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Using Arksey and O'Malley's scoping review framework, we explore the
characteristics, causes, effects, and interventions of gaming disorder (GD)
stigma discussed in studies from January 1, 2000, to April 10, 2024, in
databases including EBSCO, Wiley Online Library, Web of Science, Google
Scholar, Cochrane Library, PubMed, Ebase, CNKI, WanFang, and VIP. Af-
ter three independent screenings, the two authors independently extracted
and summarized the data. Ultimately, 32 studies—published between 2009
and 2024—met the inclusion criteria. From these, 10 themes of GD stigma
were extracted. These included three themes related to GD stigma charac-
teristics (“holistic stigma,” “emphasis on dangerousness,” and “transition
from stigmatization to rectification”), three themes investigating causes of
GD (“bias in media coverage,” “technological panic and social control,” and
“cognitive differences, bias, and inadequacy”), three themes about GD stig-
ma effects (“social exclusion and discrimination,” “obstruction of seeking
help,” and “occurrence of mental problems”), and one theme discussing
stigma intervention (“recommendations for GD stigma intervention”). Af-
ter discussing and summarizing the studies, we propose a model of GD
stigma formation. Future studies on GD stigma should improve research
quality, expand research content and objects, increase research on stigma
mechanisms, and promote the development of intervention measures, thus
providing individuals in need with timely and efficient treatment, as well as
a tolerant and positive recovery environment.

Gaming disorder (GD) was officially included in the International Clas-
sification of Diseases (11th Revision) in 2018. The International Classifica-
tion of Diseases (ICD-11) defines GD as an addictive disorder with the fol-
lowing core symptoms: (1) persistent gaming behavior (online or offline),
characterized by impaired gaming control (initiation, frequency, intensity,
duration, termination, context, etc.), the prioritization of gaming over other
interests and daily activities, and the escalation of gaming behavior despite
the occurrence of negative consequences; (2) continuous or episodic and
recurrent patterns of gaming, generally lasting an extended period (e.g.,
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more than 12 months); (3) significant impairment in important areas of
functioning (personal, family, interpersonal relationship, educational, oc-
cupational, etc.) caused by gaming; and (4) the lack of a better explanation
(e.g., another mental disorder or the effects of substance abuse or medica-
tion [1].

In China, Internet games have become an important component of peo-
ple's daily entertainment because of the growth and popularity of the Inter-
net. Children and adolescents are one of the main—and growing—users
of Internet games [2]. According to the “Fifth National Survey Report on
Internet Use of Minors, the number of minor Internet users had reached
193 million by 2023, with 67.8% frequently playing games online (increasing
5.5% compared to 2021) and 19.6% reporting Internet dependence [3]. The
GD prevalence rate ranged between 2.4% and 7.5% according to epidemio-
logical research on the Chinese population [4]. As children and adolescents
are a high-risk group for GD, the GD risk population may rise with the
growing base of young game players.

Meanwhile, gaming addiction and Internet addiction have attracted in-
creased concern from parents, teachers, and other related groups. In China,
games and gamers are often portrayed negatively in daily life, although
numerous studies have shown that playing games has beneficial effects,
such as providing pleasure, reducing stress, relieving mood, promoting
social interaction, and promoting cognitive development [5, 6]. However,
negative media publicity with headlines such as “Internet Addiction,” “Ex-
cessive Game Recharge,” “Teenage Internet Addicts”, etc. makes the public
constantly vigilant and suspicious of games and GD [7]. To avoid the nega-
tive effects of gaming, some adolescents with gaming behavior are taken
by parents to hospitals and even “Internet addiction schools” for treatment,
even if they do not meet the typical diagnosis of GD. This often strains the
parent-child relationship and causes family conflicts [8]. In short, gaming,
game behavior, game players, and GD patients face stigmatization in China.

Stigma is a common and cross-cultural phenomenon, occurring when
unique or unusual characteristics of individuals are identified as deviations
from social norms or morality. Stigmatized individuals may face problems
such as labeling, separation from mainstream society, loss of status, and
discrimination [9]. In the area of addiction, stigmatization reduces sufferers’
motivation for treatment and prevents beneficial transformation. Accord-
ingly, knowledge about how addiction stigmatization works could help to
reduce stigma, and so help addicts receive timely treatment and interven-
tion. Previous stigma studies have mainly focused on substance addiction.
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Few studies have paid attention to GD stigma and there is still no review for
GD stigma. Existing studies on GD have mainly concentrated on epidemi-
ology [4], pathogenesis [10], effect factors [11], negative outcomes [12], and
interventions [13]. In this chapter, we analyze current GD stigma studies
based on Arksey and O'Malley's scoping review framework and summarize
relevant studies using four aspects: stigma characteristics, causes, effects,
and interventions. Our goal is to provide a knowledge map and ideas for
future research.

1. Materials and methods
1.1 Research questions and inclusion criteria

This chapter answers the following questions: (1) the characteristics and
manifestations of GD stigma; (2) the causes of GD stigma; (3) the effects of
GD stigma; and (4) how to reduce the stigma of GD.

Following Arksey and O'Malley's “PCC' principle” [14], the inclusion cri-
teria included three elements. (1) Participants: We investigated GD stigma
in various groups of people, so all types of populations were included. (2)
Concept: The key concepts of this study are GD and stigma. However, we
expanded the retrieval scope of GD to get more comprehensive materials,
because while the concept of GD was formally introduced in 2018, concerns
about “Internet Addiction” have existed longer. Additionally, to achieve
more comprehensiveness, we enlarged the definition of stigma because
stigma is highly subjective. (3) Context: Stigma may occur anywhere, so our
context was broad.

The exclusion criteria of our study included: (1) studies in which the
full text was not available; (2) studies not written in Chinese or English;
(3) studies that have been published repeatedly; (4) studies not published
formally; and (5) studies that did not cover GD stigma in their core conclu-
sions.

1.2 Search strategy
We searched English databases including EBSCO, Wiley Online Library,

Web of Science, Google Scholar, Cochrane Library, PubMed, and Ebase.
Chinese databases included CNKI, WanFang, and VIP. We used English
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and Chinese search terms as presented in Table 1. Table 2 shows an example
of our search strategy. The search included citations formally published
from January 1, 2000, to April 10, 2024.

Table 1 Search terms for GD stigma studies

Con- Concept 1 Concept 2
cept Gaming disorder Stigma

Chinese: English: Chinese: English:
Internet addic- gaming disor- stigma OR stigma OR
tion OR gaming der OR Inter- stigmatizing  stigmatization
addiction OR  net gaming attitudes OR ~ OR social stig-
Internet disorder OR  stigmatization ma OR dis-
overuse OR problematic ~ ORdiscrimi-  crimination
smartphone ad- smartphone  nation ORso- OR social dis-
diction OR use OR prob- cial exclusion  crimination
video game dis- lematic social OR social dis- OR stereotyp-
order OR game networking crimination ing OR stereo-
OR problematic site use OR OR prejudice  type OR preju-
Internet gaming problematic =~ ORlabel OR  dice OR mis-
OR problematic gaming OR  attitudes conceptions

Search smartphone gaming behav- OR beliefs OR
gaming OR ior OR gamer perceptions

terms ", . .
video gaming OR opinions
OR online OR attitudes
game OR elec- OR perspec-
tronic sports tives OR expe-
OR e-sports OR riences OR
phone game views OR
OR smartphone shame OR
gaming OR blame OR label
smartphone OR harm OR
game depen- disadvantage
dence OR game
dependence OR
smartphone de-
pendence
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Table 2 Example of search strategy in Chinese and English databases

Database Number
(example) Search strategy of search
F outcomes

(("Stigma'[ Title/Abstract] OR "Stigmatization"[Ti-
tle/Abstract] OR ‘"social stigma'[Title/Abstract]
OR "Discrimination"[ Title/Abstract] OR "social dis-
crimination"[Title/Abstract] OR "Stereotyping"[Ti-
tle/Abstract] OR  "Stereotype"[Title/Abstract]
OR "Prejudice"[Title/Abstract] OR "Misconcep-
tions"[ Title/Abstract] OR "Beliefs"[ Title/Abstract]
OR "Perceptions"[ Title/Abstract] OR "Opinions"[Ti-
tle/Abstract] OR "Attitudes"[Title/Abstract] OR
"Perspectives'[ Title/Abstract] OR "Experiences"[Ti-
PubMed tle/Abstract] OR "Views'[Title/Abstract] OR 268
"Shame"[ Title/Abstract] OR "Blame"[ Title/Abstract]
OR '"Label"[Title/Abstract] OR "harm"[Title/Ab-
stract] OR ‘"disadvantage"[Title/Abstract]) AND
("gaming disorder'[Title/Abstract] OR "internet
gaming disorder"[Title/Abstract] OR "problemat-
ic smartphone use"[Title/Abstract] OR "problem-
atic social networking site use"[Title/Abstract]
OR "problematic gaming"[Title/Abstract] OR "gam-
ing behavior"[Title/Abstract] OR "gamer"[Title/Ab-
stract])) AND (2000/1/1:2024/4/15[pdat])

(Subject:(stigma + attitudes + stigmatizing attitudes
+ stigmatization +discrimination + social exclusion
+ social discrimination + prejudice +label)) AND
(Subject:(Internet addiction + gaming addiction +
Internet overuse +smartphone addiction + video
game disorder + game + problematic Internet gam-
ing + problematic smartphone gaming + video gam-
ing + online game + electronic sports + e-sports
+ phone game + smartphone gaming +smartphone
game dependence))

CNKI 3087
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1.3 Study selection and data extraction

All citations were imported into EndNote X9 after the search to remove
duplicates. Following the inclusion and exclusion criteria, three researchers
then screened the citations independently by browsing the titles and ab-
stracts, and subsequently reviewed full texts for further selection. For stud-
ies the researchers disagreed on including, a decision of whether to include
it was made in discussion by the three researchers. Two researchers then
extracted the following data from the studies that were included: authors,
country, publication date, article type, study type, study design (study sub-
jects, sample size, methods, and data collection tools), and conclusions
(characteristics and manifestations, causes, effects, and interventions of
stigma).

2. Results

2.1 Search results

A total of 4,036 studies were identified from relevant databases, comprising
3,168 published in Chinese and 868 published in English. After screening,
32 studies from 17 countries were included. Figure 1 presents the flowchart
describing the screening process.

Search English databases (n=868):

EBSCO (n=206), Wiley Online Library (n=3), Web of Science (n=42), Google Scholar
(n=208), Cochrane Library (n=9), PubMed (n=268), and Embase (n=50)

Search Chinese database (n=3168):

CNKI (n=3087), WanFang (n=71), and VIP (n=10)

I

studies after removing duplicate excluded studies as follows(n=3324):
articles (n=3555) 1. full text not available (n=130)

2. conference abstracts (n=3)
l—b 3. not written in Chinese or English (n=2)
4. not associated with the topic (n=3189)

download articles after screening
titles and abstracts (n=231)

l—.‘ excluded studies(n=199): did not cover
GD stigma in core conclusions

included studies after reading
full texts (n=32)

Figure 1 Flowchart of study screening
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2.2 Study characteristics

The included 32 studies [7, 15-45] were published between 2009 and 2024.
They encompass data on 10,939 participants across different populations
and include 6,315 reports. We analyzed and summarized the general char-
acteristics of the 32 studies by country, article type, study type, methodol-
ogy, study subject, and study situation. The overall distribution is present-
ed in Table 3. In addition, we summed up the studies’ conclusions and
abstracted information about the study target, data collection tools and
analysis methods, characteristics and manifestations of stigma, causes of
stigma, effects, and interventions of stigma. These summaries are included
in Annex 1. Our analysis identified 10 themes of GD stigma: three themes
relevant to characteristics, one related to causes, three concerning its effects,
and one discussing interventions.

Table 3 General distribution of included studies

Characteristics Type and numbers
China (n=16) [Mainland China (n=15), Hong Kong
(n=1)]; Australia (n=3); USA (n=2) ; Germany (n=1);
Country Japan (n=1); South Korea (n=1); Hungary (n=1); Italy
(n=1); UK (n=1); Indonesia (n=1); Transnational study

(n=4)
Article tvbe Research article (n=21); Thesis dissertation (n=6); Com-
P mentary (n=3); Letter (n=1); Letter to editor (n=1)
Qualitative research (n=7); Quantitative research (n=15);
Study type Mixed methods research (n=5); N/A (n=5)
. Reports (n=9); Gamers (n=>5); Public (n=9); Medical pro-
Study(zl;bJ ect fessionals (n=2); Students (n=4); Teachers (n=2); Parents
(n=1); ACG* fans (n=1); N/A (n=5)
Stu(gfos;tua— Online (n=12); Media materials (n=10); School (n=5);
(b) Treatment facility (n=2); Cybercafe (n=1); N/A (n=>5)
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2.3 Characteristics of GD stigma

Among the 32 studies, 29 studies referred to the characteristics of GD
stigma [7, 15-22, 24-28, 30-45]. After analyzing the conclusions of these 29
studies using thematic analysis, we abstracted three central themes of GD
stigma characteristics: boundary ambiguity, emphasis on dangerousness,
and the transition from stigmatization to rectification.

2.3.1 Holistic stigma

Despite the ICD-11 clearly describing the diagnostic criteria of GD, consen-
sus has not been reached in the scholarly literature. Consequently, GD
stigma appears to have the characteristic of a “holistic stigma;” namely, the
general public receives and incorporates concepts without clear boundaries
(such as games, gaming behavior, problematic Internet use, gamers, gaming
disorder, etc.) and stigmatizes these activities broadly and “holistically”
In total, 10 studies discussed “holistic stigma.” We identified two manifes-
tations of “holistic stigma”: (1) controversy over GD diagnosis and (2)
boundary ambiguity.

Controversy has persisted since the inclusion of GD in the ICD, with
the central topic of whether GD diagnosis leads to increased stigmatization.
Four of the included studies discussed the issue. Galanis et al. [16], Kiraly et
al. [21], and Pontes et al. [30] expressed concerns that the inclusion of the
GD diagnosis in the ICD may stigmatize casual gamers. They also worried
the inclusion may lead to misdiagnosis of highly engaged but non-problem-
atic gamers. These three studies also indicated the existence of GD-related
problems and suggested that more specific diagnostic criteria would both
increase public attention to GD and reduce stigma. They also called for
further research to verify the arguments. Reviewing data from the National
Hospital in Japan, Higuchi et al. [19] indicated that game-related stigma had
existed before the publication of ICD-11, so it is not exclusively a product of
GD diagnosis. Furthermore, they argue that clear diagnostic criteria would
help distinguish between normal game behavior and addictive behavior
in order to improve the ability and quality of diagnosis and intervention.
Although numerous scholars argue that clear diagnosis criteria for GD can
reduce stigma, most of them emphasize its positive effects on diagnosis and
treatment from a medical rather than a social perspective. More research
is thus needed to explore the role of GD diagnosis in reducing social
discrimination and exclusion.
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From the perspective of social cognition, it is often difficult for the
general public to distinguish concepts such as game, gaming behavior,
problematic gaming, gaming addiction, and gaming disorder. In daily nar-
ratives, problems such as overgeneralization, concept confusion, and con-
cept misapplication often occur, showing the boundary ambiguity of GD
stigma. Six studies referred to this problem. To investigate the public stigma
towards different types of gamers, Galanis et al. [17] investigated public
stigma toward different types of gaming. They conducted a randomized
controlled trial and reported the existence of stigma across all types of
gamers. They also found that gamers meeting the criteria of GD faced the
highest levels of stigma, while the level of stigma against casual and regular
gamers was relatively low. The study also indicated that health information
had no significant effect on stigma and stigma was related to the severity
of gaming behavior. Wong et al. [32] interviewed adolescents in Internet
cafes in Hong Kong and found that those young people were worried about
being regarded as “teenage Internet addicts” by teachers and parents for
their gaming behavior in Internet cafes. In their perception, playing games
in an Internet cafe was often equated with being an Internet addict. Monley
et al. [28] reported that the general public viewed all gamers as potential
problematic gamers, without distinguishing between healthy gaming and
problematic gaming. Additionally, holistic stigma was quite prevalent in
media reports. In China, games and gamers were often associated with
negative consequences such as drugs and crimes. This is concretized in a
media framework that frames games as harmful to youth and may cause
some of the stigmatization.

2.3.2 Emphasis on dangerousness

An emphasis on dangerousness is the most significant characteristic of
GD stigma. It has two specific manifestations: (1) associating gaming with
negative concepts such as crime, immorality, and incompetence; (2) em-
phasizing the negative consequences of gaming. Of the studies we analyzed,
22 studies addressed this topic.

Associating gaming with negative concepts such as crime, immorality,
and incompetence refers to people's tendency to view gaming behaviors
and gamers as contrary to social ethics and dangerous. Eight of the studies
summarized the social images of games and gamers in Chinese media
reports, reporting that in early years games were described by the media
as “flood and monster;” “electronic heroin,” and “electronic opium” [7, 34,

99



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

36]. These descriptions linked games with concepts such as crime and
substance abuse, implying that games are harmful and addictive, which
also contributed to the construing of gamers as criminals, immoral, and
incompetent individuals. Specifically, game players were described as: (1)
people with negative traits (callous, withdrawn, violent, impulsive, irritable,
etc.); (2) troubled teenagers or people with negative behaviors (truancy,
violence, crime, and other extreme behaviors); (3) victims of addictive
gaming (with physical and mental problems, suffering academic failure and
employment difficulties, and even dying due to over-gaming) [7, 34, 38,
41, 42, 44, 45]. In addition to media portrayals, eight studies investigated
games’ and gamers’ images in other populations and found similar results.
Li et al. [39] found that the public perceived ACG culture (a subculture cen-
tered around animation, comics, and games) as in conflict with mainstream
values and as having immoral components. According to this study, the
public considered ACG fans to be deviant and lacking moral fiber. Zhao
et al. [33] reported that in the marriage market, gamers were commonly
considered to be aggressive, socially incompetent, and lazy, and therefore
less likely to be chosen as a marriage partners. Yan et al. [43] analyzed
college students' perceptions of games and indicated that college students
often attached negative characteristics (e.g., wasting time, wasting money,
addictive, isolated from reality, with monotonous gameplay patterns, full
of violence, fraud, and pornography, etc.) to games. Liu et al. [40] investi-
gated teachers' attitudes toward online games and reported that teachers
tended to view teenagers who played online games as being mischievous,
unmotivated, and socially inept. They also found that teachers perceived
gaming to affect learning, induce violent tendencies, and lead to exposure
to pornography or other unhealthy information. Miriyagalla et al. [27]
reported that people tended to assume players of high-violence games may
have moral problems, including negative traits such as unkindness and
lack of sympathy. Kuss et al. [24] and Lopez-Fernandez et al. [26] note an
additional stigma faced by female gamers: women were often considered
unsuitable for games, not affected by gaming addiction, and not even real
gamers, which resulted in further discrimination and marginalization as
well as sexualization and objectification that prevented them from seeking
help. Monley et al. [28] compared the attitudes of the American public
toward gamers and non-gamers and indicated that adult non-gamers may
have the stereotype of gamers as lonely young males with poor social skills.
Although some studies have demonstrated that relevant stereotypes do not
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correspond to the actual images of gamers [23], the perceptions of games
and game-related things were mostly negative across most groups.

Another significant manifestation of the perceived danger of gaming
is revealed in the focus on gaming’s negative consequences. A total of
seven studies mentioned the negative opinions of different populations
about gaming in their conclusions. Those opinions can be divided into
two categories, one addressing negative biopsychosocial consequences and
the other discussing intervention effects of GD. In terms of negative biopsy-
chosocial consequences, five studies indicated a common belief among
different populations that GD can cause impairment in personal, family,
interpersonal, educational, occupational and other fields, specifically mani-
festing as: (1) Conflict between gaming and daily life: Individuals immersed
in games would ignore daily activities and responsibilities, thus interfering
with normal socialization and possibly resulting in academic and career
failure, and even crime; (2) Reduction in social interaction: Individuals im-
mersed in games would reduce real-life social interaction, contributing to
less social support, interpersonal frustration, social avoidance, and a sense
of loneliness; (3) Health problems: Long-term gaming may inflict physical
problems (e.g., visual and auditory damage, cardio-cerebrovascular disease,
obesity, cervical spondylosis, sudden death, etc.), and may increase the
risk of anxiety, depression, sleep disorders, addiction, and other mental
disorders; and (4) Family relationship problems: Indulgence in games may
stimulate conflicts between family members and teenagers [18, 20, 25, 28,
32].

Additionally, Casale et.al [15] compared the stigma of Internet game
disorder, problematic smartphone use, and problematic social networking
site use, and revealed that the public considered symptoms of Internet
game disorder to be more severe and difficult to control. In terms of GD
intervention effects, two studies examined the perceptions of medical pro-
fessionals toward GD treatment. These studies indicated that professionals
recognized the risks and causes of GD, but there were cognitive differences
in treatment efficacy and controllability of GD. Hanafi et al. [18] reported
that psychiatrists view GD as a chronic disease that is difficult to control.
Koski-Jannes et al. [22] compared the attitudes of addiction treatment
professionals from Finland and France toward GD and gambling disorders,
and reported that French professionals had less confidence in GD treat-
ment, and considered GD harder to cure.
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2.3.3 Transition from stigmatization to rectification

Despite the persistence of GD stigma, there has been a gradual transition
from stigmatization to rectification, which was reported in six of the studies
we reviewed. Miriyagalla et al. [27] surveyed 1,084 people about stereotypes
of gamers and found that their stereotypes were overall positive, in contrast
to the negative impressions generally reported in previous studies. The
transition is particularly evident in Chinese media. Five studies investigated
the variation of game-related media coverage in China and revealed that
there was a gradual change from homogeneous negative reports to more
pluralistic and balanced content, as well as a transition from media atti-
tudes focusing on the negative aspects of gaming to more focus on games'
economic and cultural value [34-36]. He et al. [37] described this transition
as “from e-heroin to created in China” The media portrayals of gamers
have also become more varied from the original “deviants” and “teenage
Internet addicts” to include “athletes” and “e-sports talents” following the
development of the electronic sports industry.

2.4 Causes of GD stigma

A total of 17 studies referred to the causes of GD stigma in their conclusions.
After thematically analyzing the conclusions of these 17 studies, we abstract-
ed three themes about the cause of GD stigma: bias in media coverage,
moral panic and social control, as well as cognitive differences, bias, and
inadequacy.

2.4.1 Bias in media coverage

Bias in media coverage is one cause of GD stigma. According to Walter
Lippmann, news reporting is a process of selecting and processing objective
reality to form symbolic reality [46]. Consequently, the way media process-
es and shapes the image of games determines how people view things
related to games. Screening the citations, we found 13 studies suggested that
negative media coverage or reporting bias is a contributory cause of GD
stigma (7, 21, 25, 27, 30, 33, 34, 36-38, 41, 42, 44, 45].

There are two forms of media coverage bias. One is adopting methods
that highlight adverse consequences, thus associating games, GD, and
gamers with crimes, immorality, and other negative images through label-
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ing and demonizing [7, 25, 27, 30, 33, 36, 37, 45]. Additionally, to increase at-
traction, the media often exaggerate conflicts and contradictions in reports
and use emotional expressions to dramatize the stories, which reinforces
the stigmatization of games, GD, and gamers [21, 34, 36, 38, 41, 44]. The
other form of media coverage bias is to deprive relevant people of the right
to speak and adopt an outside perspective.

2.4.2 Technological panic and social control

Technological panic and social control are environmental causes of GD
stigma. Seven studies referred to this theme. The growth of the gaming
industry has been driven by the rapid development of technology and the
gaming business, which also raises concerns about potential risks, includ-
ing technological panic about GD. This technological panic often results
in more social control, such as unreasonable restrictions and regulations
on the gaming industry, which also affects the image of gaming as normal
entertainment [7, 30, 34, 36-38, 42]. In China, the image of the gaming
industry has experienced a shift from negative to positive over its develop-
ment. Likewise, public policies have transitioned from strict regulation and
crackdowns in the early years to support for the development of the gaming
industry in recent years. Nevertheless, because of the long-term supervision
and restrictions of the gaming industry, people still hold negative attitudes
toward games, gamers, and GD to some extent [7, 42]. Furthermore, despite
the implementation of more new policies on the regulation and develop-
ment of the gaming industry, changing the public's cognitive bias toward
games and game players is still a challenge [34, 38].

2.4.3 Cognitive differences, bias, and inadequacy

Differences and bias in cognition are cognitive contributors to GD stigma.
Seven studies referred to this issue. Besides the impact of media bias on
public cognition, different populations reveal differences in their under-
standing of normal gaming behaviors and GD. A study on Indonesian psy-
chiatrists' perceptions of GD noted that 85% of psychiatric residents lacked
adequate knowledge of GD to effectively diagnose and treat it [18]. Kiraly et
al. [21] considered whether the public actually understands the definition of
GD or confuses it with normal gaming entertainment. They also noted how
the inclusion of GD as an official psychiatric disorder also contributes to
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the stigmatization of GD patients as psychotics. Lee et al. [25] indicated that
the public tendency to view GD simply as a personal problem rather than
a widespread social-cultural phenomenon would aggravate stigma, similar
to how alcoholism is often reduced to personality problems. Wong et al.
[32] revealed that parents and teachers lacked understanding of games and
were unable to distinguish among GD, internet addiction, and normal gam-
ing behaviors, which encouraged the stigmatization of GD. He Pengpeng
considered that the lack of scientific education and research on GD has led
to a superficial understanding of GD, preventing the public from realizing
the essence of GD and dealing with it properly [36].

Intergenerational cultural differences also contribute to stigma between
generations. Older East Asian generations often emphasize educational and
professional achievements, personal responsibility, and compliance with
social norms. On this view, gaming implies a waste of time, a distraction
from daily activities, and even irresponsibility and immorality, which re-
sults in the moral condemnation of gamers by older generations [34, 36].
Li et al. [39] noticed that the differences and conflicts between ACG and
mainstream cultures also fostered concerns, biases, and even stigma among
the mainstream population regarding the internet usage and gaming behav-
iors of ACG fans.

2.5 Effects and interventions on GD stigma

A total of 22 studies referred to the effects and interventions of GD stig-
ma in their conclusions. Among them, 18 studies explored the impact of
GD stigma. We abstracted three themes from these: social exclusion and
discrimination; increased difficulties in seeking help; and the occurrence
of mental problems. Regarding interventions on GD stigma, one study dis-
cussed the impact of different types of information on public perceptions
of GD and 11 studies suggested interventions only in their conclusions. We
summarized these ideas as “recommendations for GD stigma intervention”

2.5.1 Social exclusion and discrimination

The most direct effect of GD stigma is social exclusion and discrimination
toward both those living with GD and normal gamers [15, 16, 19, 21, 28,
30, 32, 33, 39, 41, 42, 45]. This is manifested in the following ways: further
social distance [15, 21, 28, 30, 44], stronger negative emotional reactions
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(mainly anger and blame) from the public [15], less understandability [15,
42], restrictions in marriage, employment, and education [16, 33, 41], and
cultural exclusion and closure [32, 39, 45].

2.5.2 Increased difficulties in seeking help

Social exclusion and discrimination also make help-seeking more difficult
for those living with GD [16, 17, 22, 24, 26, 28-30, 32, 33, 41], which is
manifested in the following two aspects. One is the level of helpers' willing-
ness to offer assistance. In a study among Finnish and French addiction
treatment professionals, Koski-Jannes et al. [22] reported that perceptions
of GD individuals affected professionals’ willingness to treat patients as well
as the application of treatment methods, especially when they viewed GD
as more difficult to cure or as an individual problem. Furthermore, Peter
et al. [29] indicated that people were less willing to help GD patients with
financial difficulty. The second is that stigmatized people may be reluctant
to seek help or have difficulty expressing their needs. Studies have found
this is particularly prevalent among female gamers or patients. Kuss et al.
[24] suggested that stereotypes about women may lead the public to ignore
the negative impact of gaming behaviors on their lives, and thus ignore
the possibility that they could be GD patients. Lopez-Fernandez et al. [26]
reported that GD may not be fully recognized in the female population,
making it more difficult for female patients to get treatment and support.

2.5.3 Occurrence of mental problems

The social exclusion and help-seeking obstruction caused by GD stigma
can further induce or exacerbate mental health problems of patients, specif-
ically manifested in psychological distress (e.g., impaired self-identity, low
self-esteem, self-blame, and self-stigma) [16, 41, 44] and aggravated psychi-
atric problems (e.g., anxiety, depression, social phobia, and GD) [16, 28,
32].

2.5.4 Recommendations for GD stigma intervention

The existing empirical studies on GD stigma interventions are still insuffi-
cient. Only one study we reviewed specifically investigated the effects of
different types of information in intervening in people's perception of GD,

105



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

referred to the effects of different types of information on perceptions of
GD. Ren et al. [31] reported that narrative messages were more effective
in making adolescents adopt the medical view of GD. They further found
that improving immersion in narratives can effectively affect their attitudes,
while the adolescents. Another 11 studies [16, 19, 21, 25, 28, 34, 36, 41, 42,
44, 45] only outlined the main directions for stigma intervention. These
include: (1) strengthen studies on GD, including empirical research on GD
stigma, studies on the impact of GD diagnosis (e.g., on public perceptions,
public health, and society), studies on GD intervention and prevention,
and transnational scientific cooperation; (2) promote the standardization
and popularization of the GD diagnostic system; (3) strengthen education
and increase health promotion activities to raise public awareness of GD;
(4) stress media responsibility and appeal for coverage based on gamers'
perspective and multiple perspectives, as well as calls for media neutrality,
increasing positive reporting, attention to individual differences, etc.; (5)
improve social support for gamers, patients, and other relevant groups;
(6) improve system construction and focus on the social responsibility of
gaming companies.

3. Discussion
3.1 Improvement of study quality and expansion of study content

Several selected citations showed that stigma studies on topics such as
games, gamers, and GD had existed long before the inclusion of GD in the
ICD-11. This suggests that GD stigma is a long-standing social and cultural
phenomenon. For the studies we reviewed, there are two problems.

The first is the lack of high-quality studies on GD stigma. Among the
included studies, only three of the 15 quantitative studies designed experi-
ments to compare differences in GD stigma among the public [15, 17, 29].
Only four of the remaining 12 studies used scales for measurement [18,
23, 26, 33]. These included: (1) outcome indicators related to stigma level,
including social distance, general stigma level, stigma attribution, danger-
ousness, perceptibility, and exposure level, etc.; (2) outcome indicators
related to illness perception, including perceptions of addictive disorders,
GD, and problematic gaming; (3) outcome indicators related to stigma
consequences, including similarity in mate selection, mental health level,
coping strategies, social motivation, and self-identity. The other eight stud-
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ies used self-made questionnaires to evaluate outcome indicators related to
GD stigma.

It is thus clear that there is still an absence of effective and accepted mea-
surement tools for assessing stigma and relevant outcome indicators around
GD. Because stigma is always complex, further research is needed to assess
whether the existing outcome indicators can comprehensively reflect the
multiple dimensions of stigma. Moreover, cultural difference is another
essential background factor that needs to be considered in stigma research.
Furthermore, how to define GD is also a key issue in GD stigma studies.
Although the diagnostic criteria for GD were not established until 2018,
the concepts of gaming addiction and Internet addiction had appeared in
previous studies. It is thus important for researchers to determine whether
these concepts are the same as GD.

Secondly, the topics and objects of GD stigma studies need to be fur-
ther expanded. Existing studies focus primarily on describing how stigma
manifests, the overall level of stigma, and differences based on different
levels of gaming engagement, etc. In contrast, studies on GD stigma for-
mation mechanisms and interventions are lacking. As for the objects of
study, existing studies focus on the media, the public, and gamers. The
relationship between media and GD stigma has been particularly popular
in China [7, 34-38, 41, 42, 44, 45], where the media sources are mainly from
mainstream media reports such as People's Daily. However, in recent years,
newly emerging media types, such as self-media and we-media, have been
continuously expanding their influence on public perception. Therefore
more research is needed on the roles of different types of media. Moreover,
in China, the issue of GD stigma is not just related to media coverage.
The effect of parents, teachers, and gamers (especially adolescents) on GD
stigma all need more scholarly attention.

3.2 GD stigma formation model

Based on the scoping review of the 32 included studies, this study integrated
the manifestations, causes, and effects of GD stigma to propose a model
of GD stigma formation. In this model (shown in Figure 2), cognitive
differences, bias, and inadequacy are the cognitive bases for GD stigma
formation, which determine individuals' original perceptions of concepts
such as gaming, GD, and gamer. In this process, GD stigma has already
developed to a certain extent in some groups due to cultural differences and
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the stigma of mental disorders. Technological panic and social control are
the environmental bases of GD stigma formation, which induce negative
perceptions and value orientation about games and the gaming industry,
potentially contributing to the negative cultural and value environment
for GD stigma. Of course, with the reduction of panic and the loosening
of social control, such values and perceptions could turn neutral or even
positive. Since technological panic and social control are affected by media
reporting, media coverage bias contributes to the formation of GD stigma,
particularly by constructing specific negative images and emphasizing the
negative values of gaming culture. Meanwhile, GD stigma creates biopsy-
chosocial dilemmas for individuals, which in turn provides more negative
materials for media coverage.

Cognitive
differences, bias,
and inadequac

cognitive
bases

GD stigma

cause
individual
dilemmas

Individual biopsychosocial
dilemmas:

1. discrimination and
exclusion

2. barriers to help-seeking
3. mental problems

influence the value orientation of media coverage

Technological panic
and social control

media coverage bias

Figure 2 Model of GD stigma formation

Cognition, environment, and media also interact with each other, in addi-
tion to influencing GD stigma. Differences, bias, and inadequacy in cog-
nition increase public panic toward technology and promote the strength-
ening of social control, which further prevents the public from better
understanding game-related things. Furthermore, technological panic and
social control influence the value orientation of media coverage, increasing
negative reports and thus contributing to cognitive divergences and bias.
At the same time, public discontent with the negative consequences of
gaming behavior also encourages the media to report negative information.
Thus, we can see that GD stigma is a complicated process, and therefore
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interventions against stigma rely on cooperation across multiple systems
and fields.

4. Deficiencies and prospects

This study only described and summarized the included literature without
conducting rigorous quality and reporting assessment of its own. Addition-
ally, the GD stigma formation model proposed above is an ideal model
based on summarizing the conclusions of the included studies. This means
it lacks evidence to verify its effectiveness and only provides theoretical
reference for future studies.

With the advancement of the gaming industry and the spread of gaming
culture, there would be an expected expansion of the gaming population
base and, consequently, an increasing risk of GD. This warrants that more
attention be given to GD stigma research. Our analysis suggests that future
research should concentrate on the following aspects:

First, the development and screening of GD stigma measurement tools
should be intensified. It is also necessary to increase qualitative studies
to explore the concept connotation of GD stigma through interviewing
different populations, as well as developing GD stigma scales on this basis.
Also, in quantitative studies, the design of outcome indicators and the selec-
tion of measurement tools should be improved to enhance methodological
quality.

The second aspect is to expand the content and objects of studies. Future
research should concentrate on the mechanism of GD stigma formation—
especially on the cognitive, environmental, and media factors proposed in
the model above—to obtain quantitative evidence and confirm the causal
relationships among these factors. Furthermore, because the stigmatization
of GD is a dynamic process, more longitudinal studies are needed in ad-
dition to cross-sectional studies to better understand the formation and
development of GD stigma. Relatedly, GD stigma intervention is also an
important research direction. Future studies could try to construct system-
atic intervention models for GD stigma through intervention attempts at
the macro, meso, and micro levels. In terms of study objects, our analysis
suggests increasing targeted studies on different populations, especially on
groups related to GD stigma, such as teachers, parents, patients, and nor-
mal gamers.
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The final aspect is to validate the theoretical model proposed in this
study. Based on the literature review, we presented a GD stigma formation
model that summarized the roles of cognitive, environmental, and media
factors in stigma formation. Though more empirical studies are needed to
validate the model, it provides a framework for future studies to conduct
validation, optimization, and refinement.

It is undeniable that GD stigma exists in the public and media, causing
problems for both gamers and patients. Further research is needed to
explore the mechanism of GD stigma and to develop research-based inter-
vention tools aimed at providing timely and effective treatment, as well as a
tolerant and positive rehabilitation environment for individuals in need.

5. References

World Health Organization: Clinical descriptions and diagnostic guidelines for
ICD-11 mental, behavioural and neurodevelopmental disorders. Beijing: People’s
Medical Publishing House; 2023.

The 50th Statistical Report on China's Internet Development [https://www3.cnnic.c
n/NMediaFile/2023/0807/MAIN1691371428732]J4U9HYWI1ZL.pdf]

The Fifth National Survey Report on Internet Use of Minors [https://qnzz.youth.cn/
qcke/202312/P020231223672191910610.pdf]

Kim HS, Son G, Roh EB, Ahn WY, Kim J, Shin SH, Chey J, Choi KH: Prevalence of
gaming disorder: A meta-analysis. Addictive behaviors 2022, 126:107183.

Brilliant TD, Nouchi R, Kawashima R: Does Video Gaming Have Impacts on the
Brain: Evidence from a Systematic Review. Brain sciences 2019, 9(10).

Pallavicini F, Pepe A, Mantovani F: Commercial Off-The-Shelf Video Games for
Reducing Stress and Anxiety: Systematic Review. JMIR mental health 2021,
8(8):628150.

Wen QJ: The Research of News Bias in Reports about the Reappearance of Online
Gamer Image. MA thesis. 2014.

Aarseth E, Bean AM, Boonen H, Colder Carras M, Coulson M, Das D, Deleuze ],
Dunkels E, Edman J, Ferguson CJ et al: Scholars' open debate paper on the World
Health Organization ICD-11 Gaming Disorder proposal. Journal of behavioral
addictions 2017, 6(3):267-270.

Link BG, Phelan JC: Conceptualizing Stigma. Annual Review of Sociology 2001,
27(Volume 27, 2001):363-385.

Yao YW, Zhang JT, Fang XY, Liu L, Potenza MN: Reward-related decision-making
deficits in internet gaming disorder: a systematic review and meta-analysis. Ad-
diction (Abingdon, England) 2022, 117(1):19-32.

110



https://www3.cnnic.cn/NMediaFile/2023/0807/MAIN1691371428732J4U9HYW1ZL.pdf
https://www3.cnnic.cn/NMediaFile/2023/0807/MAIN1691371428732J4U9HYW1ZL.pdf
https://qnzz.youth.cn/qckc/202312/P020231223672191910610.pdf
https://qnzz.youth.cn/qckc/202312/P020231223672191910610.pdf
https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/
https://www3.cnnic.cn/NMediaFile/2023/0807/MAIN1691371428732J4U9HYW1ZL.pdf
https://www3.cnnic.cn/NMediaFile/2023/0807/MAIN1691371428732J4U9HYW1ZL.pdf
https://qnzz.youth.cn/qckc/202312/P020231223672191910610.pdf
https://qnzz.youth.cn/qckc/202312/P020231223672191910610.pdf

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

Sugaya N, Shirasaka T, Takahashi K, Kanda H: Bio-psychosocial factors of children
and adolescents with internet gaming disorder: a systematic review. BioPsychoSo-
cial medicine 2019, 13:3.

Minnikko N, Ruotsalainen H, Miettunen J, Pontes HM, Kairiainen M: Problematic
gaming behaviour and health-related outcomes: A systematic review and meta-
analysis. Journal of health psychology 2020, 25(1):67-81.

Chen'Y, Lu J, Wang L, Gao X: Effective interventions for gaming disorder: A system-
atic review of randomized control trials. Frontiers in psychiatry 2023, 14:1098922.

Arksey H, O'Malley L: Scoping studies: towards a methodological framework. Inter-
national Journal of Social Research Methodology 2005, 8(1):19-32.

Casale S, Boursier V, Musico A, Ghinassi S, Cigolini G, Petrucci E, Gioia F: Stigmatiz-
ing attitudes toward Internet gaming disorder, Problematic smartphone use and
Problematic social networking site use: An experimental vignette study. Addictive
behaviors 2023, 141:107665.

Galanis CR, Delfabbro PH, King DL: Stigma-related arguments against gaming dis-
order: a call for research. Addiction (Abingdon, England) 2021, 116(10):2921-2922.

Galanis CR, Weber N, Delfabbro PH, Billieux J, King DL: Gaming disorder and stig-
ma-related judgements of gaming individuals: An online randomized controlled
trial. Addiction (Abingdon, England) 2023, 118(9):1687-1698.

Hanafi E, Siste K, Kurniawan A, Nasrun MW, Kusumadewi I: Perception of internet
addiction among psychiatric residents in an urban area in Indonesia. Medical
Journal of Indonesia 2019, 28.

Higuchi S, Nakayama H, Mihara S, Maezono M, Kitayuguchi T, Hashimoto T: Inclu-
sion of gaming disorder criteria in ICD-11: A clinical perspective in favor. Journal
of behavioral addictions 2017, 6(3):293-295.

Hussain Z, Griffiths MD: The attitudes, feelings, and experiences of online gamers:
a qualitative analysis. Cyberpsychology & behavior : the impact of the Internet, multi-
media and virtual reality on behavior and society 2009, 12(6):747-753.

Kirdly O, Demetrovics Z: Inclusion of Gaming Disorder in ICD has more advan-
tages than disadvantages. Journal of behavioral addictions 2017, 6(3):280-284.

Koski-Jannes A, Simmat-Durand L: Basic Beliefs About Behavioural Addictions
Among Finnish and French Treatment Professionals. Journal of gambling studies
2017, 33(4):1311-1323.

Kowert R, Festl R, Quandt T: Unpopular, overweight, and socially inept: recon-
sidering the stereotype of online gamers. Cyberpsychology, behavior and social
networking 2014, 17(3):141-146.

Kuss DJ, Kristensen AM, Williams AJ, Lopez-Fernandez O: To Be or Not to Be a Fe-
male Gamer: A Qualitative Exploration of Female Gamer Identity. International
journal of environmental research and public health 2022, 19(3).

Lee SY, Choo H, Lee HK: Balancing between prejudice and fact for Gaming Disor-
der: Does the existence of alcohol use disorder stigmatize healthy drinkers or
impede scientific research? Journal of behavioral addictions 2017, 6(3):302-305.

111



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

Lopez-Fernandez O, Williams AJ, Kuss DJ: Measuring Female Gaming: Gamer Pro-
file, Predictors, Prevalence, and Characteristics From Psychological and Gender
Perspectives. Frontiers in psychology 2019, 10:898.

Miriyagalla UP, Kashima ES, Stukas A: Stereotype content of players of violent and
non-violent games. Asian Journal of Social Psychology 2023, 26(2):287-298.

Monley CM, Liese BS, Oberleitner LM: Gamers' and non-gamers' perspectives on the
development of problematic video game play. Current psychology (New Brunswick,
NJ) 2023:1-10.

Peter SC, Li Q, Pfund RA, Whelan JP, Meyers AW: Public Stigma Across Addictive
Behaviors: Casino Gambling, eSports Gambling, and Internet Gaming. Journal of
gambling studies 2019, 35(1):247-259.

Pontes HM, Montag C, Elhai JD, Monteiro AV, Evren C, Throuvala MA, Macur M,
McDowall A, Rumpf HJ, Carbonell X et al: Stigma and gaming disorder: should
we take a 'glass half full' or 'glass half empty' perspective? Addiction (Abingdon,
England) 2022, 117(6):1816-1817.

Ren Y, Shen F: Effects of Narratives and Behavioral Involvement on Adolescents'
Attitudes toward Gaming Disorder. Health communication 2022, 37(6):657-667.

Wong IL, Lam MP: Gaming behavior and addiction among Hong Kong adolescents.
Asian journal of gambling issues and public health 2016, 6(1):6.

Zhao S, Zhang W: Infamous Gaming: The Intergroup Bias of Non-gamers in the
Chinese Marriage Market. Frontiers in psychology 2022, 13:682372.

Gao Y: Effects of Game Reporting on Young People’s Cognition and Behavior. MA
thesis. 2020.

Han X, Shu XS: Returning to rationality: the transition in the opinion field of
online games. Contemporary Communication 2015(04):49-53.

He PP: Discourse analysis of video game reports in "People's Daily"(1989-2019).
MA thesis. 2021.

He W, Cao SL: From E-heroin to Created in China: Discourse Change of Digital
Game Coverage in People's Daily from 1981 to 2017. Chinese Journal of Journalism
& Communication 2018, 40(05):57-81.

Huang G: Discourse and Reality: An Analysis of Media Representation of Online
games teenagers’ image. MA thesis. 2014.

Li YG, Meng XX: Platformized ACG Addiction: A Study on the Mechanisms of
Stigma Perception and Distinctive Cultural Identity. Journal of Social Science of
Hunan Normal University 2023, 52(04):126-134.

Liu DH, Chen SL, Wang HS: Research on teachers' cognition and attitudes to-
wards teenagers online games and the influencing factors. Advertising Panorama
2015(03):43-53.

Qiao YW: A Study on Deviation and Remodeling of the Media Representation of
Online games teenagers’ image. MA thesis. 2017.

Wang S: Transmulation of Media Image of Video Game Teenagers in People’s Daily.
MA thesis. 2023.

112



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

Yan HW, Song Y: A study of college students' social representations of online games.
Studies in Ideological Education 2011(04):68-71.

Yan DC, Huang G: Stigmatization: News Reporting on Online Gaming Teenagers'

Image Construction. Chinese Journal of Journalism ¢ Communication 2013,
35(01):110-117.

Yan DC, Huang G: Young Players of Online Games:The Construction of Net-

work Negative Image and Empirical Study. Contemporary Youth Research
2014(02):70-74.

Lippmann W: Public Opinion. Shanghai: Shanghai People's Publishing House; 2006.

113



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

V/N

Ajmiqepue)siopun ssa '¢

2doUB)SIp
[E100S PaIISap Ioy)Ing g

UOI)DBAT [BUOTOUID
9ATe39U 219438 AIOIN ‘T

V/N

‘aure[q aq 0}
191Sed 218 pUE AJIUBA SNO
-1AQO 2ARY U2)JO S)UATeJ
*SIOTABYDQ SAIIIPPE URY}
ORI ISINODINUT [RIO0S
Jo spuewap £q payesnouwr
UOTIDIPPE JO ULIOJ IOP[I
© ST asn 231s Junjiom

-}oU [BID0S DIJBWI[qOI] *§
Llqe[on

-u0d A[PA1IE[2I puE SNO
-1o8uep ssay st asn suoyd
-}Iews SHRWI[qoId T
"SI9Y30 £q poo3s

-I9PUN 3q 0} JNOLJIP pue
‘ONSSI [BIOW € SB PIMITA
Aqisea onewoyduids pue
SNOLISS IOW ST UOT}
-o1ppe swred jourau] T

arenbs-1yo :spo
-yjoul sIsA[euy ‘g
‘aInseawr £)1
-TIqeadnoON/ANTIq
-e[edu0D (SAS)
3[edg 0UR)

-S1 [e100S (D)
dIreuuonsany)
uonnqupy

2y} Jo d[edsqns
ssausnorague(]
‘(SYA) 3825 uon
-nquy Ajues
YL (SSN) 2138
ewdng [eSIGATUN
a1} Jo a[eosqns
Aymqisuodsax
[euosId /oure[q
(4-Od1) dareu
-uonsany) uon
-dao1ag ssaufyy
areUUONsaNY) [

asn 218
Sunyromiou e
-0s onjewajqoxd
pue ‘osn suoyd
-)Iews one
-wppqoid 1opIo
-sIp owred jouId)
-uJ SpIemO} Uor}
-dao1ad o1qnd
aredwoo oF,

€00t
oresen)
BIATIS

suonep
-~UdUIUIO0DAT UOTJUIAIAU]

ewdns (0O Jo s}

ewdns (O Jo sasney)

ewdns (D JO SUOLLISYI

spoyjow

~UBW pUB SORSLIDPBIEYD - gsfeue pue s[oo)

SUOISNOU0D)

UOMI3[0d ejeq

o818 ApMyg

Teak
Paysy
-qnd
pue 1oy}
-ne 3SIL]

sa1pnis papnjout Jo s1s1123004vY ")

[[xouuy

114



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

‘uonenoads uo paseqare  pue wroperd oriqnd syt wa)SAs SISouerp [euriof pajefor-ewdns o eu n
syuawnSe pajefaI-ewdns Sursn £q :Ansnpur Sur V/N 3y} ojur (19 Jo uorsnpd V/N 101 QRS —
JUDLIND 3]} JO ISOIN T -wed oty uo $3095q T -ut ay [, sewdns Jo ysny ‘T II0fED T 1
101
-Aeyaq Sutwred spremoy
Amqusuodsor pue aureiq stsA[eue uersafeq
2onpar fews uoyjewIoy . > N
swoydwids s1eaei3dy g Ut uonIppe Jey) Sut w&:Mwm.wM
SUOT)ILI)SAT UOTJED o88ns “dnoif uonorppe. eaday ‘sisk[eue
-npa pue MQEMO dur .H. -uou ap ut suedpped Huo WOQNM n
Mohmaww:ab mmnmcmm_ M uvy) 521055 19mO[ pautes .A<MMV NV) uuqrw stowreS jo sad4y
cm:mSE:uﬁn.b.om S dnoi3 uonppe ay ut -L1eA JO SIsA[eue  -0a19)s o1qnd £eoe
V/N o Sunyeas V/N suedioned 550 243 Aem-om, 1:spo uo co:wE.HowE SHUE[ED
: Jo aeasqns Aypiqrsuods . : : N eu
-djay 105 19pIOSIT F U SWEld o . -yjow sisk[euy ‘g anjoswage o
uors P 1955 10 € (ssn)  apoatoidxeor ordO
-so1dap pue Ajarxury - 52105 pifns uo [eos ewdr
:Mﬁvm oﬂu w.MM< .m 12242 JuedgIuBis ou pey a&ow::m ‘ 9
HE[ost [e120S T voprmuoyu ey 7 oA {(OV)
Kmuapr-ypas parreduy T S ToueS aIreuuonsany)
uonnqryy
[ensed pue s1owesd "whmccozmuwgd M
1e[n3ar uey) s100s : :
ewdns 1oySiy paured
sowred wa[qoId |
1891 N Lsu
TG M -UURIN 959}
Teak
suonep rwdns 0o Jo s1apg ewdns (0O Jo sasne)) pwiBys qp jo suonessajt spoypu paysy
-USWIUIODAT UOTJUIAIU] : : ~UBW PUE SYNSLIAIBIEYD  grsfqeue pue sjoo}  3a5e) Apryg -qnd
uond30d Bl pue 1oy}
SUOISN[OUOD) -ne IS0



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

V/N

syenbapeur sem uonoIppe
jJouau] Jo a3papmouy
JUDIIND I} I[3f SIUIP
-1S91 PIASAINS JO 9,68
:a8pamowy| Jo YoeT ‘T

V/N

{[eorAo ¢
f9]qepue)sIspun g
{nyssams A[feuonowrs
ST

UOT)DIPPE JAUINU] AT}
-0ads1ad syuaprsar ot uy

(v-0dI) uon
-JIppe 10 UOTS
-IOA PISIAAI dITRU
-uonsanb uonydad
-12d ssaufyr oy
:aareuuonsany) ‘|

-IN Ue Ul S)uap
-1521 orneryoAsd
Suouwre uonorp
-pe JouIau] Jo
uondaorad arp
SUIULIANAP O],

610C
‘TJeuey
aurpluyg

"uonIMuT Uey)
IOUJeI YDIeISI SNOIOFLI
ySnoy) pajen[ead A[yest
-JHUSIOS 3q 0] PIJU SISOU

-8erp @D Jo 19932 [e100s
pue geay d1qnd ay, ¢
‘uondadiad orqnd

U0 sduanfuI 831 210[dxX2 0)

parpmys 2q 0) paau ‘s1akerd

onewojqoid pue s1owes [e

-nsed> Jurpnpur ‘s1akerd jo

sad 43 yuaiagyp uo sisouge
TP dDJO SRR YL T
ewdns

0] spea] stsouderp (00
I9Y}9YM ]$3) 0) Papadu
9I€ SITPN)S AIOW AI0JAIA)

VSETe)

-0s d[0yM 9y pue s1owed
U0 $)09JJ2 2AT}eSoU ey
oIyMm ‘sjooojord juatu
-Jea1} aJesun pue saIns
-eawr £103e[NJa1 2A1IOLI)S
-21 JONPUOD 0} SPUIWIUID
-A03 PeI PNOM SISOU
-gerp 0o e pasodoxd
u22q sey J] :JuduIIeaI)
pue £or70d uo 1059 7
‘D JO yoreasar

pue soueydasoe sisouerp
2y} dUdN[FUI PNOM (D
a3uaqrey> oym sIejoyps
10§ 310ddns s Ansnpur
Surured [eqo3 ayy 910§

‘szowreS reordoroyed se
s1oured orjewrajqoid-uou
nq padeSua A[ydiy [oqey
-stwa Aewr apm3 onysoue

-Ip @D s1souSeIpsIAl T
"apdoad

SunoA Aferadss ‘s1ouwres
[ensed aznewdns Aew

uor
-dao1ad o1qnd

pue iresay o1
-qnd jo swwrd) ur

stsougerp (o) jo

$)09J0 oY) djen
-[ead A[eoynud
-10S 0} Paau Ay}
aziseydury ¢
a0l

-[od uoryengax
pue ‘sanru
-nwwod roured
‘sapnyie orpqnd
uo sisouderp
an Jo s109p0
o arordxy ¢
o isurede
sjuowngie

120T
‘sTueen)

suonep
~USWIWO031 UOTJUIAIU]

ewdns 0O Jo $199jq ewdns (O Jo sasne))

ewdns (O JO SUONLISYI
-UBW PUE SIT)SLIAORIRYD

spoylowt
sisA[eue pue s[00)

1a81e) ApMyg

1eak

PaysT
-qnd

suorsnpuo)

UOT)23[[0d eI pue 101

-ne 38IL]

116


https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

“srued [erow pue

‘sroured

o ur 1032380

stsougerpIaso Juaaaid 0)  jsurede uonRUTWLIOSIP 10 sisouderp e se L10T
dD JO UOLIAILID 10D B SE JUSI)EAI) ITRJUN DNP V/N ewdns Sunsixyg V/N o SurzruSooar  “ryondry
jusuraredut euonouny Sur -ur pue Sunyew £orjod Jo Ay1ssa0ou 2y)  nuinsng
-ura( rewdns Juaadld ‘| souanpjur Aewr ewdng sziseydws oF,
‘uor
-OIpPe J9UIU] JO JUsu
-ofeuew pue sisouderp
Ul SJUDPISAI JO Jure)1ad
-un 03 spea] aSpajmouy
pue uondadiad jo v sisA[eue uersakegq
‘JuswageURW pUE SISOU "9JI Jo seare jue) :
-Berp ur fjureyreoun '¢  -1odwr 190 10 ‘euored .M\W,WWMMMMMM
‘uondIppe JoU  -NdJ0 ‘Teuonednpa Teros ‘stsd[eue 201 150d
-103u] Jo uondadiad ayy  Aqrurey ‘reuosiad ur justa %o L ‘VAONV BISOUOP
aaoxdwr fewr souatiadxs  -rreduwur jueogrudts asnes MWB.OB po  “Uljovareuvq
[eSTUI]> pUE UOLEINPD Kew yey) uonorppe 9 " L w
jer) SunsaBSns ‘syuaprsax ¢ IoPIOSIP JTUOIYD & °G e m_MLMMNow
Jorun( uey) uondIppe ONUOI OPIMLIP u@w&.ﬁw.w
jouIA)U] Jo saduaNbasuod
ay) Jo Surpuejsiopun 1o
-doap e pajuasaxd syuapr
-$31 JOTUAS :UOTEINPY 7
*SUOISTOIP JudwaFeueur
pue sisouSerp ayew o)
q Teak
suonje ewdns 0 SUOTIB)SJT
-UaUIIo391 cowcoiﬁﬁ puids 4D Jo sHayA PUBES ADJOSIND oy ?Mwuwmc&uﬁmMU mabwmﬁww”wwoog yo8xey Apryg wmﬂ%
Uo123[[0d BJE (] pue 1oy}
SUOISNOUO0D) -ne JsI1q

117



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

ySry Surziseydwo * oured
-00 MaU,, 03 SHAYOININ
sredwo)) :uondIppe

105 10ydejowr y -¢

uon sowred aurp
-oIppe Jo saduanbasuod [e - SISA[eue ONEWAY})  -UO JO SIOUILI 6002
V/N V/N V/N -uoszad pue s10ap50 [e1d ssmatarajur  -odxo pue ‘sSur  ‘uressnpy
-0S ‘SansST JUSWAFeURW  PAIMNIONI)S-TUWAS  -[99] ‘SOpmIje  I2ayey
awry ‘Qures Jo SSIUIALS a3 a10[dx2 0T,
-IOWIWI :UONdIppe dwed
30 309350 2A1eSaN ‘T
uonorp
-pe Jo uonrus02a1-J[as ‘1
"SUOTJEN)IS PI
-yeoI-ewdns aaoxdwr ued Jusw
ao pue £efd [eurzou dopoasp Aot
u2aM)aq AIEpUNOQq IEI[D —od DUE “Unress
e Surmel( :suorjenyis po oap . A d
-yefor-ewdnys aaoxdwy ¢ .oﬁwhwﬂw@“o
‘ewidns pue sisougerp sao M::.ﬁmo d
-19A0 2onpa1 0} djoy ued - Ewbm:mﬁuw
11-aDI 241 ur 49 jo et pue T1-q0I
-9y oy Sururyep A[res[)
:SISOURIPIAAO PIOAY 'T
1eak
suonep ewdns 0O Jo $199jq ewdns (10 jo sasne)) Bwidns 09 Jo suonelsayy spoywt Payst
~UWIW003I UOTJUIAIIIU] -UBW PUE SYNSLIABIEYD  grsffeue pue sjoo)  3a8e) Aprig -qnd
UOT}I[[0D BJe(] pue 101}
suoIsnOUO)) -ne s

118



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

V/N

pue uonrugdoy) :sardajenis
JUSWIIEaI} JO UOLIIIS

V/N

-1ea13 03 paredwo)) st
uondIppe jo uonruso) |

*S3ISIDAOIJUOD JUBA
-o[o1 SurjLrepd pue ‘eria)
-L10 Juawssasse Surziprep
-ue)s SaTpnys IAYINJ JO
Ayrenb a1y Suraoxduir 0y
2INQLIUOD 1M 31 SuLrd
-pISuod ‘sisouSerp [euroy
ese [1-doI oy uraon

Jo uorsnpur ay) pajrod
-dns £pms 217, :e110)110 o1
-sougerp jo £yssadau ay,

JuawadeSus pue sdrys
-uotea [erdos oy Sur
-103]J© 210J2IaY]} “PI)R[OST
1093 syuanjed (o) adewr
Keur £)100s WOIJ SMITA
2A1}ESAN :UONR[OSI [R1D0S

JUSUIJLAILIOAO PUL
SISOUSBIPISAO JO SYSTY '9
SIOPIOSIP [LJUIW SPIEM
-0} sapminje o1 qnd s
BLIDILID dT3souerp

Jo Surpue)sIaPUNSIA F
a8papmowy| 09 Jo YoeT ¢
S3OUd

-IJJIp [BUOTIRISUDL) T
Sureguouraress eIpajA ‘1

“a1nrej
[BIOUI IO SSIUNBIM [BUOS
-1ad e uey]) I9YJRI I9PIO
-SIp € se 1o1ARYaq Surured
onewa[qoxd Surpredar 4q
‘ewdns AJIsuajur ueyy
JIay) el 9oNPal 0} A1
a1ow st [T-qDI oY) ul
D JO UOTSNOUT YT, ‘e
-31)s noqe surdUO)) T
JTouuew Surured

1191} 0) anp Jusuired
-t [eor3ojoyd4sd pue [e
-uornouny JuedyTuIs 19
-jns s1oefd swog :sway
-qoxd £yirear pajepar-qo
JO 20ULISTXD A, T

uondIppe jo

[0I}UO0D PUE UOTJUIAIL] *S
BLIDJLID UOTIPPE

ur fymSiqure aantudo)) ¥
woy)

Jo [enusjod aAdIppE

suonep
~USWIWO091 UOTJUIAINU]

ewdns 09 Jo s109h4

ewdns (O Jo sasne))

ewdns (O JO SUOLISAI
-UBW PUE SOISLIAOBIRYD)

SUOISN[OU0))

-op ‘orreuuor)  -oxd juaunjear;  -Dsoy
-sanb apew-j[og ayednsaaur of, eluy
“oIeas
-a1 21Ny 10§ £}
-1SS202U 3]} pue
UOISNOUI STy} JO
SyjaURq [erua} L10T
V/N -od oy oziseyd  Apeany
-wryg 'sisoude  eA[0s1Q
-Ip [eWLIO] E SE
T1-dOI oy} ut
ao Jo uorsnpur
a1 310ddns of,
1eak
Spoyjew Payst
sis[eue pue sjoo)  ja31e) Apnig -qnd
uomd[[0d BIR(] pue 1ot
-ne 3SIL]

119



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

‘surd[qoId uondIppe UMO
1121) Surajos 10§ £32100s
ey sfenprarput Jo £)jiq
-1suodsax a1ouwr paziseyd
-Wd SILIIUNOD OM) YJoq
UT S[BUOISSJOI] :UOT}
-nquye Aypiqrsuodsay ¢
‘UOT)IIPPE JOUId)}

-uj pue uondIppe Surq
-wred 10§ Y30q ‘S[eUoIssd)
-oxd ysruurg uey) juawr
-Jean) ur jsniy ssaf Appued

"sardajer)s Jusuyear)
Ppaseq-aouap1ad jo uon
-eorjdde oy pue spenpria

*$10)0%)
punoidyoeq 1o
-jo pue ‘uoryed
-n500 ‘punoid

stsA[eue uoIssaId  -yoeq [ernymd

-Ipul PajdIppe 0} 2ouE) -yrudrs pue A1oa0001j0  -a1onsiSoson  Aq A1ea sopn) Amww WMN_
-SISS® I9JJO 0} ssaudur SOOURYD Y} UT DUIPY  -S1es aANdLDS -3 J191) MOy
-[Iim speuorssajod aouo -U0) $S3[ ey UL U pue ‘SI01ABYDq
-npyur Aew suondadiod sTeuorssajold Jusuneas], JATSSIIXD SpIeM
:K15A0021 JO sOURYD -0} suonpdod
moqe suorurdQ ‘g -12d speuorssay
"2ST JOUIdJU] pue
sydwoye Surquued 1ayye
soudpuadap 10 uordIppe
Jo yst1 yS1y © I9PISUOD 0}
A[oNI] 210U 219M 2dOURI]
ur speuorssajord ‘puefury
ur speuotssajoid Jusw
Teak
.Eaaoww MMW ewidns 49 Jo sPd ewidns (00 jo sasne) .mama @D Jo swonsat spoyeu paus
RULAISIU] Uell pue SORSLPRIRYD - gigfjeue pue sjooy  jogrey Apmig -qnd
UOTI[[0D BJe(] pue 101}
suoIsSnOUO)) -ne js11q

120



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

snsouderp pazipiepue)s e o 3} AJenSUOWIP L10T m
Surysiiqeisy :wa)sAs on V/N Sparmous s1enbs mww :se s)sojTuew ewdns (0 V/N ‘@o jo swrey 997 dng
-souger(y pazipIepue)s | popmot] 23 PeULT oy Ajrep o, -Sunag
stsA[eue uorssard
-1 ‘sisAJeue YA
-ONV ‘somspess
‘(quajodwoour Aeos  aandrIosap :spo
Kze[ oAT)ORIRUN TR -YJOW SISA[RUY T
-dodun “8-9) sad£j0a19)s  ayeos Surwred one szowred 8o
jueAd[aI o) 3 10P2q  -wdqoxd «(1dD) ur uosard www
Keur S[9A9] JUSWIA[OAUT K103U2AU] [EO1 wred
1oySIy M s1owen) :s1)  -S0[0ydAsq BIuUIO) SjusULIRaUt 12
-13ojoyo4sd pue
-st1gjoereyd [e01d4)0a1a)s -8 9y} JO Sa[dS | (ud Ter0s
pue Juowadedus owed  -qns aousjadwod [e182Y M : . 10z
VIN VIN VIN udamjaq drysuone[oy ¢ [e10S ¢(uorts oegm Q:MEM om0
2IMND  -JaA padplLiqe ue) QMMMM”: Mo et
rendod ur paquidsap son oreog 310ddng ak ohm s
-sLId)oRIRYD 2ATIESOU Ay [e100§ UIIog JO sachy M
[DJeW JOU SI0P uone[n ‘(w10§ 110YS oh mmwwmm I
-dod Suruwred surjuo ayy, a1) afeds UOTOIP TTOHPLIRASAS O,
:sad£100193s 10§ 110ddns  -py awren) 9reds
[eornidwe yuamnsuy T uoneanour Jur
-wed ‘Qrreuuon
-sanb apew-Jos
:aareuuonsany) ‘[
Ieak
suonep ewdns (@9 Jo 199 ewidns (IO Jo sasne)) ewidys 4o Jo suonelsajt spoyeut paysty
-~USUIUIO0DT UOTJUIAIU] -UBW PUE NSLIBIEYD  gisfjeue pue 500} jogire) Apnig -qnd
uomd[[0d BIR(] pue 1ot
SUOISN[OU0)) -Ne ISIn]



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

djey pnom yorym uaned
31} JO $ISAINUI J$3q )
Surraprsuod syeuorssajoxd
aredyj[eay jo juswage
-UBW PUE UOTJEN[BAD )0
-o1d pue ‘sporjow juaw
-yean) ayerrdoxddeur o1
-0sqo Apparssaidoid djoy
Kew (OHM ) uoneziu
-2310 YIEaH POM o)
4q 11-@DI1°y ur o

JO UOTSN[OUT Y], :$31)
-LI0INe paziugooar AJfe
-UOTJRULIDIUT JO UOTISOJ *¢
‘asjo

Surpueyszopunsiwr orqnd
95NPaI 0] SANIATIE UOTIOUT
-o1d y[eay aseanur pue
uoneonpa uay)Suang :san
-1a130¢ uonowoid yjreay
pue uonesnpa dIqn{ ‘¢
"D JO JUSUIJLIT) pUE UOT)
-eITJT)USPI 991103 Y} 0}
2)NQLIUOD P[NOM WIASAS

Pa)IWI] JOU S€ UOT)IIPpe
Surured Suroprsuod g
‘uon

-orppe Surwed jo s1aduep
o) Auap 0) snozaduep

st )1 jey Surziseydwy §
{[njuLrey pue

2ATIOTIPPE J30q a1k Loy}
SB ‘JUIUI}EAT) PUE UOTJUD)
-Je oures a1} axmbar pue
I9PIOSIp 3sh [OY0de 0}
Te[ruits aq 0} UoNdIppe
Surwred Surroprsuod ¢
HUINETN

-o1d pue jusuryear) sjour
-01d se [[am se uonoIp
-pe Surured jo Surpue)s
-Iopun pue uonrusod o1
-qnd asearour djoy pynom
1T-dOI 9y} pue ‘Juow
-Je2I) SPaaU UOTOIPPE
Surured jeyy Surasrpaq ¢
EN S

-SIp JO puby ® se uonoip
-pe Surwred SurpreSar '

JudUI}EaT) pUE SISOUSEIp
paziprepuess Jo oeT f
Ansnpur Surured

ay) woyy uontsoddQ ¢
o1qnd a3 pue erpaw oy
£q Surpuejszopunsiy ‘g

Te1
J9sIBY JO SUIDD
-u0d 3y} ANy
-Ipue ‘T1-d0I
ur yorsnput
s)1jo Aj1ssaoou

suonep
~USWIWO031 UOTJUIAIU]

ewdns (O JO SUONLISYI

ewdns (0O Jo s} ewdns (O Jo sasne))

~UBW pUB SORSLIOPRIRYD - gisfeue pue s[oo}

suorsnpuo)

spoyjow

uond3[[0d Ble]

1eak
Payst|
-qnd
pue 1ot}
-ne 18IL]

JERAWAIN

122



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

adueytoduwr ayy saziseyd
-wd Apnys Ay, :Ss)oIppe
Surwred jo saduarradxy ‘g
own urured gur

“djoy Sunyeas proae
pue Jo1aeyaq Sutured
1124} 9p1y 03 sIppe Sul

SI[ [BQI UT SSAUPI)R[AI
pue “9ouajodwod Kwo
-UOINe 10] SPadU SIOIP
-pe Surure$ jo uonensniy

*K1021]) UON
-RUTULID)OP-J[OS

-y 3sn( Jo pedjsur o[ -wed asned Aew yorgm oy, :101Avyaq Sutwed  sis[eue dneway) Snox Sures €20C
-a1 ur spaau [edrSojoyd4sd ‘swo[qoad [eyuswr pue Jjo uoneziojoyjed ‘¢ tsmorazey OO oU q Ko[uoI
JISBQ JOOUI S[ENPIAIPUT  “UOT}ORISIUT [e1D0s paired V/N (sONV) srowreS-uou  -ur dnoid snooy uﬁmEMEE W
Surday uo sndoy pnoys  -wr ‘UOISN]IXA [e1d0S Ul jnpe £q paznewidns oq  PaINONIS-TWAS ¥° mmwwcm\sacwﬁ £a10D
sordajens uonuasaxd pue  -pnput ‘spoippe Surwred pue sofew SunoA jud) 38%%@5% %«
Jusumea) ey $)sa33ns U0 1090 aAneSoU dARY -adwoour £[eroos Kppuof P oL
Apmys oy 1, : 0D jo uon pmom uoneznewsdng se pad£)0a19)s oq Aew
-uaaa1d pue jusuneay, ' szowren) :sad£109193§ 'T
‘uon
-orppe SurureS jo syoad
-se aansod o) Suriou
-81 pue ‘sjuadsajope pue
uaIp[Iyd ur uoudwouayd
T — [eyusurdofaaap [euonis
30 JuawaGuLIur 25Npar i :ocuﬂ.@
-pe SurureS SurpreSar -/
‘warqod e
-NPIAIPUI UE SE UONJIppE
Surwred Sunear Ajdwrs '9
£5JUad
-S3[OpE puE UIP[IYD O}
Teak
suonep ewdns (@9 Jo 199 rwidns (IO Jo sasne)) ewidys 4 Jo suonelsayt spoyeut payst
~USWIW003I UOTJUIAIU] -UBW PUE NSLIIBIEYD  grsffeue pue 500} jogIe) Apnig -qnd
uomd[[0d BIe(] pue 1oy
SUOISN[OU0)) -ne 3sI1]

123



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

"djoy Sunyeas woiy woyy

‘pawe[q aq 0} pue ajerid

stsA[eue yA
-ODNY ‘sisk[eue

-rwats Suragns
SISLID [RIDURU

sjuanaxd yorym paSpnl -oxddeur se uonorppe Sur VAONY SO -Tj (JLm s[enpia
Io paynuapt Suraq jo -wred pue Surquied ourp  -yjowr sis[euy g -Iput jo ewdns
Ied] pue ‘JUIWISSEIIBQUID -uo spredaronqnd oy 'z (YDOT) Hodoy a1} 0) WYy
oureys aouatIadxo Aeur *3[qe[on)  1orIU0)) JO 94T  aredwod o) pue | m:.vm
VIN S[enpIAIpuI paznewsng VIN -uood se uondIppe 3urq  (£Z-QV) 21reu uondIppe 101 2ed O
"dfoy 10130 pue JusTr -We3 JUI[Uo pue UOTOIP  -UOTSINY) UONNG  -ABYDq JO SPUT] [PIHHES
-Jea1) SUD{e9s s[enpIAIpul -pe SurweS oared1od 0) -1y oyl ((SAS)  JUSIPIP 2211}
10J JoLLIeq Jofew  se spua) oriqnd oy, :AJ11qe| o[edG 20UB)  SPIEMO) S[2AI]
papedax st ewdng ‘T -[onuod Jo uondadrdd ' -SI( [e100S AL, ewdns oriqnd
:2IrRUTONSANY) T aredwod of,
“IOTARY]
-2q Surured onewsjqod
pue Ayjeay usamjaq Jur
-USISUnSIp INOIIM D3R
'sat) -wdpqoxd A[renjusjod se
-[NOTJIP pue S 1Y) papaedar axe srowred [y
puejszopun A[aarsuayard ‘UONeZI[eIdUAGIoAQ *¢
-wod 0) saduaLIadxa pue "3SBASTP © S UOTIOIP
sao10A s)o1ppe Surwes jo -pe Surures jo ma1A 3y 0)
Surpeay ‘Surured ySnoyy
SPaaU 2531} JO UOTIORJST
-Jes yaas Aew £atpy Jetpy
Surkuap paroudr aq Aewr
Teak
suonep ewdns 0O Jo $199jq ewdns (10 jo sasne)) Bwidns 09 Jo suonelsayy spoywt Payst
-USUITIODAT UOTUATSU] -UBW PUE SHNSLIBIIBICYD  gisf[eue pue sjoo}  JoSIe) Apnig -qnd
UOT)23[[0d eI pue 101
SUOISNOU0D) -ne JsI1y

124



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

-Ul JO UONOUNJ [BID0S PUE
J[BAY [BJUIW AT} SIOUD
-npyut Ajuo jou ewdng ‘g
Supyoas-dpay pue
JuaueaI) 0} SIATLIR §
JUSWIUTE}IAUD [EULIOU

se soured jo aoueydad

op Loy J1 waad pazido
-[oyyed-1040 aq Aew J01
-ABYPq Surured feuwiou
Jey) PAUILDUOD ST J]
:uonjezidojoyed-10AQ g
‘sfenprarpur onewajqoxd
Se way) Jo uonezri03s

PRY

sty ur aompoerd

pue yoIeasar

J0 Juaurdopaaap

a3 Sunowoxd
ewdns 2onp 20T
-10)pue (D  ‘sdjuod

V/N -O¢ 9} dUsnjul {PIgM V/N .
. -Jed aspey ur Sunyns JO JudUjeaI) SB W
« 3 3
.MMMWMM:MWS:MMW %o -a1 quouireduur feuor) [[om se Sutpue)s  Ad[ey
o wumoﬁ mcowﬂﬁc ..H -5unj INOYYIM sIowes -I9pun 2 )0
Hsarelg or mDomm Ayyreay aznewdns Aewr -o1d 03 2A130ads
1 HOISIoKa E.u“oﬁ I ao jo sisouderp jey) -12d 2atsuRYy
P Emmm_:m&_u w.o %om PauIadUOD ST J :s1oured -a1dwod axowr
: £ 3ng - d
-5370s arerrdorddeur ‘1 eoY JO PUiehS T v opaoid oL
‘JuauIjeaI)
[earpaw aA1s[ndwod pue
uorefost axmbai 03
‘sura[qoad [eroueu ﬁoM:QL >18 SPPIPPY 'S *SSAI)SIP
-urqured surfuo se
-7 yum syoippe djoy 0y pue jusuwired
. snoJauep se paIapIsuod
Suryim ssof axe ajdoaq ‘g s wonoIppe Surten -WI JO S[9AJ] Te[
. .w.uu%vw Eo.@ adouey
-sIp [er0s 1oyling e doay
03 s1a5axd orqnd 2y T, ¢
Teak
suonep ewdns (@9 Jo 199 rwidns (IO Jo sasne)) ewidns (9 Jo suonelsayt spotjewr paysi
~UDUITIODAT UOTJUSAIIIU] -UBW PUE NSLIIBIEYD  grsffeue pue 500} jogIe) Apnig -qnd
uomd[[0d BIe(] pue 1oy
SUOISN[OU0)) -ne 3sI1]

125



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

-S3[OPE ADUIN[FUT SIATJLI
-1eN] :AJure)Iad apmmy §
Ky

-UTe}100 PM)TYIE PUE SIPMY
“I}J€ UO SIATELIBU JO }03)
-Jo ) sajerapowr (sowred
0ap1a 3urked jo A>uanbay
“8+9) JUSWIAAJOAUT JOTARY]
-3q JO [9AJ] SIUIISIAOPY 'E
“UOTSISUILIT

1oy Surseanour 4q 0O

0] SapNJI)Ie SJUAISI[OpE
2OUAN[JUT SIATJRIIEN] ‘T
‘ap jo maa

[eorpaw 2y jdope waty
Sunyeur ur 9A1)29JJ9 10U
3IB PUE SJUIISI[OPE JO
sapmne aanyisod axouwr ut
J[NSaI SaTeSSIU dATIRIIRU
‘safessow [euonRULIOJUT
ay) yym paredwo)) ‘T

V/N

V/N

V/N

stsA[eue 109330
UOTeIIPOUI ‘SIS
-Apeue 109350 uony
-BIpaW ‘VAONV
dJeLIBAT[NW :SPO
-yjout sisk[euy g
faIreuuon)

-sanb apew-Jas
:aIreuuonsany) ‘|

"o Juad
-saJope spIem
-0} SapmIe Uo
sofessowr [euon)
-eurIojul pue
safessour aArjex
-Ieu jo joedur
oy aredwod of,

[44\r4
‘uay
uayong

*sansst (1) Jo
Surpuejszopun pue uorn
-1u80o [e10s paserq 0}

SpEea] OS[e Inq ‘S[eNpPIAIP

“op1] ur Juauredur 10
$J09J32 [eNOR ISNEd JOU

suonep
~USWIWO031 UOTJUIAIU]

ew3ns gD Jo s1aPg

ewdns (O Jo sasne))

ewdns (O JO SUONLISYI
-UBW PUE SIT)SLIAORIRYD

suorsnpuo)

spoylowt
sisA[eue pue s[00)
uono3[[0d Ble

1a81e) ApMyg

1eak
Payst|
-qnd
pue ot}
-ne 18IL]

126



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

V/N

110ddns pue juaur
-yean ayerrdordde Gurssad
-5® Ul WAy} J0j SaN[NoYy
-j1ip ppe Aewr uonyendod
a[ewa) oY) Ul (5 Jo uon
-1uSoo ayenbapeuy “djay
Suryoas ur sI91LIRq dI0W
2oey Aeur sxowreS apewr
-9J ‘yusunjear} pue sisou
-3erp (D) 1940 SAISIIA0T)
-U0d [[1s dI€ A1) SY

V/N

‘s1owred

snewsyqoid swosaq 0}
AJod{1] 210U 2I€ SITRU
S[IyM “PIRIPPE 3q 03 4|
-9Y[1] $SI] AI® SA[RWS] ey}
pa1oprsuod A[[erauad st

1] :suoneydoadxs erog ¢
"paynaf

-qo pue pazifenxasiadAy
U2)J0 dIe SaUIES UT $19)08
-TBUD S[BW] :SId)OBIRYD
S[BW JO UOTIRZI[BNXAS ‘T
‘1okerd ax0d

-PIBT] IO [e31 & SB POMATA
2q jou Aewr Jowres sewrd)
v :sad£y0a1a)s 1opuan) T

(ndsd)

1o, 310ys — A1
-0JUdAU] J[0Y X2F
wag “(98-0549)
Jg-aareuuonsand)
adeyg £pog
‘(sn1d-£2-10S)
SN[d-£T-ISIPPAYD
woydwi4s (SD)
sar8ayeng Surdon
‘(dq) dduasaig
parpoqui “(JoV)
UOI}ed1IUIP]

JO SJUaPad?)

-uy (SWHO)
3[eds uonEeA
-IJOJA] dWIBK) duI|
-UQ “(4$-6SAD1)
Lo, 310yS

- 9[e0S IopIOSI(]
Sururen) jourajug
:dareuuonsan 1

*$O1)S119)
-oexeyd 1Y) A3
-[uapI pue uon
-orppe Surured
surfuo Surdopaa
-op Jo st oY)
2o8j Aeur oym
s1oured orewr
-93 az1ug0dar °¢

Ayureyrao apmyny
-Je J12]) SUISE2IOUT SE [[oM
Se (I5) 03 SOpMIINE SJUD

suotnep
~USWIWO091 UOTJUIAINU]

ewdns 09 Jo s109h4

ewdns (O Jo sasne))

ewdns (O JO SUOLISYI
-UBW PUE SOISLIAOBIRYD)

SUOISN[OU0))

spoyjour
sIs[eue pue s[00}
UOI}I[[00 eI

(aoi) mwww
PPIOSIP ey
Surured yourayur —zodo
paaradrad yim wao]
Pa1eID0SSE 510) Ao
-oey aAnoIpard
auruIAep 7
‘s1owes oewr
-9 10§ aqyoxd
[eUOTjRUIS UT
Ue JonI)suod
:0) powre
Apmys oy,
Teak
PaysH
jo8re) Apmyg -qnd
pue 1oy}
-ne JsI1q

127



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

‘uon

-e132)ul [e100S I12Y) YIIM
919J19)UT U SJUIISI[OPE
JO UOISN[OX3 [BID0S 0) Pe3]

2A91[2q SJUIISI[OPE AWOS
:uonIudod Jo Yoey ¢
* SIIppE JouIdju]

a8eusa), se pajoqe| Sureq ‘o 10§ $10}

pmom ewdng :uoneiday
-UI [B120S UO S)OJJH '€
* SIOIppE JouIdU]

JO [NJIed) 218 pue S3Jed
Jourayuy ur sowred Surkerd
s1ayoea) J0 sjuared £q

-0®] YSLI [B1D0S
pue [es13o[oyd
-Asd Anyuapr '¢

2Beusal, se papqe] Suq uontu jySnes Juraq jo prexye are Burured jo 010z
o1 diou Suress -802 oynuads Junyoe] °¢ SJUISIOPE AWOG oW p sueqpue sy g
J0 1e24 103 Y Uy $)0ojjo 241} -S1s Jnoqe suIdU0) ' f . newad) -ouaq paaradIad M
VIN Emé mynoumﬁmwm H.Mw\/ -eSou Surziseyduwoarano g ‘swajqoad drysuorny “SMILAIRIIL a1} Ssasse 7 ot
.v.ﬂwwm.wﬂmwﬁwmwwpm :N~ soure3 -ejor Aqpurey pue sswap P S 153589 U} mhﬁm
suonows oanp ° oSpopmowy Suppoe[ ' -qoxd yieay [ejuswr pue -uj ur Surures
—efou 10 wcm. cworssard [eatsAyd ooueuriojrad o1 10J suoseal
“op thspzuz o) m?ﬁm& -WPEJE UT SUI[IIP “SWII] oy axo[dxo T
é:o%omovw P 5?:@ -qoxd yuswraSeuew awr) :0) powre
S ons ‘saures Jo s109J Apms oy,
[eo13o[0yo4sd aypy aseard o samye8om o wo S5
Ut pIom ewidns yeay -0y :th a1doaq :Surured
[BUSHTHO S92 T Jo spoadse o\ﬁmwa T
sIsA[eue UoIssaId
-1 ‘sisk[eue uon
~B[o110D ‘SOTISTIR)S
2AndLIoS9p :spo
o sisk[euy g
Teak
suonep ewdns 0O Jo $199jq ewdns (O Jo sasne)) Bwidns 09 Jo suonelsayy spoyowr Payst
-USUITIODAT UOTUATSU] : : -UBW PUE SHNSLIBIIBICYD  gisf[eue pue sjoo}  JoSIe) Apnig -qnd
UOT)23[[0d eI pue 101
SUOISNOU0D) -ne JsI1y

128



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

V/N

‘s1owred I1ay) pue sowed
95U[OIA-Y3IY SpIemo)
ewdns pue suondaorad
2ATeS0U 0) PEI] JUSIU0D
suwred pue suonjeydadxe
[BIOW [BID0S UIIMIDQ
J2IJU0D 3y} pue ‘soured
95Ud[01A-YS1Y Jo sy10d
-91 RIPIU JUDJUOD JWED)

V/IN

25U[01A [9A3[-YS1y U s19
-ferd jo sad£y00191g 7
"sarpmys snotadxd

ur sad£10219)s aanjeSou jo
aSewt oY) JIM S)SLIIUO0D
yorym oanisod [rers
-uag are sxowred jo sad£y
-02123s [e120§ :s1oured jo
sad£10019)s 2A1ISOJ °T

VAONV
faIreuuon

-sanb apeur-jjos

sures yym A1ea
sad£j0a1938
moy Surrod
-xa A[reradsa
‘s1oke[d oured
0ap1a Jo sad4y
-0219)$ [e1908
JO Jua1u00 3y}
21e81saAUT O],

€¢0¢
‘e8
-RALIN
rumuyjeq
eppdn

“a1A359J1]

© se s1o1Aeyaq Surured
aanaIppe 119y) jdaooe
Kewr sjprppe Juadsajope
swog :90ue)dadde-Jas '
's101ARY2q Sutwres Iy
[onu0d ued Lot Suradr]
-2q “d[ay 295 0y asnjax
pue s1o1aeyaq Surwred
2ATOIppe J10Y) Auap Aewr
s193eU09) PadIppe dWOS
:uondIppe urkus( ¥
“Aouspua) uondIppe

UMO I19Y) 9Z1[eal ATpIey|
ued pue [EULIOU dI8
s1o1Aeyaq SurureS 1oy

suotnep
~USWIWO091 UOTJUIAINU]

ewdns (@9 Jo 199 ewdns (O Jo sasne))

ewdns (O JO SUOLISYI
-UBW PUE SOISLIAOBIRYD)

SUOISN[OU0))

spoyjour
sIs[eue pue s[00}
UOI}I[[00 eI

jo8re) Apmyg

1eak
payst
-qnd
pue 1oy
-ne 38IL]

129



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

V/N

suorje[ndax

pue sanrjod Jo s1095q ‘7
sy10dar erpaur

JO yIomaurey 2A1eSaN ‘T

V/N

Sundope £q A[eradsa
‘s1owred pue sowred pazr
-ewSns uayjo syrodar erp
-owr ‘sxeak A[Tea oy uf ‘T

<Apre( sprdoag
ay) jo syrodax
sureS ur [eAdLn
-a1 spIOMAY

SpuIyD JO A7)

"MITA
aansod axour AySis

© ploy s1oynuapl-ysiy
A[IYM ‘sawred 20ud[oTA
-ySy ur s1akeyd jo sad£y
-0219)s aAT)ESoU 210
QARY] SIOYNUIPI-MOT A1)
-uapt rowreS uo s} ¥
‘[oTLID 1O P[OD U2AD

pue ‘Gurres pue A[puaLy
$59] se paAradrad uajjo
are s1akefd asay pue
UYJULIEM JO SULIS) UT JATR
-Sou 210w OS[e 218 SawWes
95UD[OI1A [9A3[-YS1Y UT $19
-ferd jo sad£y00191g "¢
"a[qeuonsanb

Ajrerow se sxoke[d asayy
1op1suod Aew orjqnd apy
pue £)I[eIour Jo SULId) ur
aaneSau ax0w a1e sowred

suonep
~USWIWO031 UOTJUIAIU]

ewdns 0O Jo $199jq ewdns (O Jo sasne))

ewdns (O JO SUONLISYI

spoyjow

-UBW pUE SORSLIOPRIRYD - gisfeue pue s[0o}

suorsnpuo)

uond3[[0d Ble

-pjuasaidar e se 810C
Areq sprdoag  OH 1M
moy 210[dx3 0F,
Kmuapr
Joured pue
[2A3] 2dUd[01A
1eak
Payst|
10810y Apm3g -qnd
pue ot}
-Ne JSIL]

130



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

£3ojouroay

Mmau jo Surpuejsiopun
-stwt pue orued [e100S 6
$10}0¥]

A[rurey pue uonyeonpy ‘g
Ansnpur

Surwred oy jo woog £
suonydoorad pue anfea
[BID0S UT SOUII(T "9
saAnoads

-10d spdnnuu jo yoe °g
szoydejour jo as() “p
"JeaIY) [BIO0S © PIIIPIS
-uod I (IO se ‘g0 spIem
-0} orued [erour o) pea|
SWSIONLID PUE SUINDUOD
[e1o0g :otued [eIOIN "¢

-L1)SNpur, 0} SJUIISI[OPE
aSewrep, woij pagueyd
syr0dar swreS jo yrom
-y AU, :NIOMIWeI)
Sunodar ur saduey) ¢
"UOT)BaId 253U

-1yD jo 1red e se paydadoe
a10m sawred pue aanisod
0} 2AT}ESU WOJJ PaULIO]
-suex) A[renpesd sowred
Jjo uondaorad [eroos atpy
‘soureS [eurdLio Jo ast1
ay) Areradsa Ansnpur
Surwred asaury) ay) jo
JuawdoraAap a1 YPIM
‘uoneuLIOjsue) [e2130]
-09p] ¢ *9010A SIoWed
a1 jo uonjejuasaid pue
SMIIAIUI J0211p Sunyoe|
¢ PANIsaI/SWIIOIA/SI0)eT)
-odrad | se sxoured jo
[efenyzod eord£joa1a)s

© PIJONIISUOD YITYM

¢ Siuaosajope sFewrep, Jo
yiomowrery Sunjrodar e

(vao)
SISA[eUy 25100

-1 [eo1HD

‘sj10dox owred
JO 3SIN0DSIP
Sururrojsuer)
ay) puodaq
saueyp esrdog
-09pI ) [edA
-31 0) pue ‘s1eak
0% ised ot ut
sowred Jo adewr
24l J|ing pue
parrodar ‘erpaw
WeaI)sure

suotnep
~USWIWO091 UOTJUIAINU]

ewdns 09 Jo s109h4

ewdns (O Jo sasne))

ewdns (O JO SUOLISYI
-UBW PUE SOISLIAOBIRYD)

SUOISN[OU0))

spoyjour
sIs[eue pue s[00}
UOI}I[[00 eI

jo8re) Apmyg

1eak
payst
-qnd
pue 1oy
-ne 38IL]

131



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

3} AJBAIIOW SIOUIIPNE
JO SpUBWAP 9SI2AL( F
Ayiqisuodsar erp
-2UI JO JUSWDURYUY ¢
“Knsnpur Suruwred

*sj10dox

sured auruo ur A>uapus)
aATje3aU € [[13S ST 2107}
ySnoyp ‘paduaieyd usaq
seq proyy worurdo orqnd

SIsA[eue Ju2)u0d

¥00T
95UIS BIPIW
orqnd euon

. -1pea; jo syrod
3U] JO S)JoUaq JTWIOU0d  dY) Ul s}10dar erpau 2AT) SMIIA 541 o paseq cloz
o) uo pasnooj syrodar  -eSou Jo souBUTWOP OY],  -IJUI PAINJONI)S sotreS sur e
V/N V/N arour ut Junnsar ‘s3oad ewdns Jo uononpay ‘g -Twas ‘syrodax 10 10 DI cmw EWM
-se aansod syt 0} uon "UOPRZIPUOREI  BIPIW UL [PAILY 4 % 33:% oo :
-Ud)Je SBIPOW 3} S}oBI)Ie  pUE AJI[ENNAU 0} UOTjezI) -o1spromAy fand om
Ansnpur Gurwred surpuo  -ewdns woij uonIsuLI) B 30 co_wﬁcoto
Jo Juatudopaap oy, 'z seouaLradxa soured surjuo oo M_w\,u@
uonuod  jo aewr erpawr Ay, :ade O S10[AX9 OL
[e100s Jo uonISUeI], ‘T -wl eIpaw ur safuey) |
‘paonpai sey euwr
-3ns payepar-awed Ansnp
-ur Sutured oy Jo wooq
AU} YIIM pue ‘s1eaf Judd
-91 Ut 1] [e100s Jo J1ed
JIeI[Ile] pue UOWIWIOD ©
2uI029q dAeY sawed sy
ewdns Jo uononpay ¥
* JUSUIUTEL)IDIUD JO Aem
Mau e pue AWoOu0d? [e
o Teak
uond3[[0d Ble pue ot}
SUOISN[OU0)) -Ne JSIL]

132



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

-Gurured

aur[uo 98U} SPIEMO)
SOpMII)E SISYDEI) 2OUIN[J
-ur Lewr sapmyne sjuared
Jjo suonydaorad srayoeay,

*JUSPIUOI-J[3S pue
“PII[OIIUOD-J[3S ‘}IRWS SB
wdY) IPISU0D 0} A[NI]
$S9] J[IYM ‘pajeAnjowrun
pue ‘SnoAIYdSIW ‘dduew
-10312d ur 100d se sowred
surquo £efd Apuanbaiy
oym s1a8euas) predar

0] pua) SIaYdLA], T

sisA[eue
uorssar3ar onsi3
-0[ ‘sisA[eue 10}
-oJ 959)-) ofdures
juopuadopur
faIreuuon)

-sonb apew-Jos

*S10)oe] duan(jy

-ur o) azAeue
03 pue Surured
aUIUO JUd
-saJope spIem
-0) SI9YJL3)

Jo sapmme
pue uonugoo
ay) a107dxo 0f,

S10T
‘ary

uenypq

*SJUIISI[OPE JO SPOYIoU
JUSIUTE)IUD dY) SPIem
-0} 9pMN))E JULIS[0) IOW
® 0} SPBI[ SIN[LA [BID0S
PUE [BIN)[ND JO UOTN[OAD
YT, :san[eA [E1D0S pue
[eIN)[ND JO UOTIN[OAY 9
“Ansnpur urured

aur[uo jo spoadse aant
-sod 0} uonjuaye dr0W
Ked oy erpaw a1y 98eInoo
-ud pue uondaarp Suntod
-21 9} ddUIN[FUT SUOT)
-e[n3a1 pue sa1o1[0d °S
“Kparsuayarduwod

a1ow 310da1 0) BIpOW

“JUAWUOIIAUD SuT

-ured uo saSueyd asay) jo
$199]32 2anIsod oy az1u
-802a1 pue sy1odar erpaw
ur saguep ayy 130U
SIoWES JUDSI[OPY :S)01P
-pe awre§ jo suorutdQ ¢
‘soured aur[uo

UO SJUSWITIOD JAISUIY
-o1dwod axowr yuasaxd 03
suroq erpaw oy ‘sowred
auTuo jo saduanbasuod
2A17€35U 10 2ATOIPPE
renuajod atpy azrseydurs
sy10dax awos ygnoy)y
‘BIPAUI 2] JO SIPMINY '€

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

-UaWII0d2.1 UOTJUIAINUT mEmﬁm Do sPoPd

ewdns (O Jo sasne))

ewdns (O JO SUOLISYI
-UBW PUE SOISLIAOBIRYD)

SUOISN[OU0))

spoyjour
sIs[eue pue s[00}
UOI}I[[00 eI

jo8re) Apmyg

1eak

Payst
-qnd

pue 1oy
-ne 3811y

133



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

Apurew are pue sowred
SUITUO 0) SIPNITIIE dATEA
-19SU0D P[OY] SIAYDLI], G

‘uorjeuLIOJuI Ayj[eayun

190 10 Ayderdourod

03 arnsodxo 0) pea|

pue ‘Surkpmnys aouanpyur
‘SATOUIPUI) JUI[OIA 2ONP
-ur Aewr sowreS Surkerd
Jey) 2A9T[aq SIAYDLI], f
-2ouadieyur do

-[oA9p pue saxa[jo1 aa01d
- ‘aanssaid orurspese
2AJT[2I UED SaUTES JUT[UO
Surferd yeyy adpajmouy
-O® SI9YDB) JSOIN '€
‘sowred Aeyd

LUOP OUM SJUIPNIS UBY)
juajedurod AJ[eroos ssaf
2q 0) WAy} JuLIPpISUOD

‘s108euaa) Surwres aury

-uo jo aousjadtod wory
-edIUNWIOD [B1D0S 3}
JO UOTJEN[RAD SIDYDEI)

ul Serq st 219y, g

suonep
~USWIWO031 UOTJUIAIU]

ewdns (0O Jo s} ewdns (O Jo sasne))

ewdns (O JO SUONLISYI
-UBW PUE SIT)SLIAORIRYD

suorsnpuo)

spoylowt
sisA[eue pue s[00)
uono3[[0d Ble

JERAWAIN

1eak
Payst|
-qnd
pue 1ot}
-ne 18IL]

134



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

-[oa9p Ansnpur swred sur|
-uo oy aye[ndar pynoys
Juswageuew Ay, 7
‘srowred

SunoA jo uononsuod a3e
-wr 3y} uo snooj 03 orjqnd

£3o1008 Wreans
-UTeu WoJj UOISN[IXd 0}
pea[ Aewr pue “wayy Jo

"swa[qoad [ejuaur

pue ‘swajqoid [esrsAyd
QUILID € Yons ‘UONDIppe
sured jo saouanbasuoo
2AT3eSaU U0 SND0J 0} pud)
sy10day :saouanbasuod
aanedau uo siseydwy ‘g

aIn[rey uoneoNpa A|
-Turej jo [oqui4s e se uorn
-o1ppe awed urmara °g
£5309f

-3p I9)0RIRYD [IIM S}OIP
-pe awed Sunerosse §
cuordIppe sured

‘s1owred

suruo SunoAf jo
saewur erpawr
Sunonnsuod ur

sIsA[eue Jua)u0d
: SI)ISQIM SMAU

oy opmS pnoys erpawr  ssa201d UOTJRZI[RIDOS [ ouruQ Are
ﬁmww&w.oﬁﬂ:mmuiwuﬁu% -1ou uﬁ.wﬁ% wccuwh: ‘siouied a5y jo Aq pasnes uonounysip mqu@.M Wcmwum [Ppuwos pue ,:WM mm
1ad 2A1193(q0 v:.m arey  -ur foumusv@ .:B.t pue sofewit aaedou Buponns - epos oy upzseydws ¢ BUIS UT [BALT} SOUSGIM SMaU apoeg
omsuayordwod e woyy  sloure§ auruo oeusay - ‘saanadsiad yuaidy ‘uonotppe owes £q -orspromfoy  [THHO weAns
SR Suuo 950y wwMIq oS o) suapim -jip woxy s1owed ofeuss}  pasnes swafqoid yyedy -UTRW U29M]}
asrexdde E.:oam eIpawl  ewSns JO 9OUSIXD om I duI[uO JO $35e2 [e21dAy o Burzpseyduwa ;7 "9 SOMLIPILIS
«wEmuE weonsurew - : : sajeragdSexa pue sprod £SOWILID (JIM PpuE $20UILIP
' : -31 U2)JO BIPIUI JOUII) Surwed Suneroosse 1 3 [82491 O,
saInseawr paaoxdwr axe) ) . 4
pinoys syrodax Jourouy 1 UL 9UL 1$95E [ENPAIP q
-ur jo uoneradSexy ' paysojruew oq ued ewdng
*$109332 2AnIsod
soweS uo suoren[eAd I
-ySiy aaey pue srowred
sur[uo a8eusd) jo suon
-daorad aanrsod axowr
SARBY] SIA[ISWAY) soUIed
Surferd szayoeay, *9
woy)
Surferd s1o8euossy jsureSe
Ieak
suonep rwdns 0o Jo s1apg ewdns (0O Jo sasne)) pwiBys qp jo suonessajt spoypu paysy
~USWIWO031 UOTJUIAIIIU] ~UBW PUE SYNSLIAIOLIEYD  grsfqeue pue sjoo}  3a5e) Apryg -qnd
UOI}I[[00 eI pue 1oy}
SUOISNOUO0)) -ne 3811

135



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

-oppe Kouow Sunsem

-os sured suruo

-0} sjuapMys

our) Junsem se pamara OpRWI-J[as 83} AJISIDATUN 2SoU 1102
V/N V/N V/N are sowred aur[uQ :sowed  UONRIOOSSE PIOM  -IUD) JO SUONE)  ‘UBK ToM
QUI[UO JO SUONJBJUASAI  Jof axreuuonsanb  -uasardar jewos  -Suo
f[uoy ! J 211 ! et H
-dax [ewos aaneSaN 1 papus-uadQ oy ar0[dxs Qf,
‘aanpoadsiad
aatsuayarduwiod a1our pue
12daap e ap1aoid o) syrod
-a1 ut pajdope aq pnoys spuew
suorurdo 319dxa 2107 °¢ “SIURW PUE ‘[ANId
Il _ . ! ew$
-aan0adsiod o8urs  “s1oureS suruo a8euss) Jo SPANIPHLIO SIOPA "¢ ‘SNOJ[d “9[qeILLII JO SI9) PUISHS JO $199
SON[eA [RIDIOUI . -Jo a1} a3edIp
e woyy woy) Surzonun - ssa001d UONRZI[RIdOS ) — -oereyd pue Lypeuosiod X 3
. s & S - -UI0D JO IUBUIO(] T or0mA hotapusy oy SSATEUE JUAUOD UL pUE sIdIE
Jjo peajsur ‘szowred auruo  Jonxsqo Aewr ewdng ¢ Suto Juaor puo} [eur oMo sutuo 28euan €102
SunoA jo spunoidyoeq [er ST U s s1e8eus) pagqnoxn SMIN T ‘ueg Su
: -® S)USWaJe)s [euor) : npreg ut eastry  jsurede ewsns
¢ « d 1 (7 [euor « it preq I [eAdl I !
-0s pue [ooyPds A[rurey ay)  -qoid [EIUAUI UIAD pue “ows ABuomns (¢) uon Jipiqrsuodsar Jo yoe| o1 ShIOMAS > spngsuos 2 P0Ed
Apoarsuayaadwos  souerequur redrdojoydAsd 1 € : se yons s[oqef aAnedou P g D $)
AOPISUOD ARSI [EQUIE[E190[0 -BZIJRWRIP () 9SINOIST 4 14e] oA 98e10A05 eIpOW
d : Aew ew3ng : P (c P IM PIJRIDOSSE U2}JO dIe P
P[nOYs S}MIO0dAI BIPIJN ' UTJ[nsal nst d . M pajrer s d
. Jo uonjearrdap (1) :sains moy aro[dxs o,
suorurdo umo Iy} srowreS Joura)u] o3eUa9,
-BIW UOTRZIUOWA(] ‘T
ssaxdxs 0} sanrunjroddo
210w s1oured o3eusa) oArd
pue aanoadsiad [ennau e
doay ppnoys s1ayroday ‘T
s
‘sowred aurfuo jo Ayranisod Hpqsuods
: C -21 [eos Suryoe] se s)o1p
o) azrugooas pue juowdo .
-pe owred uLapIsuod ‘g
o Teak
) suonep ewdns 0O Jo $199jq ewdns (10 jo sasne)) .aE 1S D Jo suonTIsajl spoywt Payst
USWIUI03] UOTJUIAINU] UBW PUE SYOSLPIRIRYD  grshfeue pue sjoo)  1081e) Aprg -qnd
uond3[[0d Ble pue ot}
SUOISN[OU0)) -ne 3sI1g

136



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

¢s310ds-2 jo syoadse
aansod ayy Sunzodar ¥
<j10ddns

£orjod axowr Surpraoid ¢
‘soure3 09pIA JO SSAUITEME
orqnd Gurseasour g

Ky

-1[1qIsuodsai Jo asuas serp
-owr 3y uruayiduans ‘|
:s35933ns aponyae oy,

‘Surpue)s

-1opun pue adueydesoe
[eos Surure Aynouyip
aAey pue ewdns o) anp
Aynyuapt [evos ut safua|
-[eyp aoey Aew s1akerd
sured oapia ageuaay,

SOWE3 U0 SWo|

-qoxd [emos 10y sure[q °g
spunoid

-YoBq [RIN}ND pUE O
-0u023 JO 199[3N] ¥
20104

S[ENPIAIPUI JO 193[BN "¢
Ajarxue [e100g 7

uor

-JIPPE JNOQE SUIDUOY) '

-nn, ¢ s1o[quies; se papq
-e[ PUE )oNPUOISIUI puUe
SUILID [JIM PIJRIdOSSE

¢ SJUBIAID, SB PAqLIDS

-9p 2I9M SIoWES 09pIA
Sunof pue quawure} o)
-ud Jo wroj Jurquies e
se papIedar o1om soured
03PIA :(6661-€86T) 25e18
[EUOTIBJUOIJUOI-UON] ‘T

sIsA[eue Ju2)uod
AT

-re( sp[doag oy
Jo sp10dar owred
Ul [BAJLI}I SPIOM
-£oy Sunponpuod

-U0D 2SINOISIP
o) moy a107dxo
0} pue ‘s1oured
09p1A a3eus9)
Jo a8eran0d

s Afre sprdoag
oY) ur sardajens
pue sonsLIs)oe
-TeYd 2SINOISIP
3Y) [82A31 O],

€201
‘Guepm

onysg

'suorn)
-endod snorrea Suoure
SIOUDIAJYIP ATk 1Y) pue
‘suotyejuasardar aanedou
JO Jey) ueY) JoMO] A[jued
-yrugis st sowreS aur[uo
spaemo) suorjejuasardar
aanyIsod jo 21005 98ero
-A® AU ], ‘uonjezijewdns
JO AyresIoATUn Ay T, 7
‘uonjeUIIOJUT

Apreagun 1ayy0 pue Lyd
-e1dourod ‘pnerj 9ous[o
-1A JO [[nj ‘opow d[3urs 4}
-I[e21 WOIJ PIJR[OST DAT}

VAONY ‘SIS
-Apeue 10)o8j ‘s21)
-snyeys aandriosap

‘aTeds uon
-ejuasaidai ferd

-ewdns

sureS suruo

JO sasned J[qrs
-sod a1} ssnosip
0} pue ‘souwred
aUITUO SpIEM

suotnep
~USWIWO091 UOTJUIAINU]

ewdns 09 Jo s109h4

ewdns (O Jo sasne))

ewdns (O JO SUOLISYI
-UBW PUE SOISLIAOBIRYD)

SUOISN[OU0))

spoyjour
sIs[eue pue s[00}
UOI}I[[00 eI

jo8re) Apmyg

1eak
payst
-qnd
pue 1oy
-ne 38IL]

137



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

‘uoneradooo euon
-euId)uI SUIDURYUD 7T
cuonyezn

-ewdns-ap Sunowod 1T
‘soured oopra SuLIOpISUOD
pue Sunzodar ur saanoads
-10d spdnnur Sundope o1
¢soured oopra

JO 10919 3} UO [DILIsAI
synuaps Surdernoous ‘g
ss1owred oapia Sunok

10§ swa)sAs 110ddns [enos
Suraoxdur pue Surpping g
sourgdiosip

-J1os Ansnpur Supueyud 2
oue

-pn3 jooyds pue AJruwrey
ayerrdoxdde Surpraoid -9
£90UDPIJUOD [BINJ[ND
SuruayjSuaiys pue armymd
Surpeaids ur sowred oapia
Jo o101 Y Surziseydwa g

251N00

-s1p Aorjod Ajres ur soured
03PIA UO UMOPYIRID

pue uonjengdar o1mg /L
28e19A05 BIPaW A}

Jo aanoadsiad adurg 9

* Siud
-[e3 s310ds-3 se papIedar
9I9M pUE IEd) [eUOTIeU
31} JO SIqUIdWL, SE ST}
-e3s 2A1)1s0d UAATS 210M
s1ake[d s310ds-a ‘sjuand
s310ds Ut papnpur arom
s)10ds-2 sy "pajonmsuod
Apantsod 1ot)ang sem
s1oureS 0ap1a a3eus9) jo
a8ewr 2y, :(¢0T-6107)
a8ess a[qels *¢

" SARYIe,

SB SANTJUAPI MAU S1owed
Guno4 swos aaed syrods
-3 JO 9SLI 3]} ‘puey 19
-J0 3} UO ¢ SIOIppE, St
paraqe a1om A1) ‘puey
2uo 2y} uQ "a819A1p

03 uedaq s1owred oapra
28eu22) JO UONONIISUOD
adewr 3y, :(8T02-0007)
a3eys L10301pENUO)) T

" Siseono,

pue Ayeayun, < sjue

» «

-a3ewr
erpawr s1ake[d
a8eua9) asay) jo

suonep
~USWIWO031 UOTJUIAIU]

ewdns g0 Jo s1apg

ewdns (O Jo sasne))

ewdns (O JO SUONLISYI
-UBW PUE SIT)SLIAORIRYD

suorsnpuo)

spoylowt
sisA[eue pue s[00)
uono3[[0d Ble

UOTJRULIOJSURT)
2y} 03 sanquy
1eak
Payst|
JERAWAIN -qnd
pue 101}
-ne JsI]

138



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

JUSISIA
-ur yoIeasar urseanur ‘7|
UOIEOTUNTIWIOD [BUOT)
-euzayur SuruayjSuaiys ‘TT
oouepmns

[eanymd Sunueyua 01
cuoneradood juaw
-1redap-sso1o Sursearour *g
‘wa)sAs 110ddns

[e100s 2y} Surysiqelss ‘g
oouepms

a8paymouwy| Juea

-opa1 yo uonezrrendod ur
Kouandryep woueping 1o
-doid jo yoe[ :uonjeonpa
pue uonezurendod a8po
-[mowy ur £>uane( g
Sad

-uedeA uorjengar sarot
-10d £[1ea jo uornjejuatio
aanjeSou :suonendar pue

‘uonjeydura) a[qusisar

-I1 ue se sowre3 uIquos
-op “paziseyduIaIaAo st
sowred 0apia jo aduanbas
-U0d 9ATIOIPPE Y, :Uon)
-o1ppe uo siseydwy §
*SUOTIRN)IS SWOS

ur swa[qoid [ero0s 1a1j0
pue ‘anjrej Srwapede
“Kouanburpap sqruaan( jo
951n0s aY) se papIedar

sIsA[eue Juau0d

Surwred oy pue
Anuapr srowred
“UondNIISuU0d
1daouoo [eros
Uo 3SINOISIP

JO 30950 o)
pue ‘saonoexd
[BID0S UO 3SIN0D
-s1p Jo 1oed

-WI 9y} ‘spotx

A -od
[euorssajoxd Surpraoid -z sap1[od Jo aduanyyuy § aIe SawWes 09PIA SWI| et sa1doad 5 ! uowwwwwwwmwﬁm ﬂNuom
cwd)sAs uondIp V/N saur[peay eI ‘syrod  -qoid [eoos 1oy dwre[g ¢ - as M d :m g ﬂ
. . ! i ] jo syrodarowreS  0apia Jo s10308) ua
pe-nue oy} Suraoxduur 9 a1 2a73e8ou 198819400 'syudsI[Ope I swa[qoId ul [eastnar spiom  Suusnpurpue  -Susq
fuonedInpd eIpaW JO AOUSPUAL, "¢ eI [BIUIU PUE [e] ~fo3 Sumpnpuos  sonsuaoeIeYd
Aqrurey SuruaySuans °g dedoan  -skyd yum sowred oopra . 3SIOSIP 3
10d -1u8oo euonerauad ‘s1d11  djerosse syrodar awog e s o.w o% !
-dns £orjod Sursearour -Ieq [eIMJ[ND :SIDUIIPIP sswd[qord yi[eay 7 _?mm \LOUEQ
fuoneonps aAnIUS0d pue eI T SHQey Suntodai @E%
2ouams SuruayjSuais ¢ sopmme sapea 9y Tendarr; Sutaey pue " 03DIA 91 10
aqsuods 195005 ‘euauiouayd pue  a[quiposun o) e opstmep
-a1 erpaw urziseyduwa g SO130[0UYD2} MU SpIEM P2qLIDSap dIe SIdUeD) how Mc os mw d
550U -0} Ayorxue pue orued *s3nap o1uoI29]3 pard - WM -
-areme orqnd Sursrer ' 1S10)08J [R1D0SOYDAS] T -pIsuod are soured aur| ! % P e >%v o
:515933ns yoreasar oy, -UQ :Sqe[ 2ANeEIN T ol '
Ieak
suonep ewdns (@9 Jo 199 rwidns (IO Jo sasne)) euwidns 0O Jo suonelsajt spotjewr paust
-~USUIUIO0DT UOTJUIAIU] -UBW pUB SORSLIDPRILYD - grsfjeue pue sjooy  3o8rey Apmg -qnd
UOI}I[[00 eI pue 1oy}
SUOISNOUO0)) -ne 3811

139



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

pue jyrews swred su SJUSUWIdAJIYDE [BUOL}  -D9[9, St A[oAnedau pajoq Areq sppdosg  -uo jo syrodax 0202
10 o) purIsIapuUn Eﬂw VIN -ednooo pue [euonesnpa -e[ o1om sowred auruo  jo syrodorowred  sprpaw weaxns .
iy PIOYS epSIE AT T uo s3doouod [eos e ‘s1eak A[Ied 9U) U :9AT)I  UI [BAJLI)OI SPIOM  -UTUI JO S)OOJJ9 Sux
: -uontpen uo siseqdus ' -sod oy aaneSou woxg T -4y Sunonpuod oy aro[dxe of, :
‘Surwred 1odoxd
JO 9NJeA JUSWIUTR)INUD
IOIARYDQ  pue s303)52 aanisod oy
9ATIOR[[0D 09JJ0 AJTurIo}  Jo 399[3au UT [nsax Aewr
-U0D :I0IABYSQ JATJOJ[[0D  UIIDUODI-IIAO ‘UOLIIPpPE
pue £3ojoyo4ssd dnoxny'g  Surwred jo wayqoxd oy
‘wajqoad uon 03 uonjuaye Aed 0} £res
-o1ppe awed jo uonersd -s900U ST 31 ydnoy)y
-3exa 0) pesy pue sjyouUdq UOTJUR)JE JAISSIIXY “/
SIWOU093 £q UIALIP 3q 's)o1ppe Sur . g
Kewr yorym ‘uonorppe  -wred jsurede UonEUTWLID McoE °
sured jo wojqoid ayy -s1p pue serq orqnd o3 “pAsp Ansnput
0} UOTJUD)JE SJONIRW oY}  Pe3] AW YOIYM ‘SIOPIO
syoeae Ansnpur Sutwed  -sIp 9AIIIPPE 1YJ0 0) Ie]
jo judwdopaasp prder  -ruirs ajes [esrdojoyyed e
ST, :9ALIP S)S2I)U °/  SB PAQLIISIP ST UONIIppE
orued perour ‘sporuod  Jurured ‘syrodar swos uy
anpea juowdpn( ferow :spqe uonezido[oyied 9
pue san[ea [e100S ‘9 's30aJ9 aansod sowred
09pIA 3]} JO UOTIU
-Sosaxyperorqnd ay 1, °g
Teak
suonep ewdns 0O Jo $199jq ewdns (O Jo sasne)) Bwidns 09 Jo suonelsayy spoyowr Payst
~USWIWI009T UOTJUIAIU] : : -UBW PUE SHNSLIBIIBICYD  gisf[eue pue sjoo}  JoSIe) Apnig -qnd
uond3[[0d Ble pue ot}
SUOISN[OU0)) -ne 3sI1g

140



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

‘s1oured

SUI[UO UJIM UOTJedTuntu
~WO0D JATIIAYD YSI[qeIS
pInOYs erpaw Y, °¢
*SoWES AUIUO JO $109JJ2
aaneSau oy Surziseydurd

AS3orouypay

Jjo Juawrdopaaap pider 'g
$10)0EJ JTWOU0? g

de3 dnoiSrayur -/

sowred auruo

Jo sawooino aanedau 0}
suone[nSar pue savIjod
JO UOT)U)JE JAISSIOND 9
ax

-ued pue £jaTXUE [R100S °G

sroured jo Ayrxo[dwrod
pue A1s19A1p oY) Juasaxd
pue puejsiapun A[[nj 0}
9[qe 2q JoU Aew S19
-uonnoeld eIPIA :$90UD
-IJIp 2AnadsIag ¥
‘syrodoax awos ur

S)STXa [[1)s o STy pue
d1doad a1pr1 pue pajorppe
Jo dnoi3 e se pakenod
2q Aewr s1akerd oured
A[euonipely, :s1oured

J0 ofeuur aanyedaN ‘¢

son
-siyeys aandrosap
‘sIsA[eue Ju)u0d

*$JUIISI[OPE JO
yymois [[eraao
ay) pue £13
-snput urured
Jo Juswrdoraa
-op Ayyeay oy

-I2A0 PIOAE 0} poyjowr Sur worwdorsasn Te "sawred auI[uo Jo uLrey ‘Aireq  ayowoud o) sard
-110da1 pasuereq e 3dope } AP a1} uo SUNEIUAOUOD  INOZ BUIYD PUB  -d)eI)S PUE SUOT)
-uos1ad pue orurapede 0} ; : :
PINOYS BIpaW Y, 'T : aaryeSou are A[re yInox -s933ns asodoad
‘uonisod siowred SIaLLIeq 21e Soured aury eury)) pue Aqre(y sard ue [InoA 3
nisod -uo yerpy vorurdo oy D pue A[fed S2f puey 4
auruo o) woiy j1odax Suppueissspun -09( Jo sy10dax yeyDapm uo Jurured aury
‘ . 31} JO 3SOJA] :saouanbas
2tsuaya1duion o vl '€ -U0d 2A1E32U UO SNJ0] 7
w .
° .a ‘sawred auruo jo syrodax
19402 BIPIW AAERIU °Z ur readde 03 ungaq aaey
safewr aanisod ‘1107
20Ul * Idjsuou pue
poopy, pue unido otuox
Teak
suonep ewdns (@9 Jo 199 ewdns (O Jo sasne)) euwidns 0O Jo suonelsajt spotjewr paysy
-~USUITIODAT UOT)UAIU] : : -UBW PUE NSLIIBIEYD  grsffeue pue 500} jogIe) Apnig -qnd
Uo12[[0d IR pue 1oy}
SUOISNOUO0D) -ne JsI1q

141



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

*s[00)
Sunzoddns apraoid pue
‘sowred Ayyreay arouwr dojoa
-op A[oanoe Aypiqisuodsar
[E100s I9PNOYS PINOYS
saruedwoo suren) 'y

‘uon

-e12d00d [oOyds-owWoY Ud
-ypSuaiys pue ‘Surpue)siop
-un pue J10ddns apraoxd
0} aroydsounye JueIa[o) e
a7eaId pINoys 412106 *¢
“[oAT)

-1sod apim$ pue K[aaryoa(
-qo j10dax £ypenb aroxd
-Wwil p[noys BIpaw Y[, °g
110ddns pue saomos
-a19p1aoid pue uoneyst
-3a1 aanenSar uayySuais
PINoYs JuauruIaA0g oy, °T

“SIoM pue
SJI[ [EULIOU 13U} $309f

~J& UDIYM “UOTSOX [e1d
-0s 0} anp £321008 O3uT
Sunjex3ayur ur sanmOYJIP
aABY ABW S)OIPPE dUIeD)
1UOISTI[OXD [B1D0S °¢
"UOT)IIPPE I} SUISIOM
[OIYM ‘UOTJRUTWILIISIP JO
Teay oy 03 anp dfoy

235 0} pawreyse aq Aeur
sp1ppe Surwren :djoy
Sunyeas Jo uonda(ay 'z
"OWE[q-J[3S pUE W}
-S9-J[9S MO SE IS SWI]
-qoxd pejuaur 03 urpesy
‘ewdns a3 03 anp sior
-ABY[2q UMO I} JNOQE
SJUIWIWIOD 2A1EZIU dARY
Keur so1ppe swrex) :uorn
-doorad-jjas aanyedaN ‘1

“Way) 0 sUor}
-nquje paserq Sunonp
-uod pue s1ofe[d swed
suruo SunoA jo as1n0>

-s1p oy Surarrdop arym
9uIu0d dA1ESIU Y O}
uonuape spdoad syoeme
aFenJue Suniodar onewr
-eIp pUE [BJUSWUNUIS Y,

2IOUT © 9} SIdqUISUI
[eroog ‘wa[qoxd uorny
-o1ppe awed 2y} Jnoqe
PAUIZOUOD IO dIe
syuared nq ‘s1oraeydq
swre suruo s193eU29)
JO JueIa[0) A[PATJR]I 2T
syuared pue s1oype],
:UOTJBJUSLIO SPMINY T
“[oxnuod

-J1os Sunyoey ajdoad Sur
-jou-10§-poog, se s3orp
-pe dured MaIA pue ‘sI01
-ARU2q [PULIOUQE Y}TM
pue saureS 03 paydIppe
s1o8euaa) onewajqoad

2q 03 s1owed suruo
a8euaa) Surrapisuod ‘uorny
-o1ppe dwed pue sioured
surjuo SunoA jo ad4y
-0212)s & sey uajjo orqnd
ay, :serq aantudo) 1

sisA[eue
UOIJE[A1I0D ‘$IT)
-sne)s aandriosap
‘SIsA[eue JU2)U0d
{SMITAIDUI PaIN
-ONI)S-TWIS ‘QIreu
-uomnsanb speur
-J[os ‘w0 euI§
woJj syrodax
aureS ur [eAdLn
-21 spIoMARD]

"SBIq JO SISTED
oy a1o[dxa

"2ouaL1adxa [eroos pue
‘punoidyoeq [euoneINpa
‘a8e u1 s2dUAIAHIP 03 NP

suonep
~USWIWO031 UOTJUIAIU]

ew3ns gD Jo s1aPg

ewdns (O Jo sasne))

ewdns (O JO SUONLISYI
-UBW PUE SIT)SLIAORIRYD

suorsnpuo)

spoylowt
sisA[eue pue s[00)
uono3[[0d Ble

0} pue s1oured L10T
auruo a8euda) ‘oeId)
Jjo oFeuwur erp ToMNY
-ouI A} UT SeIq
o) azAJeue o,
Teak
Paysi|
1a81e) ApMyg -qnd
pue ot}
-Ne JSIL]

142



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

sjuaw

-1redop usamyaq uonEIIU
-nwwod jo yoe| Kyorqnd
Aotpod payruwny ‘uoryengax
-I9A0 :810J08f £o1[0g ¢

‘Surured-1940 03 anp
Surdp uaad pue ‘sanynoYy
-jip yuswfordus ‘saperd

Sururpap Ayyedoyossd
‘ssonjeam [eorsAyd ym
PaJeIO0SSE oI8 PUE ‘ST

's1omod 2211}
ay) £4q paoud
-npyur srowred
Suno£ jo aye)s
Ssaqyoaads, ot

SOOUSTIPIP [N -[eWLIOUqE JJI] [BIDOS PU® €10z % Ppaqudsap Apmys
Kyorxue [epos onuod o 800 WOl A 1DD T
eyuaw “[eotsAyd ur Sur ay) ‘sroured
[E100S :$10)0¥ [B1D0G *7 Sures co ur 110doy e s $10C
>i80] nser Bupwed upuo 0} pue ‘worra(d duiuo 8eusa) g
VIN VIN : P210IPPE SB PAQLIISIP aTe . JO SUOISIOap
joxTRW o) M douer[d . . -03J e ynox ono
. s1owen) :afewr WdIA 7 pue sapmjmje
-wod ‘uorssaidxs [euon BUIYD) WOIJ
ader pue opmur £1aq a1} U0 21y Nd
-ourd ‘ aandadsiad 1a1p0, . sy1odoax Suizdeue
. -QOI )JaY]) S& YONS SIWLID WeaI)suTew
a1} Jo uondope ‘safe 3 . .
UTPIWwWod pue d[qe) pue ‘sorwou
-WT SUAIX JO UOTIONI)S . .
. -Lu1 pue aars[ndur ‘sar -029 ‘sonrjod
-uo> ‘sy10darx aanyedau Jo
: -USpUa) JUSTOTA FUIARY S JO §193]32 3}
+oquinu oy jo souv 2qQLIDSIP oIk SIoWe Surropdx £
-[equuT :510)0®J BIPIN ‘T PaqHR59P D Hel d
Tequ : :98ewr vowna (T T
-dpey
3un{9s JO peaISUI SIADS
-WA]) UO J03[J2I P[NOYS
Aoy yeyy urropisuod
‘s108eua9) Jurwred surjuo
SpIemo) apnye aanedau
Teak
3
.cwEEoMMM Mwwcoio u ewiBls aD Jo s1opd ewiBys @D Jo sasned .MMEWJMW%Omw“o:ﬁm@ e P
n ] 3 BSLRPRIRYD - grsfreue pue sjoo}  jo81e) Apmig -qnd
Uo12[[0d IR pue 1oy}
SUOISNOUO0D) -ne JsI1q

143



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

V/N

V/IN

‘stowred pue

sowed jo uoneznewsns
1) 95B2IDUT UOT)IIPPE
JoUIDU] PUE 2OUI[OIA JOU
-I9)U] :$10}00J JAUINU] F
‘uoneurioy ewdns oy Sur
-nqLiuod ‘safeuwt aane
-Sou o Surpymngq ayy ajowr
-o1d s1o1ARY2q 2A1ESOU
PUE JAT)OIppE SISWED)
:S10)0BJ UMO SIQWEL) '¢
sowred

SUIUO SPIEMO) S2IN]
-[ND JUAIDIP JO SAPNIT)
-Je pajenuaIalIp Ajorxue
[BID0S :S10)0B] [B1D0S ¢
“UOTJRULIOJ

ewdns ay) 0) ANQLIIUOD
wsIpeuorssajod wsiyeu
-Imo( jo aouasqe oY) pue
‘suoryerado [erorauIIOd

¢ SMau JursnIoApe, pue
SOUSBYDI JO UOUSWOU
-oyd a1y se yons serq
SMIN] :510)0€] BIPIIA] ‘T

*SIAT[ [RULIOU
Iy yiim Surrayiour pue
suapanq [esrdojoyo4sd
stowred Surduriq ‘pajean)
-19A0 3q Aewr s1o1ppe
SUWIeD) :JUAUIEIN-TIAQ) *G
"paInd pue pajear) aq

0] SPaau 1BV} I9PIOSIP [e)
-uauI Jo pury e se papIed
-1 ST UOT)DIPpE SuIen)
:S[2qe[ IOPIOSIp [BIUSIN F
*prey uorurdo oriqnd

o) ur yeads 03 yydur oy
ey s1oerd sureS aury
-uQ :92104 Jo SuIso '¢
UOT)OIppe JoUId)U], € win
-1do [eyuaw, :soured aury
-uo jo aJewr aAe3oN ¢
‘sowred 0) pa

-1oIppe 218 PUE SIOIARYI]
aaneSou Suraey ojdoad jo
dnou3 e se pamara uayyo
aIe s1owen) :s1owed aury
-uo jo afewr aAneSoN ‘T

$o1)
-sneys aandriosap
‘sIsA[eue JUI)UOd
{SMITAT)

-Ul paInyonIs-Tur
-3s ‘aareuuonsanb
SPRW-J[as ‘SIS
-qam ardoag pue
NYOS D5BIIIN
RUIS WOIJ
sy1odax ut [eastn)
-21 spIomAD]

SMaU
ul Se1q Jo sasned
3] SSNOSIP F
‘sToures

JO 21138 ear

oY) M dUe
-readdear erp
-ow ur s1awed
aur[uo Jo agewr
o) aredwod ¢
‘s1owred aurquo
JO 21@)8 AI[-[eaT
a) a101dxa 7
£59)1SQOM SMAU
weaIsurew

uo s1ofe[d
sures suruo

J0 ofewr o)

Jo uonejuasaid
o azATeue '
:0) pawre
[DIBISAT A,

10T
UM
unfung)

suonep
~USWIWO031 UOTJUIAIU]

ewdns g0 Jo s1apg

ewdns (O Jo sasne))

ewdns (O JO SUONLISYI
-UBW PUE SIT)SLIAORIRYD

suorsnpuo)

spoylowt
sisA[eue pue s[00)
uono3[[0d Ble

JERAWAIN

1eak
Payst|
-qnd
pue 1ot}
-ne 18IL]

144



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

V/N

Jojrew

oferrrewr ayy ur sanIu
-moddo siowred dunnp
-a1 ‘soured jo suondodrad
aanjedau U0 paseq sajewr
[enuajod se s1oured
apnpoxa Aeur sxowred
-UON] :UOT}II[s d)ewr
aferrrewr uo joeduwy 7
‘sdrysuon

-e[a1 euosiadiayur pue
santunyroddo [erdos ot
Sunoayye ‘s1owed Jo
JUSI)BAT) JTJUN UT
j[nsax Aew ewdng

a3e
-I9A0D BIPIW dATJESON T
orued [e1o ‘T

Aewr s1oured ofepy :uoneu
-rrtadsip dnoiS-no pue
souardjord dnois-uj y
‘uonorppe Surured A[fen
-udjod se s1o1Aeyaq Jur
-wred [re mara Lew orqnd
ay [, :uondippe urured
Jo Surpue)SIOPUNSIA *¢
*S9)RW [ETJUD)

-od se szoured asootd 0}
jou 19521d pinom srowred
-UON] :1orewr agerrrew
oYy ur 201pnfoig '

*0)9 ‘SSAUIZE[ ‘S[[DS [€100S
JO Y)oe[ ‘ssouaAIssaIde
se ons sarnjeaj aaneSou
yym ardoad jo dnois

e se pad£joa19)s ore
s1ouren) :sad£300193)G T

SIS
-Aeue 109330 uony
-eIopoul ‘sisAfeue
109JJ2 UOTJRIPIW
“VAONY :$po
-yjoul SIsk[euy ‘g
UOI}BULIO)

-ur orydesSowap
‘uoryenyis suwred
Jo syrodax aanyoaf
-qns sjuedonred
‘(4SdINT) Sunex
Ayrreruts s1ou
-jaed oerrrewr
[eapt ‘suondrd
-sap Joujred ogewr
-Ieuw [eUOI)ON
:aIreuuonsany) ‘[

“uonoeIAUI
EIERTEN S
sowred sprem

-0} sapmjnje

‘s1oured pue sowred aur|
-uo jo uonrudod orqnd
ayenbapeur 0) peay saor
-[od pajerar-aures jo yoey
a1} pue uonenSaI aAIS
-520X{] :510300] A1[0( °G

suotnep
~USWIWO091 UOTJUIAINU]

ewdns 09 Jo s109h4

ewdns (O Jo sasne))

ewdns (O JO SUOLISYI
-UBW PUE SOISLIAOBIRYD)

SUOISN[OU0))

spoyjour
sIs[eue pue s[00}
UOI}I[[00 eI

JUIIDIP MOY
aro[dxa 0 pue
‘eumy) ur 3y ‘ ceue
-Ieur oferireur ovuZ
o ur b_ﬁ‘uomwo 8u
oot endnyg
PLIOM [ea1 1]}
ur srowe3-uou
pue sroured
U2aM)2q UOTIOR
-I9)UI [e150S )
ajednsaaur o,
Ieak
Paust
jo8re) Apmyg -qnd
pue 1oy
-Ne ISIN]

145



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

V/N

pue a1nssaid [ejusw suey
0DV sSuriq ewdng :a1ns
-saxd [eo1SojoydAsq ‘1

2)nqLyuod A[Ises aInnod
Wea1surew pue HHy
U99M]9q SIOUDIYIP Y],
1SOUAIIP [eIMND) T

UIM “UDIP[IYD JO I ND
ay) se woﬁ:aw& s aImnd
DOV 28wl ysip[IyD ‘1

uonea.110> Awuﬁ -$95qQO pue asn

V/N

uondIp

-pe SurureS jo woqod
a[qrssod 1o} unoajdou
sny ‘s1o1aeyaq Surwred
1oy £q Apanedau pa
-109pe A[p1ey are stoured
Sewd) saad1[aq d1qnd
a3 ‘sad4joa19)s 0) ang

V/N

‘swapqoxd
uonoIppe aAey Loy Suny
-JIWPE S[IYM dWE[q PUL
UOTRUTWILIDSIP WOTJ 19]

-jns Aewr sxowred afewr
-5 :uonorppe Jurwred
aorewdy Jsurede uorn
-RUTWLIOSIP [BID0S °¢
suoTyMISUT

[earpaw £q uonIppe Jur
-ured a[ewadj Jo 199[99N] ¢
“JUSUIUTE} I U

JO sur1oy Asea are sowred
PaIUaLIO-3[etua) Jey]) pue
Surured 0) payorppe 2q
juom s1oweS sreway Jey)
aAa172q 0) spud) d1pqnd
o, :s2d£j0a19)s [er0g T

‘s1owed
10130 Suowre sroujred
sferirewr 103725 0} pud)

suonep
~USWIWO031 UOTJUIAIU]

ew3ns gD Jo s1aPg

ewdns (O Jo sasne))

ewdns (O JO SUONLISYI
-UBW PUE SIT)SLIAORIRYD

suorsnpuo)

-sryeys aanydIIosop  1o8eUas) saM)  €7OT TT
fareuuor)  -aq uonerosse  Juafung
-sanb apew-yios a1y ax07dxo 0f,
‘saouaLIadxd
Surwred 1oy
pue ‘sioraey
sisATeue orjewray) -2q Surures jo 70T
: N suonydeorad aA1y .
{SMITAIIUT SSTY]
PaINJONIS-TWAS “eBou puv a4 [ eLreg
’ -1s0d ‘sannuapt ’
stowred afewr
-97 pajednsoa
-ur Apmys Y],
Teaf
spoyput PaysT
stsAfeue pue sjooy  398rey Apmig -qnd
UOT)23[[0d eI pue 101
-ne JsI1y

146



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Chapter Seven: Characteristics, causes, effects, and interventions of gaming

*2IM)[ND WEI)SUreur

oy} y)m uonerdojur pue
UOT}EITUNUILIOD §JT SIOP
-uIy pue AImMmd HHV jo
21msop 2y sajowoid ew
-3ug :amsop rermmy ‘¢
£391008 Weansurewr

ur Sunjexdayur ur sannd
-IJIp 1913 0) sppe pue
SuBj DDV JO UOISN[IXD
[E120S 0} $INQLIJUOD LUK
-811g tuoISN[OX? [B100S 7
“K1orxue pue £)110

-L127UT JO S3UI[a9] 0 Sped|

Bur

-81s o 3981ey o) SwWod
-2 0) J2ISLD JI SeW
Arunuwrwods uey HHY
3} JO SSIU{LIM JATJR[I
AT, :2INJONI)S [e100G 7
-9o1pnfaxd

pue Surpuejsiopunsiu o}

Aq papnpxa 10 jsurede
PaJRUTWILIDSIP 2q 0} PALI
-I0M dIe SUBj H)Y puy
‘uorjedronred orqnd 103

sjerrdordde jou pue fewr
-IOUQE SE Ud3S dIE SITIAT)
-oe Oy :uonedonred £
-IAT}O® UO SUOT)OLIISY “§
*S[9AJ] [EIOW JOMO]

PIM _siseo)no, se popIed
-21 2I€ SUR} DY SIUSU
-odwoo Ayreayun ym
‘SoN[BA WEI)SUTRUT J])
WLIOJUOD 0] JOU PIIdPIS
-U0D ST 2IMY[ND H)Y :UoT)
-eN[BAd [BIOW JOMO'T ¢

' [e)O, St Pa[qe|

aIe pue ‘S[[IS [e1O0S AJI|
-[ea1 Sun{oe[ pUE ‘pajIoA
-0I)UI ‘P[IOM [ENIIIA 3]}
ur Surd[npur pa1apisuod

JIe SUBJ DY :SIoLLIRq

UONEdTUNUIUIOD [BID0S *T
JUAUOD
[e1y1adns pue ysipyryo

“SWISTURYIIW
[erosoya4sd
1) SSNOSIP 0}
pue ‘suroerd
DIV s uors

stsA[eue 109750
Sunerpaw paje
-Iopouu ‘sis[eue

suotnep
~USWIWO091 UOTJUIAINU]

ewdns 09 Jo s109h4

ewdns (O Jo sasne))

ewdns (O JO SUOLISYI
-UBW PUE SOISLIAOBIRYD)

SUOISN[OU0))

spoyjour
sIs[eue pue s[00}
UOI}I[[00 eI

jo8re) Apmyg

1eak
payst
-qnd
pue 1oy
-ne 38IL]

147



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

Changyi Shen, Peishan Wu

'SINIARdE H)Y ul uon
-edonred 1oy 10 s1oyj0

suonep
~USWIWO031 UOTJUIAIU]

ewdns (0O Jo s} ewdns (O Jo sasne))

ewdns (O JO SUONLISYI
-UBW PUE SIT)SLIAORIRYD

suorsnpuo)

spoyjou
stsAfeue pue sjooy  3981ey Apmig
Uo123[[0d Bl

1eak
Payst|
-qnd
pue 1ot}
-ne 18IL]

148



https://doi.org/10.5771/9783748943242-91
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by/4.0/

	1. Materials and methods
	1.1 Research questions and inclusion criteria
	1.2 Search strategy
	1.3 Study selection and data extraction

	2. Results
	2.1 Search results
	2.2 Study characteristics
	2.3 Characteristics of GD stigma
	2.3.1 Holistic stigma
	2.3.2 Emphasis on dangerousness
	2.3.3 Transition from stigmatization to rectification

	2.4 Causes of GD stigma
	2.4.1 Bias in media coverage
	2.4.2 Technological panic and social control
	2.4.3 Cognitive differences, bias, and inadequacy

	2.5 Effects and interventions on GD stigma
	2.5.1 Social exclusion and discrimination
	2.5.2 Increased difficulties in seeking help
	2.5.3 Occurrence of mental problems
	2.5.4 Recommendations for GD stigma intervention


	3. Discussion
	3.1 Improvement of study quality and expansion of study content
	3.2 GD stigma formation model

	4. Deficiencies and prospects
	5. References

