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Abstract

The popularity of smartphones and mobile communications has made mobile phones and game addictions like
"electronic opium" spread. The World Health Organization (WHO) officially listed "gaming disorders" as mental
illness at the beginning of this year. In 2018, it is expected to encourage more experts to invest in relevant medical
research, so that addicts have more resources to seek help. The researchers used the method of Textual and
Discourse Analysis. The narrative document not only reflects norms, but also shapes norms: human behavior is
based on social structure, but in turn constructs social structures. The findings are that human beings are destined to
live in a virtual world. There is no good or evil, only how to choose. We can also use the electronic virtual world to

help our lives.
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1. Introduction

At the beginning of this year, the World Health Organization (WHO) (2018) [1] included "gaming disorder" in the
new edition of the International Classification of Diseases and Related Health Problems (ICD), which listed our
commonly known "game addiction" as gambling. One of the addictive behaviors of abnormal problems such as
hoarding disease, as a new medical reference standard, the relevant regulations came into effect in 2018 [2,3].
According to the WHO (2018) [1] about 2% to 3% of the global game population has game barriers, and three
criteria for "game disorder™ are listed: (1) Loss of control over the game play (the frequency, intensity, and time of
playing the game should be taken into account); (2) The importance of the game is higher than other interests in life;
(3) If you know that the game will have a negative impact, you still choose to continue playing the game. In fact, if
you look at the above three points, perhaps many people have similar symptoms, but WHO has more stringent

regulations on addiction. Generally speaking, the above-mentioned addiction indicators must appear for 12
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consecutive months, seriously affecting family and social. It is possible to be diagnosed as an addiction by studying,

working, and working [4].

2. Literature Review

2.1 Medical Care is a Challenge

The latest version of the International Classification of Diseases and Related Health Problems (2018) [5] officially
lists game addiction as a form of mental illness, and WHO will continue to inform governments to incorporate game
addiction into the health care system [6]. At the beginning of the year, when WHO (2018) first listed "game
disorder" in the list of mental illnesses, it caused a discussion. The fifth edition of the psychology diagnostic manual
DSM-V, which is currently used by psychologists, has not listed game addiction as Disease is only considered to be
a case that requires further research. There is also a group of people who are worried that this may deepen the
unnecessary panic when parents judge whether their children are "game lovers" or "addicts". Some people may not
be addicted, but they may be classified as a kind of Diseases, how countries will take care of medical care will be a
big challenge. And in the era of rapid technological evolution, playing electric power may also have social
interaction components. Today, digital life and daily life have been blended to some extent, so parents do not have
to panic because of the latest revision of WHO. Forcing isolation from video games is not necessarily the best

practice [7].

In addition, the doctor will not immediately start to diagnose the "game disorder" of the patient, because the latest
revised version of ICD-11 must be voted at the World Health Assembly in May 2019. It will not be implemented
until January 2022, and WHO will only promote it to all countries in the world. It does not have the right to require
countries to adopt it. Governments still have the right to adopt it (WHO, 2018) [1].

2.2 Asian Countries Face Game Addiction Practices

According to statistics, there are currently about 2.6 billion game populations in the world [8]. With the well-known
game Fortnite, the average annual revenue will be 300 million US dollars [20]. The global annual revenue of the
game industry is estimated to grow 31% within 3 years. Reached $180 billion [9]. The video game industry is not
just entertainment. There are huge economic benefits and industrial ecosystems behind it. Universities in many

Asian countries have even officially added e-sports departments [10].

Of course, while taking into account the development of the industry, the government must also take into account
the healthy development of the whole people and propose good supporting measures [11]. For example, if Singapore
has a casino to develop sightseeing, the local government will set strict regulations and must be 21 years old to enter
the casino. You must also pay an additional entrance fee. If you find that your relatives are addicted, you can apply
for a “ban”. The electric industry is the same. The countries in the world must face the development of the video

game industry and must also address the addiction [11].
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2.3 Research Methods

The researchers used the method of Textual and Discourse Analysis [12,13]. On the one hand, for discussion; on the
other hand, for text analysis. The characteristics of narrative analysis are not limited to the text itself, but also
analyze the text construction situation: avoiding the simple review of the "text itself", but should include the social
history of constructive discussion into the analysis, so that the analytical argument is more grounded and can
provide more multiple insights [14]. Therefore text analysis is part of the narrative analysis [15-17].

The narrative document not only reflects norms, but also shapes norms: human behavior is based on social structure,

but in turn constructs social structures [12,18].

2.4 Finding

2.4.1 South Korea

The South Korean authorities passed a bill in 2011 that requires 1D certification for online games. Teenagers under
the age of 16 cannot play online games between midnight and 6 am to help young people overcome Internet
addiction [1].

2.4.2 China
In July 2017, Tencent China launched an anti-addiction mechanism on the “Glory of the Kings” game platform to

regulate the playing time of underage users [10].

Users under the age of 12 will be online for up to 1 hour per day, and logins will be prohibited after 9:00 PM;
minors over 12 years of age will be online for up to 2 hours per day, and will be forced to go offline after the
timeout. At the same time, in order to prevent underage users from logging in with other accounts, the player's

account will be bound to the hardware device, and the parent can force the offline setting of the bound device [19].

2.4.3 Taiwan

Taiwan’s Weifu Department also followed the latest WHO draft to include game addiction as one of the mental
illnesses. However, at this stage, there is no health insurance diagnostic code for game addiction. At present, doctors
use anxiety syndrome when they are diagnosed with addiction. Depression, impulsive control disorder as a diagnosis
result, because Taiwan adopts WHO's diagnostic classification system, with the latest revision of the WHO, the new

game addiction health care diagnostic code will not be excluded in the future [1].

In addition, in the past, the Director of the Department of Psychology and Oral Health of the Department of Health
and Welfare, Li Lizhong, said that in the future, Taiwan hopes that Taiwan can use the Korean standard to restrict
the use of the Internet by the underage users in the middle of the night. However, the relevant regulations also need
to integrate the video game operators to import the real-name system. Only when the consensus of the whole people
is reached will it be possible to formulate relevant management norms [1].
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2.5 Why is video games always addictive?

According to one statistic, there are 155 million gamers in the United States alone, 44% of whom are women.
Regardless of the location and source of the statistics, the video game industry has been unable to withstand the
savage beasts and produce by-products such as game reviews (such as Pewdiepie and the Unified God) and athletic
competitions [4]. Video games are an uncompromising force, and this is an indisputable fact. From my childhood
Nintendo, Gameboy to today's diverse video game companies, video games have proved to be an intractable

attraction, like an open flame, but human beings are flying insects [6].

Why are video games always addictive? A number of theories, some say that some people are Loser in the real
world, they are anesthetizing themselves in video games, we can always find young people who lose their will in the
Internet cafes; others say that video games meet the needs of human beings in reality [7]. Unexpected illusions, such
as human sinful desires, are met in the GTA, others say that the entire design of electronic play, by the picture, the

statement, the gameplay, is aimed at increasing the adrenaline, so it is impossible to stop [8].

However, those theories are just scorpions, and they can only tell one side of video games [2]. If Loser loves video
games, the socially-labeled Loser is really easy to indulge in video games and can't live normally, but there are also
many so-called successful people who also play video games [8]. They also play well, and children are easy to

indulge. A group of video games, how can they be frustrated as adults in real life?

The main reason for indulging in video games is not the theory mentioned above, but the fact that video games have
an instant positive feedback system, which is a common feature of all games and even all virtual worlds (such as
social media) [2]. Human beings are very sensitive to positive feedback. If the positive response of a certain

behavior is faster, then more motivation and pleasure will be obtained. In psychology, it is also called conditioning

2.
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