RESEAPRO

JOURNALS

JOURNAL OF MENTAL HEALTH AND BEHAVIORAL SCIENCES
2023,VOL. 1, ISSUE 1, pp. 25-33
https://doi.org/10.61577/jmhbs.2023.100005

OPENaACCESS

A mechanistic overview of gaming and mental health: towards bridging the
gap between research and practice

REVIEW

Soumya Prakash Biswal
Department of Applied Science, Kalinga Institute of Industrial Technology University, Odisha, India

ABSTRACT

The complex relationship between gaming and mental health has gained significant attention,
revealing a complex interplay of positive and negative impacts. This comprehensive review explores
three fundamental mechanisms shaping this relationship: coping and escapism, psychological needs
fulfillment, and obsessive engagement. These mechanisms interact with key moderators such as
stress, social interaction anxiety, loneliness, psychological resilience, and gender, amplifying or
mitigating gaming's effects on mental well-being. Our mechanistic evaluation proposes a
collaborative and evidence-based framework that can be an essential therapeutic modality. Future
research should target the development of an integrative framework based on mechanisms
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elucidated in this review that will allow practitioners to connect research with practice guide
interventions by fostering partnerships with stakeholders, which include the gaming industry,
educators, parents, and caregivers. The approach ensures responsible gaming practices and
well-being tools are integrated, offering a balanced compass to navigate the complex dynamics of

gaming and mental health in an ever-evolving landscape.

Introduction

Gaming's intersection with mental health has emerged as an
issue with far-reaching implications for individuals,
communities, and society [1]. Video games have evolved
beyond mere entertainment to offer immersive experiences that
engage players on multiple cognitive, emotional, and social
levels [2]. With their widespread appeal and transformative
potential, understanding the intricate connection between
gaming and mental health has become imperative [3]. While
video games have demonstrated cognitive benefits by enhancing
attention, spatial reasoning, and problem-solving skills [4], they
also facilitate social interactions and community engagement,
particularly relevant in addressing modern-day loneliness [5].
Moreover, gamification's successful application in education,
health interventions, and cognitive training indicate gaming's
potential to impact mental well-being positively [6,7]. However,
with these benefits, concerns about negative consequences have
also emerged. Excessive gaming has been associated with health
issues like repetitive stress injuries, sleep disturbances, and
addiction [8,9]. Moreover, the potential influence of violent
content in games on aggression and emotional desensitization
has prompted further investigation [10,11]. Gaming and mental
health research presents an ideal opportunity to address
concerns while capitalizing on its benefits [12-14]. An effective
framework must encompass cognitive, emotional, social,
physiological, and other dimensions to holistically assess how
gaming impacts mental health [9-14]. This would enable
evidence-based interventions to increase psychological
well-being [9-14].

Within this context, a substantial research gap persists.
While gaming and mental health have garnered significant
attention, translating research findings into practical

2023
applications  for  individuals, clinicians, educators,
policymakers,  and  other  stakeholders  remains

underdeveloped. An integrative framework is necessary to
navigate the multidimensionality inherent in both gaming
and mental health [15]. The development framework should
harmonize the diverse psychological, social, cognitive,
emotional, and physiological facets into a unified perspective,
recognizing their intricate interplay [16]. However, this
demands a greater understanding of the mechanism that
interacts with mental health and gaming. The expansive
nature of gaming, encompassing various genres, platforms,
and motivations, necessitates a nuanced approach 3. This
complexity is reflected in how gaming engages participants on
cognitive, emotional, and social planes, generating intricate
interactions that impact mental health outcomes 3. A
comprehensive framework acknowledges these components
and examines their contribution to well-being or potential
harm. Furthermore, the effects of gaming on mental health are
not dichotomous; they vary based on individual differences,
game attributes, and broader life circumstances [17]. An
integrative framework must accommodate this variability,
recognizing how diverse factors interact from inherent
gaming features to individual psychological and physiological
responses to comprehend their combined impact on health
outcomes [18]. Such an approach avoids oversimplification,
allowing for a balanced perspective that acknowledges
potential benefits and risks, aiding informed decision-making
[19].

An integrative framework provides a pathway to bridge
this gap between research and practical application.
Integrating insights from diverse disciplines offers a
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comprehensive roadmap for crafting evidence-based
interventions, guidelines, and educational initiatives tailored
to various age groups, gaming genres, player profiles, and life
contexts [3]. This ensures interventions are tailored and
effective within players' unique circumstances. This review
aims to provide a clear mechanistic overview of different
factors that interplay between gaming and mental health. The
broader objective is to facilitate the necessary background
knowledge for developing an integrated framework for
researchers and practitioners in the mental health domain
that will enable them to develop tailored interventions in a
patient-centric environment. This review addresses a key
challenge within gaming and mental health research -
translating research findings into practical applications
through a mechanistic overview. To do so, a thorough
exploration of the multidimensional relationship between
gaming and mental health across cognitive, emotional, social,
physiological, and other factors is undertaken.

Methodology

This review employed a multidisciplinary approach to explore
the complex relationship between gaming and mental health.
An extensive literature review covered academic databases,
journals, books, and reports until September 2023. Databases
like Pubmed, PsycInfo, and Google Scholar were searched
using key terms such as "gaming," "video games," and "mental
health" to locate relevant articles, studies, and publications.

Recent publications were selected to maintain the credibility
and reliability of the study. The empirical data were carefully

collected from academic research papers, clinical studies,
industry reports, and government publications according to
their relevance to our research objectives to compile an
exhaustive dataset.

The data collected were organized and categorized
according to distinct themes related to identified mechanisms
(coping and escapism, psychological needs, obsessive
engagement) and moderators (psychosocial vulnerabilities,
psychological resilience, gender) for further analysis.
Categorization also enabled structured and systematic
analysis. A qualitative data analysis process was then used to
explore multidimensional aspects of gaming-mental health
relationships by focusing on patterns, trends, and

inconsistencies within data to gain a deep understanding of

how gaming impacts mental well-being.

Gaming Types and Mental Health

The intersection of gaming and mental health has recently

gained substantial scholarly attention due to their inherent
interconnectedness and dynamic characteristics [20].
"Gaming" encompasses various activities involving electronic
games, varying from rudimentary mobile applications to
intricate multiplayer virtual environments [21]. In contrast,
"mental health" pertains to individuals' intricate emotional,
psychological, and social well-being, encompassing their
adeptness in navigating stressors, including interpersonal
relationships and decision-making [22]. This convergence has
engendered research endeavors to uncover potential synergies
that can leverage gaming to enhance mental well-being.
"Applied games" have become a salient focal point in this

context. This categorization encompasses two primary

subdomains: serious games and gamification [23]. Serious
games denote digital applications that fulfill precise

educational, training, or health-improvement objectives.
These applications harness the immersive and interactive
facets inherent to gaming, repurposing them as a medium for
achieving specific outcomes [24]. Conversely, gamification
entails infusing game-related elements and mechanics into
non-gaming contexts, harnessing gaming's inherent allure to
foster engagement and motivation for endeavors beyond mere
amusement [25]. The intricate interplay between gaming and
mental health is emphasized by their capacity to exert positive
influences across mental well-being dimensions [26]. Applied
games offer a conduit to extend online interventions to
individuals who might otherwise manifest reluctance to
engage with conventional mental health resources. This
utilization leverages the pervasive popularity of gaming to
bridge potential gaps between those necessitating support and
the available services [27]. Furthermore, applied games
leverage the captivating nature of gaming experiences,
employing dynamics such as goal attainment, competition,
and reward systems to bolster user motivation and mitigate
attrition rates in online interventions [28,29]. These
motivational facets are particularly pivotal for sustaining
engagement within mental health interventions [30].

Applied games also provide a robust platform for
therapeutic evolution. Their adaptable mechanisms facilitate
behavior modification, cognitive restructuring, and emotional
regulation. Immersion within virtual or augmented reality
environments can engender flow states, fostering complete
concentration on task completion [31]. Applied games
facilitate experiential learning through iterative practice,
behavioral emulation, and social interaction, empowering
individuals to cultivate and consolidate new skills within a
controlled environment [32]. The landscape of mental
health-oriented gaming encompasses diverse categories that
manifest the breadth of approaches available [33]. These
classifications encompass exergames predicated on physical
activity, virtual reality games, games rooted in cognitive
behavioral therapy principles, entertainment-focused games,
biofeedback-based games, and cognitive training games. Each
category employs distinct mechanisms tailored to address
mental health concerns while accommodating diverse
preferences, needs, and demographic prerequisites [33].
However, despite the potential benefits of applied games,
significant challenges exist in their practical implementation
[34]. Similar to emerging fields, the foundation of evidence
regarding interventions based on both gaming and
non-gaming approaches is still evolving. Due to the dynamic
nature of this field, researchers and developers must adapt
quickly to changing technology platforms and shifts in user
preferences.

Positive and Negative Effects of Gaming on Mental
Health

Gaming and mental health have recently garnered significant
attention among researchers, practitioners, and the general
public. Gaming's effect on mental health outcomes can be
complex and multidimensional depending on various factors
like game type played, amount of time spent gaming,
individual characteristics, etc. [35]. This article investigates
gaming's dual nature by exploring its advantages and risks to
provide insight into its interdependent relationship between
playing video games and mental well-being.
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Positive effects
Improved cognitive skills

Certain  games  emphasizing  strategic  thinking,
problem-solving, and decision-making can help develop
cognitive abilities. These games require quick thinking, spatial
awareness, adaptability, and quick responses from players as
they adapt quickly to unfamiliar environments - helping
develop mental agility and critical thinking abilities while
increasing mental agility and mental agility in players alike
[36]. Complex tasks enhance brain power, improving attention,
memory recall, and spatial reasoning skills [36,37].

Stress relief and relaxation

Gaming can offer individuals an escape from real-world
stressors and help to provide temporary relaxation and stress
relief. Immersing oneself in an engaging game world may offer
respite from daily pressures while stimulating dopamine release
- a neurotransmitter associated with pleasure and reward -
leading to feelings of happiness and contentment [38].

Social connection and support

Multiplayer online games and virtual worlds offer spaces for
social engagement, particularly among those who struggle with
face-to-face communication [39]. Players can form friendships,
collaborate on tasks, and work towards common goals creating
a sense of belonging and community for those experiencing
loneliness and isolation. Gaming may offer an effective building
of new social relationships [40].

Negative effects
Excessive gaming and addiction

While moderate gaming may bring positive health outcomes,
excessive gaming has been linked with negative mental health
outcomes. Video game addiction, or internet gaming disorder,
is characterized by compulsive gaming behavior, including
preoccupation with gaming, withdrawal symptoms when not
gaming, and neglect of other important life activities such as
work and family commitments [41]. Excessive gaming can
result in neglected responsibilities, strained relationships, and
decreased mental well-being - potentially having serious
repercussions for all involved parties [42]. Social Isolation and
Loneliness: While gaming may foster social connections,
excessive playing hours can also contribute to isolation from
real-world relationships, reduced face-to-face interactions and
feelings of loneliness, and worsening mental health issues [43].

Negative impact on sleep

Gaming late at night can devastate one's ability to restful
slumber, interfering with your natural sleep-wake cycle and
leading to deprivation. Poor rest has serious repercussions for
mental health: mood disturbances, reduced cognitive
functioning, and elevated stress levels may all result from
insufficient slumber [44,45].

Aggression and desensitization

Video games that contain violent or aggressive content have
generated considerable debate regarding their potential effects
on behavior; prompting research that suggests such exposure
may increase aggression, desensitize users to violence, and
reduce empathy levels - potentially having serious ramifications
on mental health by contributing to aggressive tendencies or
negative emotional outcomes [46-48].

Mechanisms and Moderators in Gaming and Mental
Health

The intricate interplay between gaming and mental health is
underpinned by a multi-faceted interconnection of
mechanisms and moderators, necessitating a comprehensive
exploration. The conceptual framework that underscores the
gaming-mental health relationship is central to this
understanding.

Mechanisms

The coping and escapism mechanism elucidates how
individuals frequently turn to gaming to seek temporary solace
from stress, loneliness, or negative emotions. Gaming operates
as a coping strategy, relieving real-world pressures and
emotional regulation, thus offering a brief respite.
Simultaneously, gaming's allure of escapism enables
individuals to detach momentarily from the challenges of
reality by immersing themselves in virtual realms. However,
the outcomes of this mechanism are two-fold. On one hand, it
can yield positive effects, such as alleviating stress and
fostering a sense of achievement through in-game goals.
Conversely, excessive engagement with gaming due to
escapism may lead to neglect of real-life responsibilities and
heightened stress levels [49-53].

The psychological needs mechanism delineates how
gaming serves to address diverse psychological needs. These
encompass the pursuit of achievement, social interaction, and
emotional immersion. In this context, gaming offers a
platform for individuals to seek accomplishment and mastery,
thereby enhancing self-esteem. Moreover, the interactive
nature of gaming facilitates social connections, serving as a
realm for relationships and engagement. Additionally, the
immersive nature of gaming experiences draws individuals
into emotional involvement. The outcomes of this mechanism
can be advantageous, leading to heightened self-esteem,
improved social bonds, and amplified emotional engagement.
However, an excessive focus on achievement might
overshadow real-world relationships [54-58].

The obsessive engagement mechanism is characterized by
compulsive and pressured behavior surrounding gaming.
Individuals engrossed in this mechanism exhibit excessive and
compulsive gaming driven by internal and external pressures.
The outcomes of this mechanism primarily lean towards
negative consequences. They encompass the neglect of other
life domains, increased stress levels, compromised overall
well-being, and the potential development of gaming disorder
[59-61].

Moderators

The role of the Psychosocial Vulnerabilities Moderator comes
to the fore in shaping the relationship between gaming
behaviors and mental health outcomes. Stress, social
interaction anxiety, and loneliness emerge as psychosocial
vulnerabilities that can intensify this interplay. Elevated stress
levels amplify the impact of gaming behaviors on mental
well-being. Moreover, individuals with pronounced social
interaction anxiety may experience distinct effects related to
gaming behaviors, distinct from those with lower anxiety
levels. Loneliness also interacts with gaming behaviors to
influence mental health outcomes, with high levels of
loneliness potentially exacerbating the effects of gaming on
mental well-being. These interactions accentuate the
importance of these psychosocial vulnerabilities in the
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gaming-mental health nexus [62-70].

The Psychological Resilience Moderator protects against
the detrimental effects of stress and negative outcomes
associated with gaming behaviors. Individuals with greater
psychological resilience can adeptly cope with stressors,
potentially mitigating the adverse consequences of excessive
gaming. This interaction underscores the significance of
psychological resilience in moderating the link between gaming
behaviors and mental health outcomes [71-73].

Lastly, the Gender Moderator pertains to the influence of
gender on the relationship between fear of missing out (FoMO),
impulsivity, and gaming disorder. Gender-related disparities
impact coping strategies, motivations, and susceptibility to
gaming-related issues. Moreover, the association between
impulsivity and gaming disorder may manifest gender-related
variations, with the potential for a more pronounced correlation

among males. This interaction highlights the gender
dimension in shaping the intricate gaming-mental health
dynamic [74-77].

Integration of mechanisms and moderators

This conceptual framework integrates the coping and escapism
mechanisms, psychological needs, and obsessive engagement
with the moderating effects of psychosocial vulnerabilities,
psychological resilience, and gender. These mechanisms and
moderators collectively shape the relationship between
gaming behaviors and mental health outcomes. The interplay
between coping strategies, motivations, engagement types,
psychosocial factors, and individual characteristics highlights
the complexity of this relationship (Figure 1). Effective
prevention and intervention strategies must consider these
mechanisms and moderators to promote healthier gaming
behaviors and protect mental well-being [78].

Psychological
Needs
Mechanism

Coping and
Escapism
Mechanism

Psychosocial
Vulnerabilities
Moderator

Obsessive
Engagement
Mechanism

Gender
Moderator

Psychological
Resilience

Mental Health Outcomes

Well-being
Stress Levels
Social Bonds
Gaming Disorder
Self-esteem

Moderator

Figure 1. A simple conceptual framework of the relationship between gaming behaviors and mental health.

Gaming-mental health relationships are complex. Coping
strategies, psychological needs, and engagement types all play
an essential part in shaping how gaming impacts mental health
outcomes; psychosocial vulnerabilities such as psychological
resilience motivations and gender also play a part in
complicating this relationship [79]. Therefore, understanding
these mechanisms and moderators is paramount to crafting
effective prevention and intervention strategies to encourage
healthy gaming behavior while safeguarding mental well-being

Challenges and Opportunities in Addressing
Excessive Gaming and Mental Health

The relationship between excessive gaming and mental health is
complex and multidimensional, posing opportunities and
challenges for researchers, practitioners, and stakeholders [80].
At the same time, excessive gaming has become more evident as
having detrimental effects on mental well-being than beneficial
gaming features creating difficulties for counselors and

psychiatrists who seek to provide effective guidance for
individuals struggling with gaming-related issues [81].

Balancing harmful and beneficial effects

Walking the line between acknowledging the potentially
negative consequences of excessive gaming on mental health
while acknowledging its benefits can be tricky [82]. A key
challenge is identifying the boundary between harmless
entertainment and problematic behavior. This gray area makes
practitioners' jobs even harder, leaving them to make
subjective judgment calls rather than clear criteria for
intervention [83]. Furthermore, something that might seem
problematic to one individual could be within normative
limits for another, making standardized approaches harder to
develop.

Lack of consensus on diagnostic criteria

The lack of consensus surrounding gaming disorder diagnostic
criteria reflects mental health professionals' difficulty in
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dealing with new and technological-related issues [84]. With
clear criteria, practitioners find it easier to identify problematic
gaming behaviors from casual engagement consistently.
Without defined standards for diagnosing and treating
gaming-related concerns, it remains subjective, potentially
leading to differing approaches among practitioners [85]. This
issue calls for further research and collaborative efforts among
providers to establish universally accepted guidelines.

Evolving gaming landscape

The rapid evolution of the gaming industry adds a layer of
complexity to the issue. With new platforms, technologies, and
games constantly emerging, practitioners are in a perpetual
game of catch-up. This dynamic landscape means that today's
research could be outdated quickly, rendering its relevance
questionable [86]. The challenge here is to keep up with these
rapid changes and predict the potential impacts of gaming
experiences that still need to be conceptualized. This calls for
flexible and adaptive approaches to research and intervention
[87,88].

Stigma and misunderstanding

While acknowledging the stigma associated with excessive
gaming is important, it is also necessary to recognize that not all
stigmas are unwarranted. The challenge here is distinguishing
between legitimate concerns and exaggerated fears [89].
Misunderstandings about the positive aspects of gaming may
contribute to oversimplification, yet it is essential not to
minimize its potential harm. The real challenge is finding an
acceptable middle ground where gaming-related concerns are
taken seriously without demonizing gaming. Achieving this
balance requires open dialogue, accurate information
dissemination, and collaboration between the gaming industry
and mental health professionals [90,91].

Opportunities
Holistic understanding

While the call for a holistic understanding is admirable, the
challenge lies in effectively operationalizing and integrating
these multi-faceted factors into practical interventions [92].
Determining which factors are the most significant for each
individual and understanding how they interact is complex and
time-consuming. It demands a comprehensive assessment
process that might only sometimes be feasible within the
constraints of typical counselling sessions [93]. Additionally, the
practical implementation of such tailored interventions on a
large scale poses logistical challenges, potentially limiting their
widespread application.

Incorporating positive psychology

Incorporating positive psychology into counseling approaches
is promising but must be executed cautiously. Emphasizing the
potential benefits of gaming could inadvertently downplay the
very real risks associated with excessive gaming [94]. Striking a
balance between promoting positive aspects and addressing
negative consequences is a delicate task that requires careful
communication [95]. Overselling the therapeutic benefits of
gaming could lead to complacency or a lack of urgency in
dealing with problematic behaviors.

Customized interventions

Leveraging gaming technologies for mental health support
presents exciting possibilities. However, there is a need to

scrutinize the efficacy of such interventions rigorously [96].
While combining enjoyment with therapeutic outcomes is
appealing, it requires empirical evidence to demonstrate its
effectiveness. Furthermore, using gaming for intervention
could raise ethical concerns about potentially exploiting
vulnerable individuals who seek relief from gaming [97].

Education and prevention

Educational efforts aimed at parents, caregivers, educators,
and gamers are undoubtedly valuable. However, these efforts
need to be rooted in accurate and up-to-date information. As
the gaming landscape evolves rapidly, outdated advice might
inadvertently contribute to misunderstandings [98].
Additionally, addressing excessive gaming solely from an
educational perspective might neglect the complexities of
underlying psychological factors that drive problematic
behaviors.

Integrating resilience-building

Focusing on building psychological resilience in individuals
susceptible to gaming-related stressors is a double-edged
sword. While empowering individuals with coping skills is
essential, this approach could inadvertently shift the
responsibility onto the individual, overlooking broader
systemic issues. Relying solely on resilience-building might
underestimate the significance of external factors such as
social support, family dynamics, and peer influences [99].

Collaboration with the gaming industry

Collaboration with the gaming industry holds potential but
raises concerns about conflicts of interest. The billion-dollar
gaming industry might prioritize profits over user well-being,
potentially undermining the credibility and effectiveness of
any industry-led initiatives. Striking a balance between
responsible gaming practices and industry interests is
challenging. Ensuring that the primary goal remains the
well-being of gamers, especially children and adolescents, is
vital [99].

Navigating the Complexity of Gaming and Mental
Health: Collaborative Strategies

The interaction between gaming and mental health is intricate,
demanding a comprehensive exploration of its mechanisms.
Integrating research, practice, and industry can offer a
balanced approach to tackle challenges linked to excessive
gaming and mental well-being. In this scenario, the
relationship between gaming and mental health unfolds a
multi-faceted narrative where various mechanisms and
moderators converge. The Compensatory Model of Media Use
emerges, underlining gaming as a coping mechanism amid
life's challenges. Stress, social interaction anxiety, and
loneliness amplify gaming's impact on mental health.
However, inconsistencies arise, showcasing positive and
negative outcomes [100-104].

Amid these shifts, substantial opportunities come to light.
Tailored interventions, merging technology with therapeutic
objectives, step into focus. Education and prevention become
integral, propelled by collaborations between practitioners and
caregivers. Providing individuals with knowledge about
healthy gaming habits, recognizing warning signs and
fostering resilience guide a mindful approach to navigating the
gaming landscape [105,106]. Still, addressing the intricacies
and challenges of this journey is challenging. Acknowledging
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the gaming industry's positives while addressing potential
pitfalls becomes crucial. The absence of diagnostic consensus
complicates identifying problematic gaming behaviors. Rapid
technology evolution outpaces adaptation, and stigma persists,
hindering support-seeking [107,108].

During these challenges, collaborative solutions emerge as
afocal point. A partnership between the counseling and gaming
industries surfaces, promoting responsible gaming practices,
parental controls, and tools for positive behavior. This
reframing presents gaming as both a challenge and a solution.
The interplay of psychosocial factors and gaming behaviors
assumes importance, emphasizing the nuances within this
relationship [109,110]. An integrative framework is imperative
to address these intricacies, bridging research and practice in
gaming's impact on mental health. The holistic nature of this
relationship demands a comprehensive approach. Research
findings oscillate between positive and negative outcomes,
highlighting the need for an encompassing framework for
effective interventions. This framework should encompass
therapeutic potential, risks, and personalized strategies aligned
with tailored interventions [111-113].

As the gaming landscape evolves rapidly, this framework
becomes invaluable. Practitioners remain adaptable and

relevant by grounding interventions in a deep understanding of

gaming intricacies and their interplay with mental health. This
adaptability ensures that interventions effectively address
current challenges and prepare individuals for upcoming shifts
[114,115]. Importantly, the framework's impact extends beyond
counseling involving external stakeholders. Collaborations with
the gaming industry, educators, parents, and caregivers
establish a holistic approach. Leveraging diverse expertise, these
alliances co-create responsible gaming practices and tools for
well-being within the gaming community [116,117]. The call for
an integrative framework underscores the need for synergy
between research and practice. This evidence-based, adaptable
framework guides practitioners through the intricate
relationship between gaming and mental health. It weaves
together research insights, therapeutic expertise, collaboration,
and adaptability. As understanding of gaming's impact
advances, this holistic approach is a compass for navigating a
balanced trajectory [118,119].

Main Findings and Implications

Empirical research reveals the intricate connection between

gaming and mental health, highlighting a complex interplay of

positive and negative influences [120-124]. Through thorough
analysis, three fundamental mechanisms emerge as
foundational factors. First, coping and escapism mechanisms
indicate individuals' tendency to use gaming as a stress-coping
strategy, offering momentary relief from real-life pressures and
a sense of achievement [125]. Second, the psychological needs
mechanism  underscores gaming's role in fulfilling
psychological needs like achievement, social interaction, and
immersive experiences, impacting mental health trajectories
[126]. Third, the obsessive engagement mechanism emphasizes
compulsive gaming's substantial contribution to mental health,
characterized by excessive and compulsive gaming behaviors
[127]. Furthermore, the identification of moderators
accentuates the intricate interplay between gaming behaviors
and mental well-being [128,129]. Stress, social interaction
anxiety, and loneliness amplify the effects of gaming behaviors
on mental health outcomes, while psychological resilience

buffers against gaming-related stressors. Gender moderates
the connection between impulsivity and gaming disorder,
revealing gender-based disparities in susceptibility to
gaming-related issues [130]. The implications of these findings
are profound and varied [131]. Acknowledging the dual
outcomes of gaming on mental health is essential for a
balanced perspective.  Practitioners, researchers, and
stakeholders should consider therapeutic benefits and
potential drawbacks when designing interventions [46]. This
approach calls for a comprehensive assessment of individuals'
gaming habits, motivations, and vulnerabilities, leading to
tailored interventions that promote well-being and responsible
gaming practices [132].

Conclusions

In conclusion, the dynamic relationship between gaming and
mental health is a multi-faceted journey that demands a
comprehensive and balanced approach. Empirical research
underscores the intricate interplay between positive and
negative influences resulting from gaming behaviors. Coping
and escapism mechanisms offer temporary relief from
real-world stressors, while psychological needs mechanisms
fulfill achievement and social interaction desires, and
obsessive engagement mechanisms highlight the role of
excessive gaming in mental health. Moderators, such as
psychosocial vulnerabilities, psychological resilience, and
gender, further complicate this intricate interplay, amplifying
or mitigating the impact of gaming on mental well-being.

These insights carry profound implications for practice,
urging a holistic perspective that acknowledges both the
therapeutic benefits and potential risks of gaming. A
collaborative and evidence-based framework emerges as an
essential tool to navigate this complexity, bridging research
and practice. By fostering alliances with stakeholders, such as
the gaming industry, educators, parents, and caregivers, this
framework ensures that responsible gaming practices and tools
for well-being are integrated into the gaming community. It is
a compass that guides practitioners through the ever-evolving
gaming landscape, enabling them to craft tailored
interventions that promote psychological well-being. As the
gaming landscape continues to evolve, this framework remains
adaptable and relevant, contributing to the well-being of
individuals, communities, and society.
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