Running Head: Case Study		1
Case Study		1



Critically explore how you might use a therapeutic approach with a client experiencing addictive behaviours. You should make recommendations for future action and support.
Demi Easter
University of Wales Trinity Saint David

[bookmark: _GoBack]The focus of this case study will be on a 16-year-old Polish adolescent named Aleksy who is experiencing social withdrawal, low mood and over use of the internet. Aleksy admits he has no control over his use of internet games, which he uses as he feels so alone, and as a result of this problem his social relationships are suffering, both in school and at home with both his Father and Brother. Due to his struggle to learn English, after moving to Wales two years ago, he cannot build relations with his peers at school and as a result could experience some form of social isolation. It could be that, after viewing Aleksy’s case, he has used internet games as a coping mechanism which has eventually evolved into an addiction. Addictive behaviour can be difficult to define, however, the Diagnostic and Statistical Manual of Mental Disorders IV (American Psychological Association, 2000), as cited in Moss and Dyer (2010), refers to all addictive behaviours as Substance Dependence. This means an increased use of something over time, withdrawal, a preoccupation with using, the inability to cut down even with a desire to and disinterest and discontinued interest in activities. He also seems to be having difficulties maintain his relationships and forming new ones, so interventions are needed to help him build his relationships in an effective way. Interventions will be critically examined to help Aleksy and future recommendations will also be suggested to help him maintain control over his life after treatment.

An approach that seems the most appropriate in Aleksy’s case is Cognitive Behavioural Therapy (CBT). CBT is an effective method in treatment for addictive behaviours, including drug, alcohol and other addictions, which Aleksy seems to be experiencing. Internet Gaming Disorder has recently been placed as an appendix in the DSM-IV as a disorder reliant on video games, which Aleksy is most likely to have. (King and Delfabbro, 2014). Overuse of internet games has been used as a way for Aleksy to cope with his situation, however, over use of games can also be related to a range of psychological issues and even physical ones. Cognitive-Behavioural Therapy should allow Aleksy to develop new thinking patterns regarding his game use and move his thought away from video games. This should lead to new and healthier thoughts towards his games use, which he acknowledges he has a problem with, which he will need to continue to use thinking techniques he learns. 

On the other hand, it can be questioned on whether there is enough research regarding CBT and internet gaming addictions. King, Delfabbro, Griffiths and Gradisar (2012) state there is not enough evidence to show the effectiveness of CBT when treating cases, such as Aleksy’s, and no form of CBT has been developed to specifically treat internet addiction disorders yet. There is strong evidence that CBT works for internet addiction, however, there are a few more limitations. A common weakness is there is a lack of follow up interviews after people receive treatment which is noted by Lemos et al (2014). 

Although, Du et al (2010), as cited in King et al (2012), have used CBT  in treating adolescents addicted to the internet and showed internet use decrease. Psychoeducation, for teachers in school, and parent training were also used to improve communication within the families involved. Improvements that were made during treatment were maintained after six months, meaning that this might be an effective way in helping Aleksy with reducing his time playing games and improve his relationships both at home and in school. Despite this, there is evidence to show, such as Dutra et al (2008), as cited in Hofmann et al (2012), that CBT has a much lower drop-out compared to other interventions. Lower drop-out rates, in adolescents,  suggests that this form of therapy will be appropriate to use with Aleksy as he should stay in therapy.

 There is evidence to support that the use of internet games can have a negative impact on relationships. A range of studies such as Choi & An, 2010: Park and Moon, 2012 and Yoon, 2011, as cited in Seok, Lee, Park and Park (2018), found that adolescents who were considered, by their families, addicted to games were more likely to not communicate with their parents which may aid in the development of negative relationships with parents and siblings. This shows that the video games Aleksy plays could be one main reason for his poor relationship with his father and brother. 

Evidence supporting the possible use of CBT in treating the internet game addiction comes from Lemos, Abreu and Sougey (2014).  The researcher conducted a systematic review in order to establish whether CBT is an effective treatment for gaming addictions. Out of 72 articles they reviewed, only 23 used CBT as treatment. One study, mentioned by Lemos et al (2014), comes from Young (2007) which includes 114 participants who underwent Cognitive-Behavioural Therapy for Internet addiction. The study found positive aspects to CBT such as it gave the participants a way to manage their struggle to control their internet use and they continued to apply the skills they learned, in the treatment, even after six months. Winkler et al (2013) also show CBT if effective for internet addiction using a meta-analysis. These researchers found that CBT reduced time on online games better than any alternative psychological treatment. These findings show that CBT has and can practically be applied to manage internet use and using this treatment will benefit Aleksy as he should be able to manage his time on the internet using the skills learnt.

Alternatively, another therapeutic approach such as Medication seems it could be more effective in treating internet gaming addictions, which could be considered for Aleksy. Medication such as Bupropion can be administered to aid the individual in reducing their ‘cravings’ for games. There is more clinical evidence to support the use of medication when treating IGD compared to CBT. One such study comes from Han et al, as cited in Kuss and Lopez-Fernandez (2016), used Bupropion, an antidepressant, on video game addicts. The researchers found the medication was successful in reducing cravings and a reduce amount of time playing video games. This finding could suggest that medication may be more appropriate for Aleksy to be treated with.

However, there is an obvious weakness to this approach when treating IGD or internet gaming addictions. Like with other disorders, it can be questioned whether medication deals with the individual’s problem or if medication simply masks the symptoms of it. When compared to CBT, medication does not give an individual a way to change their attitude towards games just simply creates another reliance to manage. The individual might become reliant on medication, psychologically, feeling that if they stopped taking them, they might relapse back into their previous behaviours. Medication can also have adverse effects on physical health and individuals might suffer from side effects. For example, Han et al (2011), as cited in King & Delfabbro (2014), found, in a study on adolescents, that 32 out of 62 participants discontinued pharmaceutical treatment due to both psychiatric symptoms and physical such as nausea, loss of appetite and even insomnia. Medication may not be suitable for all patients experiencing Internet Gaming Disorder and side effects may cause people to discontinue treatment.

Alternatively, other methods can be considered, if CBT did fail to work, that Aleksy could try in place could include Residential Impatient Gaming Addiction Treatment Centres. This should only be considered in extreme cases where the individual needs to be removed from their environment altogether. Once in a centre, the individual can also receive counselling for their addiction which gives them tools to manage their addiction on their own after their rehabilitation period. This may be beneficial to Aleksy as it gives him skills to manage his own time on video game while also allowing him time away from any temptations. This may be a better option for Aleksy in place of CBT. Nevertheless, this might not be ideal, as shown in King, Kaptsis, Delfabbro and Gradisar (2017), as abstinence from internet games has been found to be distressing for not only the adolescent with the addiction, but also the parents as well. This may put further strain on the troublesome relationship Aleksy already has with his father.

Future recommendations, for Aleksy to continue to thrive after receiving treatment, include actively seeking opportunities to improve his learning of English. This means that he is less likely to feel alone and more likely to develop relationships with his peers in school and work. Another recommendation would be to go out more often into the environment where he is away from the temptations of video games. This is recommended for a range of disorders. Due to Aleksy experiencing social struggles due to moving to another country, an alternative treatment which may aid in him being more confident while learning English might be becoming involved in local community projects and programmes. However, he can seek Polish communities out within the area for him to feel more at ease while learning a new language and to combat the loneliness he feels. Another recommendation for Aleksy and his family is to seek out some form of Psychoeducation. This will allow his family to understand his situation  more and this should hopefully improve his relationship with his family.


In contrast, there is evidence that a combination of CBT and the alternative therapeutic methods, mentioned previously, can be more effective in treating addictive gaming compared to CBT on its own. Santos, Nardi and King (2015), as cited in Kuss and Lopez-Fernandez (2016), used Clonazepam and Sertraline as well as CBT in women who experienced internet addiction and other disorder. They found that after ten weeks the combined treatment was an effective way in not only dealing with internet addiction, but also other disorders such as panic. From this evidence, it may be possible to use this method of combining treatment in Aleksy’s case as it will help manage his internet use and may also help him feel more at ease when confronting situations, such as learning a new language or interacting with new people, which should help improve his situation. Kuss and Lopez-Fernandez (2015) agree that this area of addiction needs further research to make results more reliable.

In conclusion, Cognitive-Behavioural Therapy would be the most appropriate and the most effective approach to adopt to improve Aleksy’s situation. This can be seen through the evidence presented above. Even though other approaches could be used in its place, CBT can be used as it is appropriate for Aleksy and it can be seen through practical applications. It is recommended that Aleksy continues to implement any therapeutic techniques he learns in order to overcome his addictive game usage. He will also need to be more willing to be involved in social interactions in the community him and his family have moved to. Learning the language of the country he has moved to will have a heavy impact on Aleksy and will help him to feel less alone and will help him feel more welcomed into his new environment. 

Skills taught through the treatment CBT will benefit Aleksy, even after completing treatment, as it allows him to control his own use of games and it also gives him skills he can continue to use throughout his life. Aleksy’s parents can also play an important part in his treatment by taking part in programmes, such as psychoeducation, to further understand their son’s issues and learn about what they can do to make sure he benefits from his treatment. More research should be conducted into the area of internet gaming addiction as it could be considered a new topic that could  be to blame on modern society. The recommendations should be considered for Aleksy to get the best possible treatment and maximise the benefits of CBT. If the treatment given to Aleksy in any chance fails, a combination of treatments may also be a possibility. Regardless of the approach chosen, the main goal is to improve the individual’s quality of life, so the treatment used must be the most appropriate to the individual.
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