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Video Gaming Benefits* 
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Å Hand/eye coordination 

Å Cognitive skills 

Å Increased creativity 

Å Spatial visual skills 

Å Problem solving skills 

Å Multitasking skills 

Å Leadership /Teamwork 

Å Socialization opportunities 

Å Learning strategies 

Å Improved mood 

* Not all games or game genres offer specific benefits 



Gaming Disorder 
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..too much of a good thing? * 

Å Health Problems 

Å Vision 

Å Repetitive stress injuries 

Å Disordered sleep/eating 

Å Psychological Problems 

Å Anxiety/depression 

Å Gaming Disorder/Addiction 

Å Cognitive fatigue 

Å Truancies / Academic Failure 

Å Reduced socialization 

Å Family / marital conflict 

* Not all games or game genres, result in these problems 

Victoria Dunckley, MD: The Overstimulated Child: 

Physiology, Symptoms, and Reversal of Screen Time Impacts on Mental Health 

Wednesday 8:15am  
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Agenda 

ÅWhat is Gaming Disorder? Definitions 

ÅHistory of Videogame Addiction Research and Treatment 

ÅUse, prevalence and treatment surveys  

ÅTreatment outcome studies, challenges 

ÅDevelopment of a harm reduction treatment model   

ÅGaming Disorder research, diagnosis and treatment methods: 2019   

ÅDeveloping a Gaming Addiction Treatment Model 

ÅProposed Models of Videogame Addiction and Dependency 

ÅTheoretical functional analysis of treatment methods  

ÅProposed treatment protocol   

ÅSupports both treatment and evaluation of outcomes 

ÅCase Studies  

ÅPrevention and Early Intervention 

ÅInformed From Research and Clinical Experience  
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Trivia Question 

In what decade did the first legislation appear before the 

house of commons in Britain proposing the regulation of 

a very popular videogame, available for sale today, 

because of concerns young people were becoming 

addicted? 

  

 2010- 2019 

            2000-2009 

             1990-1999 

                      1980-1989 

                       1970-1979 
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1981 

May 20, 1981, George Foulkes, MP, introduced a bill 

titled "Control of Space Invaders and Other Electronic 

Games."  

ñThat is what is happening to our young people. They play 

truant, miss meals, and give up other normal activity to 

play "space invaders". They become crazed, with eyes 

glazed, oblivious to everything around them, as they play 

the machines. It is difficult to appreciate unless one has 

seen it for oneself.ò 
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Walmart $299 
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Technology 1981 

1-2 phones 

 per household 

Atari 2600 Console 

IBM PC 

Space Shuttle Launch 

http://en.wikipedia.org/wiki/File:Ibm_pc_5150.jpg


 38 Years Later: 2019 
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PS4 

Xbox One 

iPotty 



Massive $150B Gaming Industry 
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ÅForecasted $250B by 2023 
ÅGrowing at 9-18% annually, huge growth in mobile gaming 

ÅSurpassed all other forms of entertainment 

 

DFC Intelligence 2019 



Video Gaming Goes Pro 
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Å $100s of Millions Committed to League Play 
Å Fierce Competition Between Top Gaming Companies 

Å Streaming and television viewing income 

Å eSports Leagues Now at High School and Colleges 
Å College Scholarships Now Available 

Problem: Games played and amount of play (hours) put 

players at risk of addiction and other health problems 

Å 16 y/o teen wins $3 million Fortnite Championship 2019! 


