Internet gaming disorder is a growing
problem

Gaming is a legitimate hobby for millions of people, but for some it could escalate
into a problem.

Computer and video gaming is huge. As well as the home PC there are a range of
dedicated gaming consoles out there with serious computing grunt. Game
development companies boast budgets rivalling those of the big movie studios,
producing games with very high production values and sophisticated back stories.

This level of investment reflects the money that gamers are prepared to pay for good
products, and the large number of gamers that are out there. Along with all the
excitement this generates, there's a growing concern that — for some — gaming is
getting out of control. Gaming addiction is increasingly recognised as a genuine
phenomenon.

How common is it? Well that all depends on what you mean by "it" and what
definition is used. Because there is no widely agreed definition and no well-
recognised measure. We are in the situation of wildly varying estimates, from
virtually no one up to around half of all gamers, depending on which study you look
at.

The manual used by the American Psychiatric Association (sometimes referred to as
the "bible" of psychiatry) released its fifth edition in 2013, 19 years after the release
of the fourth edition. The manual has a final section to list conditions that warrant
further study — and one such condition is Internet Gaming Disorder.

It is characterised by a pre-occupation with internet games, symptoms of irritability,
anxiety or sadness when unable to game, need to spend increasing amounts of time
gaming, and deceiving others about the extent of this.
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