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Gaming Disorder
1. According to WHO, gaming disorder has been classified as a mental health issue where one has a tendency of prioritizing most of their time playing video games over other activities which eventually lead to negative results in their social life.
Internet gaming disorder is not an official disorder but more research has been requested on it, rather, it’s an obsession of internet games mostly with more players that results to disruption of normal functioning of behavior.
2. Arguments have risen about including internet gaming as a clinical disorder because it causes distress and significant impairment in one’s life and also many researches have similar findings on how the brain chances as comparing to both addicting substances and online gaming. In other countries like china and south Korea, video gaming has been standardized as a disorder and development of treatment programs have been initiated.
Males were found to be affecting by internet gaming more than females and it might be as a result of high testosterone levels.
On the other hand, a good number of people that play video games have showed no signs or symptoms of internet disorder. Only 0.3 to 1% of population may pass the test for a possible diagnosis of internet gaming disorder. Suggestions for distinction of addiction gaming and passionate gaming is needed. Someone who is passionate is focused and enthusiastic to play but someone who is addicted is one who develops stress when failing to achieve the set target. A larger number of psychologists differs with the idea of including gaming disorder in the international classification of diseases.
Gaming is viewed as an indication of basic problem like anxiety and not an addiction disorder. 5 or more symptoms are to be experienced within a year to be diagnosed as having gaming disorder which the researchers haven’t pinned to many people having them since the condition prevalence is very low. Symptoms are as follows;
· losing a relationship or job as a result of gaming.
· Lying on the how much you spent on gaming
· Using gaming to release guiltiness or hopelessness
· Difficulty in quitting playing
· Showing signs of withdrawal syndrome when difficult accessing the game
· Satisfaction when one plays
· No time for other things apart from playing
· Loosing interest in your previous favorite activities
Many people use gaming as a coping mechanism for their depression and after their problem is dealt with, the level of gaming drops.
3. I agree with findings.
Gaming disorder shouldn’t be included as a clinical matter because it gives room to anything be termed as sickness. A larger number of people involved in video games are young adults between the ages of as early as 16-24 who are faced with adolescence and tend to shut down from the rest of the world and opt to pass their time online playing games. Adults who are stressed can decide to refresh their mind by playing video games which doesn’t mean they are addicted.
A small percent of population passes the test for diagnosis of signs of gaming disorder. Need to distinguish between internet usage and video gaming is important.

4. Better understanding about video gaming is required and professionals should try to find time and interact with them and find out how they relate with the whole world at large. From the games, they might develop diverse qualities that will help them cope up with anxiety and depression and also, they can develop survival mechanism through a particular game like world of warcraft.
5. For future research, APA might or might not fail to make the disorder official. Since the gaming disorder is mostly prevalent to Asian countries and not in African nations which isn’t diverse.
Industries for the video games are releasing more complex, compelling and realistic video games that capture the attention of the gamers hence compelling them to play leading to interference with their daily activity.
Need for limiting time spent on playing video games will help prevent developing this disorder by getting involved in book reading, sports, household chores and having friends. This will help reduce the number of disorders.
This problem can be reduced by avoiding access to online gaming.

6. In conclusion, knowledge on excessive gaming should he addressed more often which will help prevent serious consequences like poor nutrition, low level of fitness, sleep trouble and also developing mental issues. Incase your family member or friend undergoes this addiction, its recommended to look for a professional who has knowledge on impulse-control disorder.
Understanding there is limit at which actions turn out to be too dysfunctional, and this is when treatment is needed.
