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consumption became a pattern, as well as the patients’ awareness of
their addiction.

Methods: Using cross-sectional data from a male patient-based
cohort of 110 alcoholics admitted in a Department of “Prof. Dr. Al
Obregia” Psychiatry Clinical Hospital in 2019, we evaluated the
chronology of addiction development using our own assisted sur-
vey questionnaire. Social-demographic data, age at first alcohol use,
age at onset of alcoholism, family history and perceived reason for
alcohol consumption pattern were collected. Patients were also
asked whether they consider themselves addicted.

Results: As predicted, family history was linked with early initiation
of drinking, although transition to alcohol dependence was similar
across patients without a family history. The approximate time
frame between at-risk behaviour and onset of alcoholism was
15 years, whereas the main reason for addiction was coping with
stress. A significantly amount of patients did not consider they had
an addiction problem. Frequently, patients described symptoms of
depression/anxiety prior to addiction development.

Conclusions: Family history of alcoholism can be used when
predicting earlier initiation of drinking. An at-risk group could
be identified by evaluating comorbid symptomatology and envi-
ronmental factors such as stress.
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Introduction: Given the robust association between craving and
relapse, most psychological interventions tend to focus on the
identification of hig-hrisk situations; situations that are supposed
to trigger craving. A crucial aspect of psychological intervention is
to help individuals learn skills to efficiently cope with them. To date,
no appropriate instrument exists to assess craving triggers
Objectives: We aimed to develop the Transaddiction Craving
Triggers Questionnaire (TCTQ), which assesses the propensity of
specific situations and contexts to trigger craving, and to test its
psychometric properties in alcohol use disorder (AUD).
Methods: This study included a sample of 111 AUD outpatients.
We performed exploratory factor analysis (EFA) and calculated
item-dimension correlations. Internal consistency was measured
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with Cronbach’s alpha coefficient. Construct validity was assessed
through Spearman correlations with craving, psychological func-
tioning and drinking characteristics.

Results: The EFA suggested a 3-factor solution: unpleasant affect,
pleasant affect, cues and related thoughts. Cronbach’s coefficient
alpha ranged from 0.80 to 0.95 for the 3 factors and the total score.
Weak positive correlations were identified between the TCTQ and
drinking outcomes, and moderate correlation were found between
the TCTQ and craving strength, impulsivity, anxiety, depression
and impact of alcohol on quality of life.

Conclusions: The 3-factor structure is congruent with the well-
established propensity of emotions and cues to trigger craving.
Construct validity is supported by close relations between the
TCTQ and psychological well-being rather than between the TCTQ
and drinking behaviors. Longitudinal validation is warranted to
assess sensitivity to change of the TCTQ and to explore its psycho-
metric properties in other Addictive disorders

Disclosure: o CvH declares that there is no conflict of interest o
AC declares that there is no conflict of interest o SR declares
that there is no conflict of interest o LR has received sponsorship
to participate in scientific research funded by FRA through a
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Introduction: CrossFit is among the sports that involve high-
intensity exercises. It often takes a form of group training and is
considered as a sport likely to cause injury. Exercise addiction, which
may lead to more frequent injuries, is often connected to low self-
esteem and narcissism.

Objectives: The study aimed at establishing the links between
different aspects of self-esteem and narcissism, and exercise addic-
tion in women training CrossFit. Another goal was establishing the
profile of traits connected with self-esteem and narcissism in
women displaying different levels of exercise addiction.

Methods: The study included 110 women who have been training
CrossFit for at least 6 months. Questionnaires used were as follows:
Exercise Addiction Inventory, Self-Liking/Self-Competence Scale,
Self-Compassion Short Scale, Appearance Schemas Inventory, Sat-
isfaction with Life Scale as well as Narcissistic Admiration and
Rivalry Questionnaire.

Results: 24.5% of subjects were at high risk of exercise addiction.
No rectilinear correlations between self-esteem - narcissismand
exercise addiction were shown. Strong addiction to physical exer-
cises in women training CrossFit is connected to two profiles of self-
esteem and narcissism. One is characterised by high self-esteem and
high narcissism connected with admiration; second is characterised
by low self-esteem and high rivalry narcissism.

Conclusions: Knowledge of these two profiles of self-esteem and
narcissism in women with high profile of exercise addiction may
translate into creating psychoeducational and psychoprophylactic
programs on risky training which is adequately fitted to the needs of
women.
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Introduction: Internet gaming disorder (IGD) is a new diagnosis in
DSM 5 worth of research. New potentially addictive features are
emerging in pay- and free-to-play videogames, involving different
at-risk populations of gamers. However, few studies have examined
whether and how different game-genres can contribute to the risk
of IGD.

Objectives: This study aimed to investigate how game-genres can
predict IGD, accounting for alexithymia scores, time-related play-
ing habits, and other predictors.

Methods: Participants were gamers joining online communities,
surveyed about which games they played more than 20 hours in
their lifetime, time-variables, other stressors and alexithymia
scores. A six-steps linear regression with IGD scores and a post
hoc logistic regression (outcome: IGD>=21) were performed.
Results: 5,979 subjects (88.7% males, 14-18 years), playing at
different games (Figure-1). The game-genre explained the 1% of
variation only. WoW and similar MMORPGs confirmed their
potentiality in promoting IGD, regardless of alexithymia features
(B=0.50, p=0.005). However, time-variables completely absorbed
the WoW effect (B=0.01, p=0.951). LoL resulted addictive, even if
considering time-variables and alexithymia (B=0.88, p<0.001).
Minecraft emerged when time-variables were inserted (B=0.359,
p=0.041) and stayed significant if removing alexithymia scores
(B=0.48, p=0.010). Playing at Diablo3 and similar RPG did not
increase IGD (B=-0.99, p>0.001). None of the different game-
genres was able to push the subject over the threshold of IGD,
because other characteristics interacted as additive risk-factors.
Conclusions: Alexithymia traits and time-related playing habits
mostly moderated the effect of different games in increasing IGD
risk. A videogame could engage people with specific characteristics
that may, in turn, differentially predispose to IGD.
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Introduction: Videogames have become more popular across
females, although their widespread diffusion among males. How-
ever, few studies have examined differences between female and
male gamers and gender-specific risk factors for Internet Gaming
Disorder (IGD).

Objectives: The study aimed to describe males and females’ differ-
ences in a sample of gamers, and to identify gender-specific risk-
factors for IGD, accounting for alexithymia, playing habits, and
other perceived stressors.

Methods: Participants were gamers joining online communities,
tested by IGDS-SF9 and TAS-20 for alexithymia. To explore
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Older [X'(2)=125.6, p<0.001)
More educated [X'(2)= 51.6, p<o.o01]
No differences in employment status [X"(2)=2.4, p=0.292]

Started playing later in life [X'(2)=206.8, p<o.001)

2SO0

More hobbies apart gaming [X((1)=8.5, p=0.003)
More recent negative events [X'(1)=13.3, p<0.001]
More chronic diseases [X'(1)=42.9, p<0.001]

More cigarette dependency [X'(2) «16.2, p<o.001]
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More free-howas in a day [X'(2)-23.4, p<o.oor]

B Moreboredom and loneliness foclings [X'()=63, p<o.ocn]

3 More time spent playing [X'(2)=433, p=0.043]

Higher Difficult in Identifying Feelings (DIF) [(5977)=4.635, p<o.001]

~~  Nodifferences in Difficult in Describing Feelings (DDF) [t(5077)=1.486, p=0.37]
@ Lover Extermally Oriented Thinking (EOT) [K(5977)--1.496, p<o.001]

ﬁ No differences in average 1GD scores [{(5977)=-,660, p=0.509]





