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ABSTRACT 

Since the birth of video games, psychological research has focused on game addiction, and previous studies have 

obtained many valuable results. However, the researches on game addiction still have many limitations since they are 

lack integration. Therefore, this paper systematically introduces the research on game addiction: the causes, diagnostic 

criteria, and interventions of game addiction. We list the databases and screening criteria for searching the literature; 

54 articles were included in this literature review. In the first part of this review, we discuss the causes of game 

addiction, including physiological factors, psychological factors, and external environments, and gave some 

suggestions about the causes of game addiction to further researchers. The second part compares three different 

diagnostic criteria such as Diagnostic and Statistical Manual of Mental Disorders (DSM-5) and International 

Classification of Diseases (ICD-11) from the American Psychiatric Association (APA) and World Health Organization 

(WHO), respectively, and the Clinical diagnostic criteria for Internet addiction from China. In the third part, we 

describe the two most commonly used interventions for game addiction: medication intervention and psychological 

intervention. In addition, we also summarize and analyze the effects of various therapies and their shortcomings. 
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1. INTRODUCTION 

On August 3, 2021, the economic information daily 

published an article entitled " ‘spiritual opium’ has 

grown into an industry worth hundred billion ", in this 

article, the network game called new "drug" or "spiritual 

opium", which aroused a wide discussion among the 

public in China, and directly caused quite a stir in the 

capital market, total market value evaporated is close to 

300 billion [1]. The latest event showed that gaming 

addiction had become a concern in China. According to 

ICD-11, people with gaming disorder would perform 

symptoms that make it difficult to control the amount of 

time playing video games and negatively impact their 

daily lives [2]. In China, the attention to game addiction 

is unprecedently high. Therefore, the impact of game 

addiction on people's physical and mental health and the 

inventions of video games has been a hot topic. 

As the game-related industry has been widely 

concerned by all walks of life, the necessity of 

investigating game addiction has been revealed 

gradually. Researchers have coincidentally considered 

adolescents as the main object in this field, and most of 

the research methods were questionnaire surveys [3-7]. 

Most of the research topics about game addiction are its 

mechanism and causes，but these studies mainly focused 

on one specific field like biological mechanism or 

mental factors without a comprehensive view. And those 

studies mostly provided a western view of game 

addiction and noticed that only a few articles concerned 

the diagnosis and intervention in eastern culture. 

Therefore, this study will give an integrated review of 

game addiction on the causes of game addiction, the 

diagnosis criteria, and interventions. We also would 

consider the eastern culture.  

In this article, the first part will discuss the 

antecedents of game addiction from both physiological 

and psychological perspectives. The second part will 

demonstrate the most known diagnostic criteria for 
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game addiction worldwide and diagnostic criteria in 

China. In the third part, we summarized the intervention 

approaches commonly used to treat game addiction, 

including medication intervention in Eastern and 

Western countries. The psychological intervention 

mainly focuses on cognitive behavioral therapy (CBT), 

then demonstrates some potential problems. Lastly, we 

had a further discussion and concluded based on the 

three parts of this article. 

2. METHOD 

2.1. Inclusion and Exclusion Criteria  

Inclusion criteria were that studies: 1) elaborate the 

diagnostic criteria of internet game addiction; 2) 

elaborate the causes of internet game addiction; 3) 

evaluate the effectiveness of interventions for internet 

game addiction. 

Studies were excluded if they: 1) focused on 

prevention rather than treatment; 2) were not available 

in English. 3) come from SSCI and CSSCI journals. The 

database search was conducted on August 16, 2021.  

2.2. Search strategy  

We searched CNKI (China National Knowledge 

Infrastructure), Google Scholar, Web of Science using 

the following combination of search terms specified for 

“Title”: [‘internet game addiction’ OR ‘video game 

addiction’ OR ‘online game addiction’] AND 

[‘diagnostic criteria’ OR ‘cause’ OR ‘treatment’ OR 

‘intervention’ ] AND  [‘DSM-5’ OR ‘ICD-11’].  

2.3. Results of screening 

This study has obtained 58 articles about internet 

game addiction with its diagnostic criteria, causes, and 

interventions. The time of these articles was from 1996 

to 2020. 

3. CAUSES OF GAME ADDICTION 

Game addiction is one of the most common forms of 

internet addiction and contains the concept of non-drug 

addiction [8]. Non-drug addictions have some similar 

mechanisms and causes to drug addictions. Therefore, 

some research results about drug addiction's causes and 

mechanisms can also reveal the causes of game 

addiction. Studies on the form of game addiction 

provide references for the research of other addictions as 

well. We can conclude that game addiction causes 

include physiological factors, personality characteristics, 

and influences of external environments. 

3.1. Physiological factors 

Psychologists and psychiatrists have conducted 

many researches to examine the brain physiological 

mechanism of addiction. They found that substance 

addiction and non-substance addiction have a common 

biological basis [9]. And, game addiction is 

accompanied by a certain degree of damage to brain 

structure and function [10]. All kinds of addiction 

involve four brain cognitive functional circuits: reward, 

cognitive control, motivation and memory-learning [11]. 

Damage and abnormal neural activity in the relevant 

circuits of the brain area will lead to the symptoms of 

addiction. 

3.1.1.Reward circuit  

Reward Deficiency Syndrome (RDS) theory 

considered that the damage to the striatum of the limbic 

system could lead to game addiction [12]. The striatum 

is the center of the human brain's reward and is very 

sensitive to reward increase. RDS theory deems that the 

decrease of striatum activity leads to decreased 

dopamine secretion when the human brain faces the 

reward of the same value. Therefore, patients need out 

more game activities to compensate for the same degree 

of dopamine secretion. A lack of one gene may cause 

the striatum to lack enough dopamine receptors to 

produce a response to reward [12]. 

3.1.2.Anterior cingulate gyrus, thalamus and 

occipital gyrus  

Game addiction is related to the abnormality of the 

striatum and reward circuit and related to the injury of 

anterior cingulate gyrus, thalamus, and occipital gyrus 

[10]. A comparative study on the brain structure of 

online game addicts, professional game players and 

normal control group showed that the gray matter 

volume of the left anterior cingulate gyrus is decreased, 

and the gray matter of volume of inferior temporal 

cortices and occipital cortices also have significant 

differences [13]. These abnormal brain structures may 

be related to the illness of game addicts. 

3.1.3.Abnormal of the prefrontal cortex  

The abnormal prefrontal cortex is also related to 

game addiction [11, 14]. The prefrontal cortex is the 

center of human cognitive function control. If this part 

of the cortex has an injury, it will lead to the 

abnormality of the cognitive control circuit in patients 

with game addiction. Game addiction involves the 

dysfunction of many parts of brain circuits, and there are 

interactions between these mental disorders. 

Psychologists and psychiatrists are still doing further 

study on the neural mechanism of game addiction.  

3.2. Heredity factors  

Psychologists and biologists also try to explore 
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whether genetic factors impact addiction, and the results 

showed that it is. Black’s investigation [15] showed that 

shopping addiction is hereditary. Eisen’s research [16] 

found a higher incidence rate of pathological gambling 

among people whose first-degree relatives also have 

pathological gambling disorders. Beaver [17] indicated 

that the heredity of non-drug addiction has gender 

differences which means it can explain males’ addiction 

but cannot explain female addiction. In the future, 

researchers will explore the physiological mechanism of 

addiction from a genetic perspective [8]. 

At present, most studies on this field only focus on 

individual brain regions. However, the functions of 

individual brain regions are not isolated. In the future, 

psychologists can further explore the interaction 

between the functions of various brain regions related to 

game addiction and further reveal the psychological 

factors of game addiction. 

3.3. Mental factors 

According to previous studies, the psychological 

factors of game addiction mainly include personality 

traits and comorbidity of other mental diseases. 

3.3.1.Personality traits  

Personality traits can predict which kind of games 

that people will addict [18]. A survey of game addiction 

among Junior students in Korea found that game types 

have unique psychological tendencies than other mental 

diseases, affecting their game choice and internet use 

[18]. Kim’s research showed that aggressive and 

narcissistic personality characteristics are positively 

correlated with online game addiction, while 

self-control is negatively correlated with game addiction. 

Susana’s investment [19] showed that people with low 

self-esteem might be play games to access more 

self-esteem. Psychological states like loneliness and 

social anxiety also greatly influence game addiction[18] 

(Kim et al., 2008). 

3.3.2.Comorbidity of other mental disorders  

Many studies have shown a co-occurrence 

relationship between game addiction and poor mental 

health [20]. Video game addiction is related to increased 

stress, anxiety and depression [21]. Loton found [13]  

the greatest relationship between video game addiction 

and anxiety, followed by stress and depression, which 

confirms the correlation between game addiction and 

poor mental health. Brunborg's research [20] shows that 

video game addiction is associated with higher levels of 

depression, poor academic performance and more 

behavioral problems. 

Game addiction is likely to be the manifestation of 

other psychological problems. Finding the relationship 

between these psychological factors and game addiction 

plays an important role in the treatment. According to 

these psychological characteristics, potential game 

addiction patients can be screened and diagnosed 

clinically, and intervention can be carried out according 

to the corresponding psychological problems. 

3.3.3.Influences of external environments 

By searching articles in the Web of Science and 

Chinese academic paper platform, we found that the 

objects of game addiction mainly are adolescents, which 

showed that adolescents are a high incidence group of 

game addiction. Teenagers’ psychological function and 

nervous system are immature. The fascinating visual 

form, attractive plot and joyful social functions in the 

online game are very attractive to them [22]. The 

stimulation of the external environment is likely to lead 

to the pathological attack of game addiction. Among 

many external stimuli, Parenting styles and the use of 

media have a strong influence. 

3.3.4.Parenting styles  

Wang’s study [23] on Chinese high school students' 

computer game addiction shows that children's game 

addiction tendency is more serious under the autocratic 

parental rearing style. Shek's study [24] found that the 

quality of parental psychological control and personal 

relationship predicted adolescent addiction behavior, in 

which mothers could predict the changes of adolescent 

addiction and crime. These findings suggested that 

parental autocracy may lead minors to get compensation 

from computer games, resulting in an addiction to 

games. In addition, low parental support and parents' 

addiction to games will also increase the probability of 

minors' game addiction. 

3.3.5.Use of media  

Media also influence the process of game addiction 

among teenagers group. Sümen's survey [25] found that 

Internet addiction will negatively impact teenagers' 

psychological state. Rehbein's research [26] believed 

that for children before the age of 10, parents' active 

control and reducing access to game-related media 

could help prevent children from suffering from game 

addiction in adolescence, but for children over the age 

of 10, the effect of using this method is extremely 

limited. 

In addition to family rearing styles and media, other 

external factors impact game addiction, such as school 

factors. Some studies have found that students with 

school phobia are more likely to indulge in online 

games [26], and school connectedness can help reduce 

game addiction [27]. Further research should reveal 

more external factors affecting minors' game addiction 

so that adolescents' guardians can protect them from 

Advances in Social Science, Education and Humanities Research, volume 615

843



these external stimuli and prevent them from becoming 

game addiction patients. 

4. DIAGNOSTIC CRITERIA FOR GAME 

ADDICTION 

Researchers and healthcare professionals still 

wonder whether gaming addiction should be regarded as 

a kind of disease [28]. However, gaming addiction has 

been included in the American Psychiatric Association's 

DSM-5, which recognizes online gaming disorders and 

caffeine use disorders and other conditions in the section 

recommending further research conditions [28, 29]. 

Similarly, the WHO defined gaming disorder as a new 

disorder in the ICD-11 [30]. In addition to these two 

common diagnostic criteria in Western countries, 

Chinese scholars published Clinical diagnostic criteria 

for Internet addiction [31]. Thus, we will look at how 

gaming addiction is diagnosed in the three diagnostic 

criteria mentioned above and compare. 

4.1. Diagnostic and Statistical Manual of 

Mental Disorders (DSM-5) 

The DSM-5 stated that "game disorder" is only 

diagnosed when gaming causes "significant impairment 

or distress" to several aspects of a person's life and when 

at least five of the following nine symptoms are 

experienced within a year [28, 29]. Namely, 1) 

Engrossed in the game; 2) Withdrawal symptoms 

similar to sadness, anxiety, irritability when the game is 

canceled or when the person cannot play; 3) Show 

tolerance and an increasing desire to play games that 

cannot be satisfied without spending more time playing; 

4) Unable to play less and quit the game successfully; 5) 

Loss of interest in previously enjoyed activities; 6) 

Continuing to the game despite problems; 7) Lying to 

family or others about playtime; 8) Using games to 

relieve negative emotions, such as guilt or despair; 9) 

Nearly losing or facing the risk of losing a job or a 

relationship due to excessive gaming [28]. 

In 2014, the international consensus for assessing 

internet gaming disorder described the nine symptoms 

proposed by the DSM-5 in more detail and developed 

key elements of epidemiological research on the subject. 

This movement has led to a convergence of research in 

defining play using the nine symptoms proposed by the 

DSM-5 [32]. In the nearly 20 years since IGD was 

included in the DSM-5, this criterion has gradually 

become the most accepted in this area, and there is a 

growing number of studies in this area that aim to 

provide DSM-5 prevalence estimates for IGD and to 

evaluate different tools for assessing the disorder [33].  

 

 

4.2. The International Classification of 

Diseases (ICD-11) 

The 11th Revision of the International Classification 

of Diseases (ICD-11) defines 'gaming disorder' as a 

pattern of gaming behavior ('digital gaming' or 'video 

gaming'), and the symptoms are described in three ways 

only: impaired control overplay, increased prioritization 

of play, and continued or escalating dependence on the 

play despite negative consequences [30, 33].  

In comparison, both the DSM-5 and ICD-11 include 

clinically significant impairment or distress in the 

clinical diagnosis, and both review the subject's 

experience in the past 12 months, but the symptoms 

described in ICD-11 are much vaguer. A study used a 

sample of 7,022 young adults in Mexico to examine the 

diagnostic effects of DSM-5 and ICD-11. As a result, 

the number of subjects diagnosed with game disorder 

according to DSM-5 criteria was almost twice as high as 

the ICD-11 criteria. When researchers compared the two 

groups of addicts’ cases detected by DSM-5, one group 

of them not found by ICD-11 and both DSM-5 and 

ICD-11 identified another group, the result did not 

found any significant differences. There appeared to be 

little reason to intervene in one group over the other 

[33]. Therefore, using only ICD-11 as a diagnostic 

criterion may lead people with a similar behavioral 

disorder that could not be intervened in time, so that 

DSM-5 may be a more appropriate diagnostic criterion 

for gaming disorder. 

4.2. Chinese Clinical diagnostic criteria for 

Internet addiction 

Besides DSM-5 and ICD-11, there are diagnostic 

criteria for internet addiction in China: clinical 

diagnostic criteria. Although the criterion is not focused 

on gaming addiction, 87% of the cases studied in this 

criterion are from gaming addiction [34]. ISnternet 

addiction is a mental, behavioral disorder caused by 

repeated and excessive Internet use, including gaming 

addiction [34]. The criteria for Internet addiction are an 

average of six or more hours of continuous Internet use 

per day and having met the following criteria for 

symptoms for three months or more [31] : Firstly, the 

addicts should performance a strong craving or urge to 

use the Internet; Secondly, there are some withdrawal 

reactions such as peripheral discomfort, irritability, 

irritability, inattention, sleep disturbance when reducing 

or stopping Internet use, which can be alleviated by 

using other similar electronic media such as television, 

handheld game consoles, etc. The third point included 

five sub-points, and at least one of the following has met 

this point would be satisfied: 1) Increasing time and 

commitment to Internet users to achieve satisfaction; 2) 

Difficulty in controlling the beginning, end and duration 

of Internet use, after repeated unsuccessful attempts; 3) 
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Persistent use of the Internet despite its obvious harmful 

consequences and difficulty in stopping even when the 

harmful effects of Internet use are known; 4)Reduction 

or abandonment of other interests, recreational or social 

activities as a result of Internet use; 5) Using the Internet 

as an escape from problems or as a way to relieve bad 

feelings.  

The official diagnostic criteria for gaming addiction 

in China are limited until now. And even though gaming 

addictions developed the majority cases of the study, 

other behavioral disorders such as social networking 

addiction are still needed to be considered. Comparing 

with DSM-5 and ICD-11 criteria, the Chinese Clinical 

diagnostic criteria for Internet addiction is more 

stringent. To be more specific, the Chinese criteria only 

observe participant’s behaviors over the past three 

months, but both DSM-5 and ICD-11 retrospect to 12 

months ago. Moreover, a previous study showed that 

approximately two-thirds of the participants reported 

increased Internet use during the pandemic of 

coronavirus disease in 2019, which is approximately 

three months, with more than 10% of participants 

accessing the Internet for over 8 hours per day. Also, 

many other activities have been replaced by Internet 

using [35]. As a result, those participants would be 

diagnosed as addicts by mistake using the Clinical 

diagnostic criteria for Internet addiction. However, they 

might move their working procedure and social life 

online, which indicated that these criteria might not be 

appropriate in this circumstance.  

Many clinical diagnoses of game addiction still did 

not use the scale specific to games based on DSM-5 or 

ICD-11, but rather internet addiction scales such as 

Young's Internet Addiction Test [36] and Chen's Internet 

Addiction Scale [37], with only a few studies using 

scales that meet the DSM-5 criteria, for instance, the 

Clinical Video Game Addiction Test (C-VAT 2.0) which 

contains three questions about gaming, and 11 

dichotomous questions about game disorder behaviors 

based on participant’s experience during the previous 

years on account of the nine DSM-5 criteria for Internet 

Game Disorder. To sum up, the common standard and 

shared criteria for measuring Game Disorder have not 

yet been determined, and no consensus has been reached 

on this area [38].  

Therefore, according to the information 

demonstrated above, several concerns need to be 

brought up: First of all, comparing with the other two 

criteria, DSM-5 could be regarded as the most accepted 

one, the ICD-11 might fail to detect some addicts 

requiring intervention. In contrast, the Chinese criteria 

might treat some normal behaviors as addictions. 

Secondly, the diagnoses of game addiction in China are 

still not detailed enough. Specifically, the case study 

needs to be up to date and focus on gaming addiction 

only rather than the broader concept of internet 

addiction. Similarly, most of the world's clinical 

diagnoses of gaming addiction did not use scales based 

on the DSM-5 or ICD-11 criteria, so the next step 

should be to promote the usage of diagnostic criteria for 

gaming addiction. 

5. INTERVENTION 

The earliest research about game addiction 

originated in the late 1990s [39]. Since then, how to 

intervene the game addiction effectively has been a hot 

topic of social issues. Through more than 20 years of 

studies, researchers have intervened with many people 

with game addiction, which was remarkable [40, 41, 42]. 

Our review summarized two popular intervention 

methods: psychological intervention and medication 

intervention [43]. 

5.1. Medication Intervention 

In recent years, medication intervention has been 

used in other behavioral or substance addictions, like 

gambling addiction and drug addiction, and plays an 

important role in game addiction intervention. Most 

studies using drugs for game addition intervention were 

conducted in western countries and South Korea [44].  

The main medication currently used to treat game 

addition are antidepressants, opioid receptor antagonists, 

mood stabilizers and antipsychotics. Sattar and 

Ramaswamy firstly used antidepressants to treat game 

addiction [45]. In their study, a man with severe 

depression and game addiction received treatment with 

Escitalopram at the dose of 30 mg/d for 3 months. The 

result showed that these drugs not only improved his 

depression but also reduced his desire for online games. 

Bupropion was also used in the treatment of patients 

with substance dependence. In another study, 

researchers used Bupropion to alleviate the desire for 

the Internet of the game addiction participants. This 

study contained a 12-week random double-blind clinical 

treatment, including 8 weeks of active treatment and 4 

weeks of Follow-up test. The results showed that the 

participants’ desire for online games and depression 

reduced [46]. 

However, the studies on the use of drugs to treat 

game addiction were limited worldwide, and there was a 

lack of research on medication intervention in-game 

addiction in Chinese culture [44]. In addition, the drug 

intervention mainly focused on the situations of the 

game addiction with depression and anxiety. However, 

people who only have game addiction may be less 

willing to take medication to treat their addiction. 

Therefore, researchers often did not use the medication 

intervention alone in some studies but use it with 

psychological intervention [47]. The combination of 

interventions can ensure the stability and balance of the 

addict’s physiological system and help the patient 
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eliminate false cognitions and establish appropriate and 

adaptive cognitive ways [48]. 

5.2. Psychological Intervention 

Psychological intervention methods include 

cognitive therapy, behavior therapy, cognitive 

behavioral therapy, family therapy, group-based 

treatment, etc. Cognitive-behavioral therapy (CBT) is 

the most widely used psychological intervention method 

to game addiction. Through personal time management, 

self-motivation and support systems, CBT helps 

participants establish effective processing strategies, 

change addictive behaviors and achieve ideal goals.  

5.2.1.Cognitive Behavioral Therapy-Internet 

Addiction (CBT-IA)  

Young believes that internet game addiction is very 

different from other substance addictions, and there 

were three characteristics of the cause of internet 

addiction: anonymity, convenience, and escape [49]. So, 

it is very difficult to adopt the traditional intervention 

therapy for internet game addiction. Therefore, Young  

designed the CBT-IA (Cognitive Behavioral 

Therapy-Internet Addiction), cognitive behavioral 

therapy for internet game addiction [50]. The therapy 

consists of three phases: behavior modification, 

cognitive restructuring and harm reduction therapy.  

The first stage is behavior modification, which 

reduces or controls the internet gaming behavior by 

forcing the addict to get rid of the emotional state of 

control and trance. The second stage, cognitive 

reconstruction, makes addicts understand that these 

thoughts like “they cannot get love and value in real 

life” are negative perceptions and playing online games 

can only get temporary substitute satisfaction. In 

addition, the therapist should guide them to eliminate 

resistances gradually. The third stage is harm reduction 

therapy. At this stage, therapists should help solve other 

problems of addicts, such as depression, anxiety and low 

self-esteem. Young used CBT-IA to measure its 

treatment outcomes with 128 internet addicts. The 

results showed that more than 95% of participants could 

control their symptoms by the end of 12 weeks, and 

78% of them could keep them 6 months after treatment 

[51]. 

5.2.2. Mindfulness-oriented Recovery 

Enhancement (MORE)  

Another type of CBT therapy for internet game 

addiction is mindfulness-oriented recovery enhancement 

(MORE). MORE is a new method to treat internet game 

addiction. It combines mindfulness training, “Third 

Wave” cognitive-behavioral therapy, and positive 

psychological principles that specifically address 

addictions and co-occurring mental distress [52, 53, 54]. 

Li et al. used MORE to treat internet game addiction. A 

total of 30 internet game addicts were randomly 

assigned to either the intervention group or the control 

group to receive MORE or support group treatment for 

8 weeks. The results showed that the intervention group 

had significantly fewer IGD criteria, fewer video game 

cravings, and maladaptive cognitions associated with 

gaming compared with the control group. Furthermore, 

the treatment effect remained unchanged during the 

3-month-follow-up test [55].  

However, some problems still exist in most studies 

with psychological intervention. Firstly, whether in 

Eastern or Western countries, the control group is less 

used in research design to analyze and compare the 

effects of psychological intervention. So, it is difficult 

for researchers to rule out the influence of Rosenthal's 

effect on the experiment results. In addition, most 

studies report the baseline data, sample size, and 

post-test data but do not report the specific intervention 

process, which makes it difficult to compare the 

intervention effects of the same therapies. Finally, the 

sample size in most studies is small and lacks follow-up 

testing, which might limit our abilities to detect true 

differences if they were indeed present [56, 57].   

6. DISCUSSION 

This paper discussed game addiction in detail from 

three perspectives: causes, diagnostic criteria and 

interventions.  

As for the causes of game addiction's physiological, 

psychological, and external factors, respectively [8, 13, 

18], with the deepening of research, researchers found 

that the causes of game addiction were very complex. 

The game addiction depends on the interaction between 

physiological, psychological, and external factors[14]. 

However, researchers have not figured out what the 

interaction is and how the interaction influences the 

cause of game addiction[14]. In the future, there are two 

aspects researchers should do to go deeper in this field: 

First, they should study the mechanism of a single factor 

and its influence on game addiction more specifically; 

Second, researching how the interaction among 

physiological, psychological and external factors affect 

the cause of game addiction. 

When it comes to the diagnosis of game addiction, 

the most mainstream diagnostic standard in the world is 

DSM-5. In comparison, the diagnostic standard of 

ICD-11 is very strict, leading to some potential game 

addicts not being correctly diagnosed [29, 30, 33]. 

However, the clinical diagnostic criteria for Internet 

addiction standard in China is relatively loose, which 

may diagnose game addiction if the patient does not 

reach the degree of game addiction. With the 

development of the Internet and games, the definition of 
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game addiction might vary with different circumstances, 

to be more specific, the prevalence of electronic devices 

and whether they are in the pandemic, and the criteria 

for diagnosing game addiction should not be 

one-size-fits-all but up to date [35]. At the same time, 

there are other auxiliary diagnostic criteria. For example, 

in the clinic, psychological counselors and psychiatrists 

can also make the correct diagnosis with the help of 

some physiological indicators, patients' self-assessment 

scales, interviews and self-statements. However, the 

diagnosis of online game addiction worldwide should 

reach a basic consensus and develop further on this 

basis, which may be the next step for psychologists and 

scholars [37]. 

The treatments of game addiction are mainly 

psychological intervention, medication intervention [43]. 

On the one hand, medication intervention is usually 

used when game addiction is comorbid with other 

mental diseases like depression and anxiety. In addition, 

compared with Western countries, there were relatively 

few studies on the use of medication to treat gaming 

addiction in China [56, 57], so it is very important to 

verify the effectiveness of medication intervention in the 

Chinese environment. On the other hand, at present, the 

major psychological intervention is cognitive-behavioral 

therapy (CBT), and its effect on gaming addiction has 

been proved in the context of eastern and western 

cultures [43]. Moreover, more therapy combined with 

mindfulness is a new form of CBT therapy which has an 

excellent effect, but the duration of intervention effect 

was still needed to be further explored [52, 53, 54]. In 

the future, clinical psychologists can also integrate drug 

and non-drug treatments to balance treatment 

effectiveness, duration, and minimum damage to 

patients’ bodies [57].  

7. CONCLUSION 

In general, this review has combed the current game 

addiction research among causes, diagnosis, and 

intervention. Further research can focus on the 

interaction of the factors that influence game addiction; 

improve the diagnosis criteria for adolescents; make the 

criteria suit people from different cultures and design 

intervention with a more lasting effect. 
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