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Video Gaming Disorder Counselling
	In the recent past, many young people are being involved in video and internet gaming, electronic gaming has been receiving much, and it has grown exponentially. However, experts and observers are concerned with the amount of time that people spent on the internet and video gaming. The American Psychiatric Association (APA) identified Internet Gaming Disorder (IGD) as a diagnosis which can be made in a hospital (Griffiths, Király, Pontes & Demetrovics, 2015). Sufficient studies have not been conducted to help people understand this issue well. Through this study, we will review the internet or video gaming disorder and the adverse effects that it causes to the people who suffer from the condition. The condition is considered to be an addictive disorder that hurts the personal development of an individual just like the other forms of addiction. The most efficient treatment intervention that is used in the treatment of such types of addiction is counselling which helps the people who are addicted to modify their behaviour (Sakuma et al., 2017). Gamers who are addicted usually find it hard to keep off the internet or the video gaming devices, although there are some forms of medications which have been developed to help the addicted gamers deal with the disorder. Counselling remains the primary method of treatment. 
	The research question which I will seek to answer in this study is: How do cultural factors, individual factors and game-related factors influence the approach of counselling that is applied to the treatment of internet or video gaming disorder? 
By answering this question, we will be able to develop a deeper understanding of the different factors which affect the treatment of gaming addiction through counselling. It will also be easier to develop a clearer understanding of the video or internet gaming disorder and the use of advice as a treatment method for the disease.
	This study will be qualitative research, and it will explore the different studies which have been conducted and identify the research gaps which are existing. Through the phenomenological method of qualitative studies, it will be easier to understand the experiences of the different participants about counselling and how their treatment process was affected by other factors such as cultural and individual factors. 
	The participants who will take part in this study will be selected individuals who have been identified as those who are addicted to internet games and those that are going through counselling as a method of treatment. There will be a total of 60 participants; 70 percent of the participants will be male while 40 percent of the participants will be female. The mean age of the participants will be 25 years with a range of ±ten years. 
	The data that would be gathered from the participants will be about their experiences of going through the counselling process and their feeling about the general process. Through the information which will be collected, it will be easier to develop an understanding of the way different factors affect the behaviour modification process through counselling. The data will be collected through interviews, and participants will participate in face to face interviews and phone interviews. 
	This research will involve human participants, the ethical considerations which will be made include; making sure that the participants are not subjected to any form of harm while taking part in the study. The dignity of the participants who will take part in the research will be prioritized. The participants need to give full consent before they are asked to take part in the study and the privacy of the information provided by the researchers should also be protected. 
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