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Assignment One
Introduction
The article that will be discussed is on Mindfulness-oriented recovery enhancement for internet gaming disorder in US adults: A stage I randomized controlled trial by Li et al. (2017). The paper emphasizes the need for counselors to explore the topic of video gaming, which has not received the required attention. As such, the researchers conducted a study on ten thousand students and employees in a large university in the US. Interested participants were subjected to a mindfulness oriented recovery enhancement (MORE), and another control group was treated for video game addiction through a support group. The results indicated that MORE is more effective in treating the disorder by minimizing symptoms such as cravings (Li et al., 2017). 
Overview of the Topic
The topic of discussion is video gaming, which is a topic in counseling that has not received the required attention. Internet gaming disorder (IGD) is classified in section III of the diagnostic and statistical manual of mental disorder by the American Psychiatric Association. The condition affects a lot of adults in the United States, and the symptoms are likened to those of patients with substance use disorder. Some victims of video gaming may experience extreme physical health issues, including seizures and even death(King & Delfabbro, 2015). Hence, this topic should receive more attention regarding diagnosis, treatment, and prevention. 
The rationale of this topic is to create more emphasis on new psychological disorders that are influenced by advancements in technology. The field of video gaming is continuously growing and attracts more youths who become addicted. The addiction to video games among youths affects the productivity of these adults who use video games to suppress other issues such as anxiety, stress, and depression. Also, the topic is essential in relation to culture since it encourages counselors to focus on the needs of individual clients and families without judging the reasons for addiction. For instance, one may assume that a patient is addicted due to stress issues. Nevertheless, the addiction may be influenced by other issues, especially among younger patients who may feel isolated (Petry, Rehbein, & O’Brien, 015). Besides, addiction also affects social relations with family or spouse. 
The topic also influences new ideas in counseling practice, such as the use of proven research in treating patients. For instance, the study affirms that patients should be trained to be more mindful of their behavior. This approach helps in promoting self-efficiency, which is essential in the recovery process.
Audit Trail
The search process involved conducting a database search on the PschINFO platform. The key terms used include “(pathology* OR addict * OR problem* OR dependent* OR overuse*) AND videogame OR computer AND treatment* OR intervention*).” The total results from this search were three hundred and five, and all searches were limited to publications from 2015 to 2019. The purpose of the limitation was to access recent information regarding the condition. The reference list of the review included Li et al., 2017, King and Delfabbro, 2015, Petry, Rehbein, and O’Brien, 2015, Torres-Rodrigez et al., 2018, Cade and Gates, 2016 as well as the citations of the listed references. 
Methodology 
The bulk empirical studies are not associated with a specific study tradition. Majority of the studies employed mix research for data collection and analysis. The articles that resonate the most to me include; Mindfulness-oriented recovery enhancement for internet gaming disorder in US adults: A stage I randomized controlled trial by Li et al. (2017).; Internet Gaming Disorder Treatment: A review of definitions of diagnosis and treatment outcome by King & Delfabbro (2015); Internet Gaming Disorder in the DSM-5: Current psychiatric reports by Petry, Rehbein, & O’Brien (2015); Treatment efficiency of a specialized psychotherapy program for Internet Gaming Disorder by Torres-Rodrigez et al. (2018); and Gamers and video game culture by Cade & Gates (2016). 
The first article by Li et al. (2017) examines the application of MORE as a treatment method for patients with IGD. The researchers used mixed methods by analyzing the statistics of participants and describing the importance of the research problem. As such, the findings show that a majority of participants recovered from gaming addiction as a result of MORE treatment. 
The second article by King and Delfabbro (2015) explores the use of pharmacological and psychological interventions to treat IGD. The researchers used qualitative research to analyze secondary sources that analyzed the different treatments. On the other hand, Petry, Rehbein, & O’Brien (2015) used a mixed research tradition to explore the rationale of classifying IGD as a psychological disorder. According to the researchers, this method helps counselors to determine diagnosis and effective intervention. The fourth article by Torres-Rodrigez et al. (2018) also demonstrates the use of mix research. This method has been used to show the results of using psychotherapy programs and CBT for the treatment of IGD. Finally, Cade & Gates (2016) used qualitative research to assess videogame culture in relation to counseling. 
Reflection 
The population described in the first article by Li (2017) is adults in the United States who demonstrate a high rate of video game addiction. One of the limitations of this study is the inconsistency in diagnosis. The researchers did not consider symptoms such as aggression or loss of control. As such, this omission may result in the inaccuracy of information regarding efficiency in the method of treatment.
The second article by King & Delfabbro (2015) also focuses on young adults, and the mean age of participants was thirty-five years. The researchers analyze the results of both psychological and pharmacological methods of treating IGD, as conducted by diverse researchers. As such, the main limitation of this study was relying on secondary sources. Any mistakes made by previous researchers may affect the accuracy of the results.
The third article by Petry, Rehbein, & O’Brien (2015) analyzes young videogame addicts between the age of eight and eighteen. The main limitation is the lack of consistency regarding the date of the assessment conducted on participants. In the fourth article by Torres-Rodrigez et al. (2018), the authors affirm that psychotherapy is more effective in treating IGD as compared to CBT. The group analyzed was young boys between twelve to eighteen years. Nevertheless, the study’s limitation was inconsistency regarding the dates of collecting information from participants. In the final article by Cade & Gates (2016), the participants focus on both children and adults. The limitation of this study is also reliance on information from other scholars. 
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Appendix A
Audit Trail Chart
	Search term(s)/Boolean operator(s):
	Databases
	Number of hits (Results)
	Other Notes:

	“(pathology* OR addict * OR problem* OR dependent* OR overuse*) AND videogame OR computer AND treatment* OR intervention*).”
	PsychINFO 
	305
	

	
	
	
	

	
	
	
	

	
	
	
	

	Title of Article
	Journal 
	Year of Publication
	Research Tradition (Quan,Qual, Mixed)
	Method
	Context: Participants, Population, Location
	Key Points in Article or memo and thoughts on the article

	Mindfulness-oriented recovery enhancement for internet gaming disorder in US adults: A stage I randomized controlled trial
	Psychology of addictive behavior 
	2017
	Mixed 
	Primary (Questionnaires) and secondary methods were used to determine the findings.   
	Ten thousand participants were involved, and the population of the study was young adults from an undisclosed university in the United States. 
	The research in the article is valid and guides counselors in treating IGD by focusing on symptoms of the condition, 

	Internet Gaming Disorder Treatment: A review of definitions of diagnosis and treatmentoutcome
	Journal of clinical psychology
	2015
	Qualitative 
	Secondary method 
	The participants were from the United States, and the population targeted was adults with an average of 35 years. 
	The article provides insights regarding the need for counselors to focus on improving quality of life. 

	Internet Gaming Disorder in the DSM-5. 
	Current psychiatric reports
	2015
	Mixed 
	Secondary method 
	The number of participants was not defined, and the population targeted was boys between 8 – 18 years from the US. 
	The article emphasizes that future researchers should pay more attention to effective treatments of IGD due to increasing cases. 

	Treatment efficiency of a specialized psychotherapy program for Internet Gaming Disorder
	Journal of behavioral addictions 
	2018
	Qualitative 
	Primary (Questionnaires) and secondary methods  
	The participants were adolescents between the ages of 12 – 18 from the US. 
	The researchers guide counselors to focus on enhancing qualities such as emotional intelligence in IGD patients. 

	Gamers and video game culture
	The family journal
	2016
	Qualitative 
	Primary (Questionnaires) and secondary methods  
	
	Researchers suggest that counselors should understand the terminology of video games before interacting with the patients. 



