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HZEH T3,

ARETIE, v MEEB X U7 —LMKEDOBZW - TR A
AV b EBBRICOVT, IhE TOERCRY OIIEHE
ZAER, BRELBMRECRD SN2 EBEELIRET
5.

. Y MEE - F'— LKEOEZICTOWT

Fv MEFEL, EERER, Fryv b, BoPr SRV
FTIEEERA YV IAVAVTUIRELA VY —F
F OBREERIC L > CHEEBICKELZ & TIREZE
L, 1990 #fRIZ Young, K. S. IZ K> THID THRBSI Nz
BWaTH 5. Young lE, DSM-IVOSEHEETEDHEKES 5
Zi, v MREZ TWEMH Z D 7o o 15 B il 5 5 F
(impulse-control disorder) | &fZEDV, Z DIRFLICHED
W, ZHiozd0EME (Diagnostic Questionnaire :
DQ) A2V —=r275 At (Internet Addiction Test :
IAT) ZBA¥EL, HAWNREROWEE Lo72. LHiL,
Ay =y FIERREOA L ST, HoY, Fr v b,
Fv I A4V —nh, SNS, RNV a4 learT vy
B, Z0%MRED 2T, v MREOZMEEDH—IC
EESTORWY, HERED YT VY ITNT 2 KEFERA
BRERNC R B2 Ehn, BREMRL L ToZYMEICHL
TIEIHDH L <, DSM-5 TIREFBNLENRE2EL v b
WEOBWHEEIRDONT, Fv 74 D7 —LTHIC
X3 % internet gaming disorder (IGD) D& DR E I h
7=. ¥7-, Griffiths, M. ¥, % v MEGEZTEHKGED 1 D
EMLEDY, [avR—F v FETIV] (REFICIET 2.0
A SER) Ic ko THBMRETHLELEY, 2ok
212, Fv MREIABOMZTHY, Howdrf vy —
Fv MIEEICNT 2R RTEEET. 4, 7 —LMKE
E 4y MREO—BREL L THED T b, 7 — LIkl
L7RBOREMETH B, BBDLSIZDSM-5BLT
ICD-11 TZMEERRE I N, > v MEFFa vy TV
Y DL 21T, BRIICS —E LU 718K - SISHEHE L
Wi, a7V RlORHIEEA &, TEIKFICET
DEANREPrOOT TR —F RO OIS,

. XY MREDOTZERAXAV

Ay MRIFOFHIE, BHIEEZHR-ShTouR0ed o
D, SEIELFMEICL>TZOWEERZ &5 LA

FEE M -fb: Xy b S LAREOTLERIAY K EBEIIOWVWT

%1 DQ (Diagnostic Questionnaire)

N AVvd—xyhEbobNTWETH, BEDA VY —
Y REENZDOWTERZD, ROAVSA Vv a3y
[2DOWTRERLED LTWETH.

2) MREZERDIHIC, FTEFITEZLDRHESI VY —X Y M
FEATILEEERERC TVWETH.

3) 1y —xy bOFEREHRLELD, BoLED, &i(F
CHBEOIBANEBRDRLEED, SEL WALl
D EIH.

4) AV =2y FOFERERO LN PHEHLESETSD
&, BEBEDNRL RS20, FEEICA S0, [INHTE
BIAATED, 41245 0LEDTHIERHDETH

5 UAFEL TV LD ERSA VYT —Fy MBI TV
ESER

6) 1vy—xv bI&koT, EELRABBER % #E%
BRRICEH LD, koD LizZ&lEHbh FIhH.

7) AV —xy MEROERZRETZHIZ, RIE KA, *
TIEZNUADANICEE DW= DB D £

8) MEHILHANDI-®, HDWVWIIEAR FER AL =
IDRERRBEDENOOEZ-HICAVI—Ry b %
ERLEITH.

(X 24 LD ABEERtEY Y — 3 v MRKEEARMRIFIER)

shTn3

1. Young OEHIEH#E

F v MEEOFHIICB VL TRDIELHMSON TV B DI
Young 2MEIE L 72 DQ 8 X N IAT TH 3029,

DQIZR1 D& S IC8HEMPOEKEINS, ABRay
Ea—%/4v8%—%v bOEM (0% b, thFECEME
AR HH) OA TS h, WNREMEE 6 » AR
520% iz nM EOEMEHK Ndv] LEZA5E
Fv MEREMEDON S, I OHEHEL DSM-IVIZB T 25HEN
EEOZWiERE (10HEEH® S 23%Y) (L >, 4 v
& =3y b EVIEROREICADE T 2HAZEIKL,
BHHICEHR L 72bDTHB. LaL, RICEDDHHEZE
TRTHiZ L, EBICA V9 =3y FIEFICEKARME
ZHERILTCnZE LT, MEHICHEE] L [H
BRBTNARE] REEVHIHETA v —F v MEAH
E4fbEnTUE S gtk d - 72,

—J, IAT &, 20 HH» ORI h, A ¥ —F v b~
O¥EE, FIFRHOBM, HIEARE, hE~OBE (K
J& - LR - FEOXE), BEBUER, BigENkE, H RGO
BTFEV--BEZED., CORER, SEE4hE-X
fLETHAIN TV 2H, WEO—ED ZIZ, KEDHE
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EBETAICRBL TRV E WS Efb b7 L
L, Young IZ & 25l i%, * v MRFEZZSWT]RE 2 K B
PrELCHEMEL &5 L T2 EELRMOMHATHD, 20D
BDAIZY—=v 7y —VREFRICKRE FE L2527, Bl
Z ¥, DQ, IAT Atz b, BUT D & 5 72 54l R EE 2 pAF
InTn3

2. Problematic Internet Use Questionnaire (PIUQ)®

PIUQ &, 4 ¥ % —%v b OB 2 [EZ 31
T2V THb. ZOHMRECE, A¥F—%v MEH
~NDHE, f vy —F v A OTEE 2L, 15—
v bOffHZIED SR WHIFIEE, O3 2037 A
FeADEENG. BERE, 18EHEHOAEEHT18~90 K
2720, 41 U ET, MERHZ A5 —Fy MEHADY
AIHHBLHEIND,

3. Chen Internet Addiction Scale (CIAS)”

CIAS i, * v MKFOEREREZ 3§ 2 B 5l =VE Rk
Th 5. WENLREH, BEER, (4274 TRITTHR
HPETEZLMELSbONIEDH S| 72 EORET
SREICDWTD 20 HED? L5, BFRIE 26~104 &
T, 64 RU LTy MKELHES N, REPEVIELE
Iy MREOBREN X D EIETH 5.

4, Generalized Problematic Internet Use Scale 2
(GPIUS2)*

GPIUS2 i%, MDD B A v —F v MEMA%ZZHINE
o EHii S 5 HRLSEMIK TH 5. GPIUS2 © HAGE
HIER S N, LEHEICRIFSZREZE T EPARSN
Tz,

F v MREDO 7 E A XV M, EEOFMREHDEH S
NTwBY, Ehar sy et d 3HMIEE OR
R, HEREEZ YIRS 2 RO —, kSR & E
BROMREREE & OB RHES 2 80 6, BEEITE
AT, 2y T Y RlOREDFHIIREDRF S, #
R & ORIl 35 % OFETH 5.

F v MEFL, B8R, SNS, BiEEE KL/, H
W EARRRITEIRZEL. A—AWTHh->Td, KEN
KPR L > TR 20bH 5. IATREay Ty
MW 2 7)) — = SRERIGEET 575, BHOBIERH
SER MM | E A 220,
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F v MEFI, ICD-11 CHEEICGE I N7 — L1TH)
iE (IVEICHER) &I138eD, BWHALE L COR—H %
L, GROEEMSEL », BERICBVLTE, 77— 4K
FRLEERDLEIAHBLZVD, L2 DEENRICL->T, D
HNERCHRETY u—F 038k 570, ks nsik
BERRDOND LEHITEZ S,

FEHOMKEH T, v MREOIERIE, HEAEEOD
ZALSA P L ABRBICGUCEE T L0H 0, Abisk
EORBEFRTRNICHET 20D HE. vy —2v
~ OB ERIE 22 DA, M AE 5 B OREIR D 5
RODPERMD D EPBBEEEZ D, BWEMEL T
PEPZT TR, EEE - ETEREREEE O B
KOG 2 BERT 20’ H 27, £/, A vy —%v
M GBI DA AE, SNS 7 — AAD 7 7 & ABEE DI
D, AIERRRE DU, TBINREREE S A b L ATk
L7 E, TU N ALOEENELRTERLI N TRV,
ED kS nlEE [RIE] LHBiT 2000 T, BEEE
LHE - RIBEORBITHT 22 LD D70, HEICH
oo T, BRE CIHEEHEZ— T2 LHPEETH S
LEZ D,

BEMD» OHFEHICB T 22y MEEIZ, BITFBER X
JEWV—)v, FEEFEL OBIEDIE N, ZD70, KA
Tl REZE 2B AR RIERELR G 12 E DR
TR T LNADBARARTH D, Tz, BEPERICERE
LTWDE[&EZdoTniD T 3854813, BELT TR
CEE - Bk OEEENHE 2 5,

Foy MEFEIL, BERER LIGHRERZEI - F2b 7%
Wiz, NISKIEOE ALK ZRFRA - HIEOENH
shTws, 2B - BEGSPRIENOEFIGE L £ 72
At Thh, BN ADOEENEDONTL X 5 AlREMED
Hb. 2D, HEWLBRAMENET 27D OXHEHE
BHChBHEELD.

E oIty MEFOREIL, ZWOSEE, NROSE
M, HENER, hoMEEL OBRR L, H—0REE
THUZINE SR WEMEEZE L T3, 5%, KEOH:
KFFE L DI, FRTABWRNMAETTVE, HRTLE
SEY 22T Y b A LR - RREOBAES RO N D L E
25,
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2 Internet Gaming Disorder (DSM-5-TR)

1) AY5 =%y bF—LADESDA

2) AV =Ry 8T — LB E D NTBRORERIEIR

3) M, ShbhbeEAYy—Ry b —LICEPTRHEIMBERL TV Z EDOBER

4) AVI—RY T —LICHDD B Ex2tHET 2HADREINDH D Z &

5 AV —Y MF—LOFERELTELS, 1V —% Y b —LUNDIBEDEERPIREADHKRDIRE

6) DEHZNLHEZH > TWSIZEMDDLTY, BEICA VY —XRy b —LOERZREITS

7) RIk, BERE, FEEMECULT AV —RY M —LOFERADEELCOVWTEZ DWWl LH D

8) BEMBIDZEITEHI=®, HBWEMLIFRIHICA vy —Ry N —L%ZEAT 2

9) AVI—RY MTF—LADEMDOHIZ, KELRKER, A%, BECEBOESZRES UL, &3

Kol=ZenHB

(xX#k 4 &)

V. ¥—LIEEFEOTERAY b

7= LkEE, DSM-5ICBWT [f v —%v | -
7 — LfTENE (internet gaming disorder : IGD)] & LT
SHOMAD 7D DIRBIZAED T 51, ICD-11 T
[ — L 4TEE (gaming disorder : GD) ] & L TIERITST
3N,

1. DSM-5 & ICD-1I2H1F 35— LAMREFEOZHELEDETE

2007 5, 7 AV AREMESRS1E DSM-5 OWET IR,
BT OEMRLED T —F VI IN—TZFHREL -
ZD12THHYEMAREE (substance use disorder :
SUD) 7—=% Y77 NV—7\, fT8MREEZETH L WIEE
WMaoZY 2B T 2&EHE2HY, 7407 -4,
A vy —2y MiEH, BvY), #EE), HEREEBOTH
WOV TSN ZER, Z0RNPT, v 7407 —
LZBIL T, BIREZBOMEPMEI N TR L
B, MANRLELTHIREALEIET VAN H 5 &M
&M, IGD & LTI DIRED 72 OZBIEHICED 5 Z
EPREI N, —T, BOYPRIL )/ ik EOTEKE
&, TEFYALRTIrE L TRABRRZE LN,

IGD &, ¥ v v 7)VATENE LY EMAEOZHEELS
B2, R2D9-oDFEMICT EDON, 12 5 AU EOH
Mc5HEMN EAEYST 25 AICEHINE, Thbid,
SUD I B 2EET LA BEICL T B0

DSM-5 Tl%, ZOEENDH FTSHOMADDHD
RETHBZEMPPELEN TS, Thbb, BHEEAN
OARMIC X 2, BREZWANOESY [KE] OBk

FEE M -fb: Xy b S LAREOTLERIAY K EBEIIOWVWT

% 3 Gaming Disorder (ICD-11)

1) Rk, HE, BE, KB, &7, ®KRICETIvEO-L
EE

2) OEL - BOPHEDEHLD 7 —LOBEELNEE
w3

3) BEENECTWVWRICEN DD ST, 77— Lz, i3
IXAL—FLTWDS

ZONY—VIF, HENEII—RNTH D, BORLELS.
CONT—=VICE>T, BA, RIE HREE FE OBE %
DIDEELHEICELVWEBECEIERARBIELC S, F'—
LRI No0RHIE, B8, 2a<<et 12 nBICh>T
HHNDHD, TRTCOLMEENE SN, D DOERINERL GRS
A, COHEEEEEND %,

(Xt 21 & HZEEER)

RiZ & > TEMRESHOBEEMET T 5 2 L 2T 5
720D, EhLOTEHELRRBRAODENTHH -, —FH, Z
ORAZZEEL LT, ZWozutk - 1GHET 7 VOB,
AR D Hise, FHY — L DS, ERE, HAR
W, YA 72 & OBIMRGEE 72 &3S OIFFERR
EEMESTONEEZ D, fi AR X 2
ICD-11 T3, &3 D3 DOHEEPIEICHEREREZMHES
BTGD & LTEHRS Y,

GD 23 ICD-11 ICIERICINE S N 28R TIlE, AR
BoTUERRERS 2SN AW ZRIER T, GD X
FIWN LT ET Y ANZLL, HEOEP T TR
L, SHICHRMAOEBRONTED, %< DAREK
RELUTRBIY - BREBIBEPEICE EE> T3 2 &0,
WHORNRIIRHHN R TH 2 L T 2ERAP, DSM-5%
ICD-11 28} 3 ZWiHHEZ SUD © ¥ + > 7IVIE DI
BEEICHRILL TB Y, 7 — LTEIRE OB - SUURY
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EREZTTICRBL TR nEe, FHliZESR 7Y —=
VB L TR v e v S ADTBER IR TE LT,
FERR TR ARA Y FDERICET 2ABESRML T35
biEfMS Nz, 512, BHPHEICEBERENLEET
52 LT, EHERT—LMTEEWHELT 282NN H D,
RICEVHFEICB I 28R, T—LREXFy v TR EDIE
HEAAIC & 2 AMERE~DERbRENEY,

—77, 77— LICBEL - HETE S EBRICEFEL, W
REREEEZ D Lo TEMADMESNTE D, ICD-11 1
AENT GD DEFEIE, DSM-5IZBWTHEmDEL D> 7-
HEBEREIR e, RS L wo R HERRRAL, kb2
Ve Y ADE S NIERICE > TR SN T 3 Ik
WHH Y, EXsBHiRlAZRETHILICLD, TL
2R R OBHCHAEREBE O —, S SICIIHEOED R R
PHRFENZ LORMBH o7, 2dZHRMEEDOER
&, FHRELEDICABLBELZRERLEPLEBL TEB
DY, GD DINED Z D & 5 = XRD 725> CHfE - FF
fliT_REHLDTHZ, LVIEHENLBERD D7D,

GD O Wiz 8k 20 HEEICE EE 5T, HEADE
WHE - R - AREEANDOPEL Vo S ANEED S
O EMRET 2 2 L BPBETH D, TEAAY FZBWL
T, R LBWoARICE SbNT, EAEFICBIT S
AW - BREN A RE ORE 2 BT 2 iHliZ 2R &
N5, £, GD BBV TIE, Hicyr—LrKHDO%
x5 OTIE R, BEREREEORRIEHEETH 5.
KT ICD-11 13, MR, #3, W3E, AHBIRICHEIT 2
EEEZESHAICRD, BMINIRETHELELT
W3, Yen, I.Y. 1%, GD #®D 96.7% D3 FEHERERE %,
733% DEENEEZFZ, X BWiROBFENDOEIEMN
JHEERHIEETH B EHEL TWBEP,

(il

2. PEAAY MY —ILOBRIK

GD D i 1%, ZWIEEMEICEIW L 72 A7) —=v 7
VoL bEHEFEEShTH R, 2ok Th, EENZ
% - DSM-5/ICD-11 ## & &M - BEES X
CZUBEDIETF v ALk > TRENEZSNEY — L% 2
DEHAFEDY —IL%E | DTS,

1) IGDT-10

IGDT-10 & 10 HE 3 tFEEORETH 2. TODFE
DOREIC &L 2 XALIEHIT->TB 0, FHEME - 24050
T3,
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2) IGDS9-SF'¥

IGDS9-SF 13 9 THH 5 HEDRE T, MERIE 9~45 5
ThH5D, BEPENEIEA VY —F v b« 7= DTEHRED
HIELHESND, MEOH B —LfHHEZS Tho
F—LFHZENT 37720, 9ODHEDS AR LD
50%ll-TRENDH L. LEFBICWRS N, BEME - 2
B OV THERS LTV 3.,

3) Gaming Engagement Screener Test (GAMES test)”
GAMES test FHATHFE SN OHHDOHRLAR
Y—=v27v—LT, ICD-11 DZWiEHELSLF 2 DD,
BELRRELHIZBWA ELE2ET2EANLEY—LT
b5,

V. 5= LAREDBRBRORIR ERE

77— MMEEE, ICD-11 THEEICE S, LB
LTOf—ARoNTWS, KELPT WS —LOREE R
EbgEn, DTS 3 & 5 RO EESK s
TW3, —J, HiRD A v MEFE L FRR, FICHEERTE,
Rk D RANLIRITEN DIFUED &, IGEENEE DT AR %
REEDEZ V., AFEEZTRICLZZRNBRFEHD &
D, AUHERBESEBREINEZF—2AbH D, 7F—LRED
FERE, HEEBOELLA ML AREICK > TEFL,
REFECT-RNICKET 20 H 5. HRIZBOLT,
77— b DR LR O R R 2 R % R, AE
JiE - ARG RE B o BEE B SRR D Rk & HERE T 5.
il 2 DIRERNRIC K - T, DLEWER - KEBREE 2 S5
HRAZRBFIGHL, 0k edEs [HE] LHWT
B 2nT, BEELEE - KROBHZ T HDE,
BREEEZ R 5. BTFBER, KENLV—L, FHERE
LOBEZ S F 2, REF T ZRGRE - Kk E
DX|T AT T LN, BE - @ik L OEEEDIEHRDOHEIC
b EHERIEBEZD.

= MRFEDO R, B LEESNT 7 e —F % b
SN TER, —EORIHNSIRIHRES N TV D
2, BHWZIRSLEET Y b o L OBEEICIZEREN S
{, BHEEHOMLICIZE SR IMENPDETH S,

1. RHTERE

RAUTERE L, WETHOERICDH 2RHMDEAPH
HITEIZBIEL, HEay Fa— Lz {@ET 21aHET
HY, F—rFEORBICBEVWTRbACHOATY
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2. W15, REOERZE, EHIC & ORI HE
ENTVEHRY, 6 5 HUBOEBRZEIZRERE 7213
RMEZE ENTE D190, Bt hsh R OMREE S D FRRE
Tb 3.

2. RIERE - KEIRE

BAETIR, REREMRETHORERNT L4258
DL WT- 8, FIFEE L o 7 REH ORI 2B 5.
& o T, REMTERCRA LICHFSET 5 2 EPREINT
w32, f7, = THROITHEET 0 ST Lot s
AXNEL == 7 8D, FRBIGPLHIBER A S
nTns,

3. EYRE

Y, GD IS 2B IROBHE TRV,
SSRI P HiE M HE 7z EABTICH 6T s, L
U, 7 —LMEGEOEESEICET AT ET Y A 3Z
LW —F, 5 OfF, FLE, ADHD 75 EfffFREA~D
SHER T & L CRMEESHC O N2 GEYH 5.

RS OWREDRRIC, MEEEL LT —40 [fEH
thik] Z26&4Hh, MfEHOay ra—)] Z2DHITHII,
BEOEMRPREOBREIIGU TERZ S, RATIIHEAS
k2 HEEE T2 DHERKY A7MENEEIND. —7,
BAOETIEEN RO 2HERT 286500, BEW
RFAGIR - 3> b= U BBRERLEEERE S S
512).

BROMEL LT, EBRowsE, 7 —kE0BL, &
TERREDME L L, IBREEIZETH Y, BT
WEWEWS T A LAREDHLOHL I HEHI N
TWwb, £, %< OWMRITEHNAIR % FHT L T 523,
RULEFHRIIRONTE D, REAIE - BHEICEL T
PBERHLRDBZ 0,

VI. v MEE - 5 — LIKED
BAHRERK TOXREBIR

PEzSEZ, v MEESB L7 — LKEOREMHEHE
K TCOEBREREZ IR T 5.

1. EHMBEETERAA Y ORI
DSM-5 8 XUV ICD-11 T, 7 — LMK T 22

FEE M -fb: Xy b S LAREOTLERIAY K EBEIIOWVWT

HEPRREINTE Y, BELSNAFHEY -V E2HVS
TEITko Tl - BRI 2D ERL T 5, —
#, Fv MEEBELTEay 7Y O%REED 2 IcHk—
W2 L <, wEEEDaryreryy 22BN
PWIEAZFEEL 2V, 2y MEFEICBIT 2 Wi 4
DB, FicA<— b7 4>, SNS LB 72 S
MRANDOBWIEEDL T LA RA Y by —ILOBFKIRD bI
BEELEIEZS.

2. BETVMHLOIFELLERRGGERETILOBE
7= LREORBEEEE [ERRIE] 72 Tidkl,
(fEHDaY ba—)v] 2&8RWRIRETE OFED L
HTH 520, HWETYT FHLOREISKETH B0,
EHLENT Y b H LOMLPRETH S, —H, Fv
MEFIZSNS R Eay 5oy JEICRIRBZIBEET LD
WERPLETH D EEZ D, BAATERE IEHNICER)
HEDED LN TV B, FEFINIRCEFE T ICIZRAD
H B, RATEEEZ PO E U EENGREORIR
Btz D DD, Rl OEENRIIE U IBE T 7 J L
D%, BPVETEIFREPLAL L OEHE, Z L TURATIE
H OB P DX 7 Lk - RIS U R0
BB PBELEEZ 51220,

3. IREFEZEHFIE LBEVWERRIEIC K S EM IS ORE
F v MREST — MREDIRE=— A& L5 —HT,
WARE D EFERER IR o T3, REFEZEME L
BRORBMBIETHh->Th, [HIYTRVWALEIS] OTIX
724, KRR %20 U 7 L L80 L B X8,
fEifE7R 72 A XV %2l U7 AREEA O§HE, 5 2%, &
ZhE, ADHD 7z E PR B OBY) 22 0HIE & 1G#, RKIkZ
Bl CAERBEOHRRE, HEIL U TEHEMERERE~D 2
VHNEEITS L ERFEFHIHGF LY., Z0XS LR
C&-oT, BEOIMVZPE, WEOEGMES RSN S
LEZ B,

4, #HEN - HENZEOLELE

Iy MEFERT — LMEEFEL, BRZT TR, #E, &
fb, Mgt & OEEPLEATRTH 5. FLEOH
A vy =3y MR ZSEZ, FPHRAALLT, X
TATVT IV —HBEDOEK, KEMNL—ILVORHE R
HOZEMAH], FRBG TORMFER L ADHA A2
REIREEEFZD, $7, AWINIBRICEEEST, B
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Yz RIEA RN 7 0 —7 v THEHZ#ET 5
78, BEHRNZ & D HIERSREOBILDEETH B &
Z25.

5. SEOMREEBNIET Y AEDES

HiK - 028 - BOROERN B AT ESR, EROAR
WL BE - AT AT REDEERBHIc L2 ET 2
DOREE - BURIREDPHE L s h 3V edh, 5%, BHL
BT — %, RCT ICHD IGEME, ZWioEEtE: - 24
HICBET 2TV AOEM, EENRTHEY —L & 0%
HHER, R - HRBOEWZ 5 F 2 - FETIEOHE
BEHIWET 3.

b hHIC

v MREB X U7 —LKEICO0T, KEBZO
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Assessment and Treatment of Gaming Disorder
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The Internet has become an indispensable tool in our daily lives, enabling us to connect

with anyone, anywhere, at any time. Its convenience has deeply integrated it into modern soci-

ety. However, as the Internet continues to expand its presence, concerns about addiction—

where excessive usage leads to various personal and societal issues—have garnered global

attention. Following extensive discussions, the American Psychiatric Association’s DSM-5 and

the World Health Organization’s ICD-11 have officially recognized gaming addiction as a

mental disorder, termed “Internet Gaming Disorder” and “Gaming Disorder.” While multi-

ple factors are believed to contribute to the onset of Gaming Disorder, its challenging treatment

highlights the critical importance of implementing preventive measures.
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