, and reward uncertainty in disordered gambling behavior. Cogn. Affect. Behav. 
Neurosci. 19, 737–758 (2019).

183.	 Rømer Thomsen, K., Fjorback, L. O., Møller, A. & Lou, H. C. Applying incentive sensitization 
models to behavioral addiction. Neurosci. Biobehav. Rev. 45, 343–349 (2014).

184.	 Ross, D., Sharp, C., Vuchinich, R. E. & Spurrett, D. Midbrain Mutiny: The Picoeconomics 
and Neuroeconomics of Disordered Gambling: Economic Theory and Cognitive Science 
(MIT Press, 2012).

185.	 Ray, L. A. & Grodin, E. N. Clinical neuroscience of addiction: what clinical psychologists 
need to know and why. Annu. Rev. Clin. Psychol. 17, 465–493 (2021).

186.	 Chen, H. et al. Model-based and model-free control predicts alcohol consumption 
developmental trajectory in young adults: a 3-year prospective study. Biol. Psychiatry 89, 
980–989 (2021).

187.	 Anselme, P. & Robinson, M. J. F. Evidence for motivational enhancement of sign-tracking 
behavior under reward uncertainty. J. Exp. Psychol. Anim. Learn. Cogn. 45, 350–355 
(2019).

188.	 Robinson, M. J. F. et al. Distinguishing between predictive and incentive value of 
uncertain gambling-like cues in a Pavlovian autoshaping task. Behav. Brain. Res. 371, 
111971 (2019).

189.	 Haw, J. Random-ratio schedules of reinforcement: the role of early wins and unreinforced 
trials. J. Gambl. Issues 21, 56–67 (2008).

190.	 Madden, G. J., Ewan, E. E. & Lagorio, C. H. Toward an animal model of gambling:  
delay discounting and the allure of unpredictable outcomes. J. Gambl. Stud. 23, 63–83 
(2007).

191.	 Drummond, A. & Sauer, J. D. Video game loot boxes are psychologically akin to 
gambling. Nat. Hum. Behav. 2, 530–532 (2018).

192.	 Duke, É. & Montag, C. in Internet Addiction (eds Montag, C. & Reuter, M.) 359–372 
(Springer, 2017).

193.	 Zendle, D., Meyer, R. & Ballou, N. The changing face of desktop video game monetisation: 
an exploration of exposure to loot boxes, pay to win, and cosmetic microtransactions in 
the most-played Steam games of 2010–2019. PLoS ONE 15, e0232780 (2020).

194.	 Hing, N. et al. Recent loot box purchases is linked to problem gambling in adolescents 
when controlling for monetary gambling participation. J. Behav. Addict. 11, 396–405 
(2022).

195.	 Garea, S. S., Drummond, A., Sauer, J. D., Hall, L. C. & Williams, M. N. Meta-analysis of 
the relationship between problem gambling, excessive gaming and loot box spending. 
Intern. Gambl. Stud. 21, 460–479 (2021).

196.	 Muela, I., Navas, J. F., Ventura-Lucena, J. M. & Perales, J. C. How to pin a compulsive 
behavior down: a systematic review and conceptual synthesis of compulsivity-sensitive 
items in measures of behavioral addiction. Addict. Behav. 134, 107410 (2022).

197.	 Castro-Calvo, J. et al. Expert appraisal of criteria for assessing gaming disorder:  
an international Delphi study. Addiction 116, 2463–2475 (2021).

198.	 King, D. L., Kaptsis, D., Delfabbro, P. H. & Gradisar, M. Craving for internet games? 
Withdrawal symptoms from an 84-h abstinence from massively multiplayer online 
gaming. Comput. Hum. Behav. 62, 488–494 (2016).

199.	 Ferrari, M. A., Limbrick-Oldfield, E. H. & Clark, L. Behavioral analysis of habit formation  
in modern slot machine gambling. Intern. Gambl. Stud. 22, 317–336 (2022).

200.	Wyckmans, F. et al. Reduced model-based decision-making in gambling disorder.  
Sci. Rep. 9, 19625 (2019).

201.	 Billieux, J., Flayelle, M., Rumpf, H.-J. & Stein, D. J. High involvement versus pathological 
involvement in video games: a crucial distinction for ensuring the validity and utility of 
gaming disorder. Curr. Addict. Rep. 6, 323–330 (2019).

202.	Field, M. et al. Recovery from addiction: behavioral economics and value-based decision 
making. Psychol. Addict. Behav. 34, 182–193 (2020).

203.	Katz, E., Blumler, J. G. & Gurevitch, M. Uses and gratifications research. Public Opin. Q. 
37, 509–523 (1973).

204.	Rubin, A. M. in Media Effects: Advances in Theory and Research (eds Bryant, J. &  
Oliver, M. B.) 165−184 (Routledge, 2009).

205.	Blasi, M. D. et al. Problematic video game use as an emotional coping strategy: evidence 
from a sample of MMORPG gamers. J. Behav. Addict. 8, 25–34 (2019).

206.	Flayelle, M., Maurage, P., Karila, L., Vögele, C. & Billieux, J. Overcoming the unitary 
exploration of binge-watching: a cluster analytical approach. J. Behav. Addict. 8, 
586–602 (2019).

https://www.theatlantic.com/entertainment/archive/2014/02/when-exactly-does-watching-a-lot-of-netflix-become-a-binge/283844/
https://www.theatlantic.com/entertainment/archive/2014/02/when-exactly-does-watching-a-lot-of-netflix-become-a-binge/283844/
https://www.theverge.com/2020/7/31/21348693/netflix-playback-speed-slow-fast-mobile-android-web-tv-streaming
https://www.theverge.com/2020/7/31/21348693/netflix-playback-speed-slow-fast-mobile-android-web-tv-streaming
https://www.thesun.co.uk/tech/8384806/netflix-new-feature-ipad-iphone/?utm_source=headtopics&utm_medium=news&utm_campaign=2019-02-08
https://www.thesun.co.uk/tech/8384806/netflix-new-feature-ipad-iphone/?utm_source=headtopics&utm_medium=news&utm_campaign=2019-02-08


Nature Reviews Psychology

Review article

207.	 Giardina, A. et al. Research directions in the study of gaming-related escapism:  
a commentary to Melodia, Canale, and Griffiths (2020). Int. J. Ment. Health Addict. 
https://doi.org/10.1007/s11469-021-00642-8 (2021).

208.	Kardefelt-Winther, D. A conceptual and methodological critique of internet addiction 
research: towards a model of compensatory internet use. Comput. Hum. Behav. 31, 
351–354 (2014).

209.	Koban, K., Biehl, J., Bornemeier, J. & Ohler, P. Compensatory video gaming. Gaming 
behaviours and adverse outcomes and the moderating role of stress, social interaction 
anxiety, and loneliness. Behav. Inf. Technol. 41, 2727–2744 (2022).

210.	 Wegmann, E. & Brand, M. A narrative overview about psychosocial characteristics as risk 
factors of a problematic social networks use. Curr. Addict. Rep. 6, 402–409 (2019).

211.	 Allison, S. E., von Wahlde, L., Shockley, T. & Gabbard, G. O. The development of the self 
in the era of the internet and role-playing fantasy games. Am. J. Psychiatry 163, 381–385 
(2006).

212.	 Beard, C. L. & Wickham, R. E. Gaming-contingent self-worth, gaming motivation, and 
internet gaming disorder. Comput. Hum. Behav. 61, 507–515 (2016).

213.	 King, D. L. & Delfabbro, P. H. The cognitive psychopathology of Internet gaming disorder 
in adolescence. J. Abnorm. Child Psychol. 44, 1635–1645 (2016).

214.	 Nicklin, L. L. et al. “It’s the attraction of winning that draws you in” — A qualitative 
investigation of reasons and facilitators for videogame loot box engagement in UK 
gamers. J. Clinic. Med. 10, 2103 (2021).

215.	 Rmus, M., McDougle, S. D. & Collins, A. G. The role of executive function in shaping 
reinforcement learning. Curr. Opin. Behav. Sci. 38, 66–73 (2021).

216.	 Dong, G., Lin, X. & Potenza, M. N. Decreased functional connectivity in an executive 
control network is related to impaired executive function in internet gaming disorder. 
Prog. Neuropsychopharmacol. Biol. Psychiatry 57, 76–85 (2015).

217.	 Morris, L. S. & Voon, V. Dimensionality of cognitions in behavioral addiction. Curr. Behav. 
Neurosci. Rep. 3, 49–57 (2016).

218.	 Rochat, L., Maurage, P., Heeren, A. & Billieux, J. Let’s open the decision-making umbrella: 
a framework for conceptualizing and assessing features of impaired decision making in 
addiction. Neuropsychol. Rev. 29, 27–51 (2019).

219.	 Loewenstein, G. Because it is there: the challenge of mountaineering… for utility theory. 
Kyklos 52, 315–343 (1999).

220.	Dixon, M. J., Larche, C. J., Stange, M., Graydon, C. & Fugelsang, J. A. Near-misses and stop 
buttons in slot machine play: an investigation of how they affect players, and may foster 
erroneous cognitions. J. Gambl. Stud. 34, 161–180 (2018).

221.	 Ladouceur, R. & Sévigny, S. Structural characteristics of video lotteries: effects of a 
stopping device on illusion of control and gambling persistence. J. Gambl. Stud. 21, 
117–131 (2005).

222.	 Barton, K. R. et al. The effect of losses disguised as wins and near misses in electronic 
gaming machines: a systematic review. J. Gambl. Stud. 33, 1241–1260 (2017).

223.	 Clark, L., Lawrence, A. J., Astley-Jones, F. & Gray, N. Gambling near-misses enhance 
motivation to gamble and recruit win-related brain circuitry. Neuron 61, 481–490  
(2009).

224.	 Newall, P. W. S. & Rockloff, M. J. Promoting safer gambling via the removal of harmful 
sludge: a view on how behavioural science’s “nudge” concept relates to online 
gambling. Addiction 117, 838–839 (2022).

225.	 Brand, M., Rumpf, H. J., King, D. L., Potenza, M. N. & Wegmann, E. Clarifying terminologies 
in research on gaming disorder and other addictive behaviors: distinctions between 
core symptoms and underlying psychological processes. Curr. Opin. Psychol. 36, 49–54 
(2020).

226.	 van Rooij, A. J. & Kardefelt-Winther, D. Lost in the chaos: flawed literature should not 
generate new disorders. J. Behav. Addict. 6, 128–132 (2017).

227.	 Flayelle, M., Brevers, D. & Billieux, J. Commentary on Englund et al: the advantages and 
downsides of online focus groups for conducting research on addictive online behaviors. 
Addiction 117, 2142–2144 (2022).

228.	 Amendola, S. et al. The relationship between difficulties in emotion regulation and 
dysfunctional technology use among adolescents. J. Psychopathol. 25, 10–17 (2019).

229.	 Estevez, A., Jauregui, P., Sanchez-Marcos, I., Lopez-Gonzalez, H. & Griffiths, M. D. 
Attachment and emotion regulation in substance addictions and behavioral addictions. 
J. Behav. Addict. 6, 534–544 (2017).

230.	Hollett, K. B. & Harris, N. Dimensions of emotion dysregulation associated with problem 
video gaming. Addict. Res. Theory 28, 38–45 (2020).

231.	 Cashwell, C., Giordano, A., King, K., Lankford, C. & Henson, R. Emotion regulation and  
sex addiction among college students. Int. J. Ment. Health Addict. 15, 6–27 (2017).

232.	 Estévez, A. et al. Buying-shopping disorder, emotion dysregulation, coping and 
materialism: a comparative approach with gambling patients and young people and 
adolescents. Int. J. Psychiatry Clin. Pract. 24, 407–415 (2020).

233.	Williams, A. D. & Grisham, J. R. Impulsivity, emotion regulation, and mindful attentional 
focus in compulsive buying. Cogn. Ther. Res. 36, 451–457 (2012).

234.	Marino, C. et al. Emotion regulation and desire thinking as predictors of problematic 
facebook use. Psychiatr. Q. 90, 405–411 (2019).

235.	 Hormes, J. M., Kearns, B. & Timko, C. A. Craving Facebook? Behavioral addiction to online 
social networking and its association with emotion regulation deficits. Addiction. 109, 
2079–2088 (2014).

236.	Drach, R. D., Orloff, N. C. & Hormes, J. M. The emotion regulatory function of online social 
networking: preliminary experimental evidence. Addict. Behav. 112, 106559 (2021).

237.	 Castro-Calvo, J., Beltrán-Martínez, P., Flayelle, M. & Billieux, J. Rumination across internet 
use disorders (IUDs): a systematic review. Curr. Addict. Rep. 9, 540–570 (2022).

238.	Billaux, P., Billieux, J., Gärtner, L., Maurage, P. & Flayelle, M. Negative affect and 
problematic binge-watching: the mediating role of unconstructive ruminative thinking 
style. Psychol. Bel. 62, 272–285 (2022).

239.	 Brand, M., Young, K. S., Laier, C., Wolfling, K. & Potenza, M. N. Integrating psychological 
and neurobiological considerations regarding the development and maintenance of 
specific internet-use disorders: an interaction of person-affect-cognition-execution 
(I-PACE) model. Neurosci. Biobehav. Rev. 71, 252–266 (2016).

240.	Snagowski, J., Laier, C., Duka, T. & Brand, M. Subjective craving for pornography and 
associative learning predict tendencies towards cybersex addiction in a sample of 
regular cybersex users. Sex. Addict. Compul. 23, 342–360 (2016).

241.	 Gola, M. et al. Can pornography be addictive? An fMRI study of men seeking treatment 
for problematic pornography use. Neuropsychopharmacol. 42, 2021–2031 (2017).

242.	 Trotzke, P., Müller, A., Brand, M., Starcke, K. & Steins-Loeber, S. Buying despite negative 
consequences: interaction of craving, implicit cognitive processes, and inhibitory 
control in the context of buying-shopping disorder. Addict. Behav. 110, 106523 (2020).

243.	 Ahn, H. M., Chung, H. J. & Kim, S. H. Altered brain reactivity to game cues after gaming 
experience. Cyberpsychol. Behav. Soc. Netw. 18, 474–479 (2015).

244.	Liu, L. et al. Activation of the ventral and dorsal striatum during cue reactivity in internet 
gaming disorder. Addict. Biol. 22, 791–801 (2017).

245.	 Thalemann, R., Wölfling, K. & Grüsser, S. M. Specific cue reactivity on computer  
game-related cues in excessive gamers. Behav. Neurosci. 121, 614–618 (2007).

246.	 Starcke, K., Antons, S., Trotzke, P. & Brand, M. Cue-reactivity in behavioral addictions:  
a meta-analysis and methodological considerations. J. Behav. Addict. 7, 227–238 (2018).

247.	 Dong, G. & Potenza, M. N. A cognitive-behavioral model of internet gaming disorder: 
theoretical underpinnings and clinical implications. J. Psychiatr. Res. 58, 7–11 (2014).

248.	 Schiebener, J. & Brand, M. Decision-making and related processes in internet gaming 
disorder and other types of internet-use disorders. Curr. Addict. Rep. 4, 262–271 (2017).

249.	 Wang, Y. et al. Impaired executive control and reward circuit in internet gaming addicts 
under a delay discounting task: independent component analysis. Eur. Arch. Psychiatry 
Clin. Neurosci. 267, 245–255 (2017).

250.	 Finocchiaro, R., Pecoraro, A. & Balconi, M. High reward sensitivity as a biomarker of online 
gambling. A multi-method study on gambling behaviour. Clin. Neurophys. 127, e109 (2016).

251.	 Wegmann, E., Müller, S. M., Turel, O. & Brand, M. Impulsivity, general executive functions, 
and specific inhibitory control in social-networks-use disorder. Sci. Rep. 10, 3866 (2020).

252.	 Nikolaidou, M., Fraser, D. S. & Hinvest, N. Attentional bias in Internet users with 
problematic use of social networking sites. J. Behav. Addict. 8, 733–742 (2019).

253.	 Sancho, M. et al. Impulsivity, emotion regulation, cognitive distortions and attentional 
bias in a Spanish sample of gambling disorder patients: comparison between online and 
land-based gambling. Int. J. Environ. Res. Public Health. 18, 4869 (2021).

254.	 Dempsey, A. E., O’Brien, K. D., Tiamiyu, M. F. & Elhai, J. D. Fear of missing out (FoMO) and 
rumination mediate relations between social anxiety and problematic Facebook use. 
Addict. Behav. Rep. 9, 100150 (2019).

255.	 Fabris, M. A., Marengo, D., Longobardi, C. & Settanni, M. Investigating the links between 
fear of missing out, social media addiction, and emotional symptoms in adolescence: 
the role of stress associated with neglect and negative reactions on social media.  
Addict. Behav. 106, 106364 (2020).

256.	 Fang, J., Wang, X., Wen, Z. & Zhou, J. Fear of missing out and problematic social media 
use as mediators between emotional support from social media and phubbing behavior. 
Addict. Behav. 107, 106430 (2020).

257.	 Barrada, J. R. et al. Reconsidering the roots, structure, and implications of gambling 
motives: an integrative approach. PLoS ONE 14, e0212695 (2019).

258.	 Lelonek-Kuleta, B. & Bartczuk, R. P. Online gambling activity, pay-to-win payments, 
motivation to gamble and coping strategies as predictors of gambling disorder among 
e-sports bettors. J. Gambl. Stud. 37, 1079–1098 (2021).

259.	 Bowditch, L., Chapman, J. & Naweed, A. Do coping strategies moderate the relationship 
between escapism and negative gaming outcomes in World of Warcraft (MMORPG) 
players? Comput. Hum. Behav. 86, 69–76 (2018).

260.	Rick, S. I., Pereira, B. & Burson, K. A. The benefits of retail therapy: making purchase 
decisions reduces residual sadness. J. Consum. Psychol. 24, 373–380 (2014).

261.	 Koc, M. & Gulyagci, S. Facebook addiction among Turkish college students: the role of 
psychological health, demographic, and usage characteristics. Cyberpsychol. Behav. 
Soc. Netw. 16, 279–284 (2013).

262.	 Flayelle, M. et al. Identifiying the psychological processes delineating non-harmful from 
problematic binge-watching: a machine learning analytical approach. Telemat. Inform. 
74, 101880 (2022).

263.	Ho, R. C. et al. The association between internet addiction and psychiatric co-morbidity: 
a meta-analysis. BMC Psychiatry 14, 183 (2014).

264.	Prizant-Passal, S., Shechner, T. & Aderka, I. M. Social anxiety and internet use — a meta-
analysis: what do we know? What are we missing? Comput. Hum. Behav. 62, 221–229 
(2016).

265.	 Männikkö, N., Ruotsalainen, H., Miettunen, J., Pontes, H. M. & Kääriäinen, M. Problematic 
gaming behaviour and health-related outcomes: a systematic review and meta-analysis. 
J. Health Psychol. 25, 67–81 (2020).

266.	Costanzo, A. et al. Attached to virtual dreams: the mediating role of maladaptive 
daydreaming in the relationship between attachment styles and problematic social 
media use. J. Nerv. Ment. Dis. 209, 656–664 (2021).

267.	 Wéry, A., Canale, N., Bell, C., Duvivier, B. & Billieux, J. Problematic online sexual activities 
in men: the role of self‐esteem, loneliness, and social anxiety. Hum. Behav. Emerg. Tech. 
2, 217–226 (2020).

https://doi.org/10.1007/s11469-021-00642-8


Nature Reviews Psychology

Review article

268.	Sun, J. J. & Chang, Y. J. Associations of problematic binge-watching with depression, 
social interaction anxiety, and loneliness. Int. J. Environ. Res. Public Health 18, 1168 (2021).

269.	 Gabbiadini, A., Baldissarri, C., Valtorta, R. R., Durante, F. & Mari, S. Loneliness, escapism, 
and identification with media characters: an exploration of the psychological factors 
underlying binge-watching tendency. Front. Psychol. 12, 785970 (2021).

270.	 Musetti, A. et al. Childhood emotional abuse and problematic social networking sites 
use in a sample of Italian adolescents: the mediating role of deficiencies in self-other 
differentiation and uncertain reflective functioning. J. Clin. Psychol. 77, 1666–1684 (2021).

271.	 Brevers, D. & Turel, O. Strategies for self-controlling social media use: classification and 
role in preventing social media addiction symptoms. J. Behav. Addict. 8, 554–563 (2019).  
The naturalistic-qualitative approach used in this article might inspire further  
research aimed at uncovering the types of self-control strategies routinely enacted  
by individuals to regulate their involvement in online activities.

272.	 Galla, B. M. & Duckworth, A. L. More than resisting temptation: beneficial habits mediate 
the relationship between self-control and positive life outcomes. J. Pers. Soc. Psychol. 
109, 508–525 (2015).

273.	 Adriaanse, M. A., Kroese, F. M., Gillebaart, M. & De Ridder, D. T. D. Effortless inhibition: 
habit mediates the relation between self-control and unhealthy snack consumption. 
Front. Psychol. 5, 444 (2014).

274.	 Hofmann, W., Baumeister, R. F., Förster, G. & Vohs, K. D. Everyday temptations: an 
experience sampling study of desire, conflict, and self-control. J. Pers. Soc. Psychol. 102, 
1318–1335 (2012).

275.	 Brevers, D. et al. Brain mechanisms underlying prospective thinking of sustainable 
behaviours. Nat. Sustain. 4, 433–439 (2021).

276.	 Horváth, K., Nemeth, D. & Janacsek, K. Inhibitory control hinders habit change. Sci. Rep. 
12, 8338 (2022).

277.	 King, D. L., Billieux, J. & Delfabbro, P. COVID-19: research on tech habits needs industry 
support. Nature 589, 198 (2021).

278.	 Kuss, D. J. & Gainsbury, S. Debate: Behavioural addictions and technology use — risk and 
policy recommendations for problematic online gambling and gaming. Child Adolesc. 
Ment. Health 26, 76–77 (2021).

279.	 Kuss, D. J. Risk reduction and harm prevention in technology use. J. Behav. Addict. 9, 
895–897 (2020).

280.	Bonnaire, C. & Phan, O. Relationships between parental attitudes, family functioning and 
Internet gaming disorder in adolescents attending school. Psychiatry Res. 255, 104–110 
(2017).

281.	 Fitz, N. et al. Batching smartphone notifications can improve well-being. Comput. Hum. 
Behav. 101, 84–94 (2019).

282.	 Gainsbury, S. & Wood, R. Internet gambling policy in critical comparative perspective: 
the effectiveness of existing regulatory frameworks. Int. Gambl. Stud. 11, 309–323  
(2011).

Acknowledgements
P.M. is funded by the Belgian Fund for Scientific Research (F.R.S.-FNRS).

Author contributions
M.F., D.B., D.L.K. and J.B. researched data for the article. All authors contributed substantially 
to discussion of content, wrote the article and reviewed or edited the manuscript before 
submission.

Competing interests
The authors declare no competing interests.

Additional information
Correspondence should be addressed to Maèva Flayelle or Joël Billieux.

Peer review information Nature Reviews Psychology thanks Astrid Mueller and the other, 
anonymous, reviewers for their contribution to the peer review of this work.

Reprints and permissions information is available at www.nature.com/reprints.

Publisher’s note Springer Nature remains neutral with regard to jurisdictional claims  
in published maps and institutional affiliations.

Springer Nature or its licensor (e.g. a society or other partner) holds exclusive rights to this 
article under a publishing agreement with the author(s) or other rightsholder(s); author  
self-archiving of the accepted manuscript version of this article is solely governed by the 
terms of such publishing agreement and applicable law.

© Springer Nature America, Inc. 2023

http://www.nature.com/reprints

	A taxonomy of technology design features that promote potentially addictive online behaviours

	Introduction

	Problematic online behaviours

	Online video gaming

	Online gambling

	Cybersexual activities

	Online shopping

	Social networking

	On-demand TV streaming

	Convergence between online behaviours


	Theory-driven classification

	Design features that exploit model-free processes and control

	Design features that exploit model-based learning processes


	Summary and future directions

	Implications for prevention and intervention


	Acknowledgements

	Fig. 1 Model-free and model-based mechanisms underlying problematic online behaviour.
	Table 1 Candidate psychological mechanisms involved in the development and maintenance of problematic online behaviours.
	Table 2 Digital technology design features that might reduce users’ control.




