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World Health Organization reveals its plan for listing 'Gaming Disorder’ on the 11th
International Disease Codes (ICD-11) in 2018 and it opens hot debate among scholars
on its validity and timeliness. Korea, however, seems to have avoided the issue without

appropriate academic refutation. In this paper, we review past academic studies related to
game addiction or disorder focused on their validity of disorder measurement tools,

research designs and the effect of neuroimaging studies.

This analysis reveals that

excessive use of gaming is not sufficient to register it as a disease and there is a risk

of stigmatizing healthy gamers.
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[Fig. 1] Brain Activation with Gaming[20]
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Researches with Brain Test
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Dong, Huang 13 normal
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ale I
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Littel et al[37] | 2 SOSSVe [ on o ormal | [47]
Gamers
Liu et al.[38] 19 IA 19 normal | [46]
Yuan et al.[39] 18 IA 18 normal | [46]
Zhou et al.[40] 18 IA 15 normal | [46]

A

Internet Addicted GA: Game Addicted

3 M Measure US: University Student ProG : Professional Gamer
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