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Gaming Disorder
1. [bookmark: _GoBack]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. Approximately 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 delt with, the level of gaming drops. Problem with the recent games, they are mostly open-ended and can continue playing from where they previously left and no need to a fresh start and this had glued more youth to the screen. Technology has drawn more gamers in by topping previous high score and more rewards are given if you have accomplished a challenging encounter and this is required when you go from one level to another and by this acts as a magnet and pulls you deeper to video games.
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.  From the view point of most researchers, scientific evidence is insufficient and does not address fundamental uncertainties clearly and this utility has not been adequately verified at this point. furthermore, authors are still debating on the intrinsic properties of the proposed disorder within the 10 observations and there is still a lot of confusion concerning exactly what a gaming disorder is.
 In the case of patients are concurrently playing video games intensively and functionally weakened to a clinically significant level, it still raises questions on whether the act of playing game causes disorder and if it okay to validate a disorder based on hypothesis. There is a lot of critics concerning formalizing the disorder and questions still arises on whether they will find a new diagnosis that will better the patient’s treatment. A clear boundary on gaming during leisure and being addicted to gaming should be put in place for clarity.
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. Also, they can develop survival mechanism through a particular game like world of warcraft.
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.
The likelihood of every type of video games causing IGD is less and further research is required to outline the games that are more or less related with IGD and their associated characteristics and find out the main influence.
There is inadequate evidence concerning effective treatment of IGD. Need for evaluation for effective of specific treatment is needed and this will be accompanied by having suitable statistical power and enough data. Evaluation of differences among different media form usage is required since more work generally narrows down to internet usage and video games. With a broad knowledge, one may have a clear understanding of a mental disorder.
5. 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. Parents are required to get involved and monitor how their child uses the media and need to ensure they have a healthy social life and enough time from the media. Discouraging children’s bedroom to get access to media because you cannot monitor their behavior behind closed doors throughout, keeping in mind lots of gaming will result to IGD. 
Parents can get advice from pediatricians on how they can keep their kids involved by making house rules and allocating each child chores that will keep them busy and also rules about gaming. Need for supervision by an elder is required and with the regulations it will shape the child as he grows up and learn how to moderate. Educating both parents and patients on the effect on excessive video games is also important.




