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ABSTRACT

This study examined how news has covered games since the decision to include
gaming disorder in ICD-11. Data were 694 news article on games in five major
newspapers. The results indicated the following: While the proportion of reports on game
industry was high, those reports were mainly straight news announcing industry status
and corporate management status. Reports on game policy focused on regulations,
particularly game addiction or disorder. Reports on game uses and effects showed very
low rates, but they have followed the existing practices of reporting games as the cause
of extreme crimes and deviant behaviors.
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[Table 1] News on game industry: topics

topics N %
industry status 252 47.6
management status of individual 168 318
game companies
structural pr'oblems in the game 91 40
industry
positive organizational culture of 6 11
game companies
convergence of games and new 91 40
technologies
introduction to serious games 1 26
and related industrial trends '
e-sports 10 19
gambling controversy 9 1.7
industry-led activities for game 7 13
culture spreading '
increase of industrial value due
4 0.8
to the growth of user base
the professional value of the 6 11
game(economic reward) '
the professional value of the 9 04
game(creative activity) '
etc. 9 1.7
Total 529 | 100.0
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[Table 2] News on game industry: sources
(multiple coding)

item N %
government 4 0.7
political party 0 0.0
ministry of cu%ture, sports 1 93
and tourism
ministry of gender equality
. 1 0.2
and family
academic experts 33 55
medical experts 0 0.0
teacher/parent organizations 0 0.0
youth groups 0 0.0
press 17 2.8
internet/ commumca.tlon/ 69 115
platform companies
game industry workers 188 31.2
specialized 87 | 145
agencies/institutions
foreign organizations/cases 1 0.2
individual 15 25
prosecutor/police/judge 2 0.3
none 139 23.1
etc. 32 5.3
Total 602 | 100.0
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[Table 3] News on game industry: evidence types
of claims (multiple coding)

item N %
personal experience 6 4.4
expert opinions 86 63.2
scholarly literature 0 0
statistical materials 42 30.9
none 2 1.5
Total 136 | 100.0
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[Table 4] News on game policy: topics
(multiple coding)

item N %

game addiction/gaming disorder | 87 75.0
'or?hne game payment 1 95

limit/payment system

shutdown system 9 7.8

game rating system 2 1.7
random reward items 1 0.9
restrictions on import/export 0 0.0
etc. 6 5.2
Total 116 | 100.0

AY T35 71Akell tigh AFEEQ EA e Sol7t

£ 441%, B4} W GAS BE GE A
515%%ith = 4 oA vE AY JAE
Agetae W ol A

7
94 wig gee 3

[Table 5] Addiction regulation: opinion valence

item N %

pro regulation 3 4.4
opposing regulation 30 44.1
both 35 51.5
Total 68 100.0
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[Table 6] Reasons for pro regulation
(multiple coding)

item N %
prevention/treatment 12 21.1
social relation problems 8 14.0
inducing deviant

behaviors/crimes 8 140
study/work interruption 6 10.5
brain anomaly 4 7.0
emotional/physical problems 4 7.0
gambling problems 4 7.0
none 9 15.8

etc. 2 35
Total 57 100.0
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[Table 7] Reasons for opposing regulation
(multiple coding)

item N %
rebuttal on the validity of the a1 937
grounds for approval
shrinkage of industry 25 19.1
stigmatizing users/games 19 14.5
suggesting external factors as 13 9.9
the cause of addiction o
leisure/hobby functions 8 6.1
negative emotion relief 6 46
violation of user rights and 6 16
autonomy
point out that it is anachronistic 6 4.6
social/cultural/educational
. 2 15
function of the games
social connection functions 1 0.8
none 0 0.0
etc. 14 10.7
Total 131 100.0
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[Table 8] News on regulation: sources
(multiple coding)

pro opposing
item regulation || regulation
N| % N| %
government 16 | 30.8 4 3.6
political party 0 0 2 1.8

ini f cul
ministry of cu t}lre, 0 0 16 | 14.3
sports and tourism

ministry of gender

equality and family 1 19 0 0
academic experts 6 | 115 19 | 17.0
medical experts 8 | 1564 4 3.6

teache.r/pzfrent 0 0 0 0
organizations
youth groups 0 0 0 0
press 0 0 0 0
internet/communication/ 0 0 0 0

platform companies

game industry workers 1 19 31| 277
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[Table 9] News on regulation: evidence types for
claims (multiple coding)

specialized 122311 24| 214 . Pro. opposing
agencies/institutions item regulation regulation
foreign 0 0 3 97 N % N %
organizations/cases ' personal experience 1 2.3 0 0.0
individual 2 3.8 2 1.8 expert opinions 15 34.9 16 21.9
prosecutor/police/judge 0 0 0 0 scholarly literature 2 4.7 10 13.7
none 2 3.8 4 3.6 statistical materials 6 14.0 15 20.5
etc. 4 7.7 3 2.7 none 19 44.2 32 43.8
Total 52 | 100 || 112| 100 Total 43 1 1000 | 73 100.0
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[Table 10] News on game uses and effects: topics

item N %

cause of deviance and crimes 20 33.9
cause of violence 17 28.8
addiction 8 13.6
educational functions 6 10.2
leisure, play, and entertainment 3 51
negative emotion relief 1 1.7
etc. 4 6.8
Total 59 100.0
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[Table 11] News on game uses and effects:

sources (multiple coding)

item N %
government 7 12.7
political party 0 0
ministry of culture, sports 0 0
and tourism
ministry of gender equality
. 0 0
and family
academic experts 6 10.9
medical experts 1 1.8
teacher/parent organizations 0 0
youth groups 0 0
press 8 145
internet/communication/ 1 18
platform companies '
game industry workers 0 0
specalzed 3 | 55
agencies/institutions
foreign organizations/cases 3 55
individual 7 12.7
prosecutor/police/judge 9 16.4
none 6 10.9
etc. 4 7.3
Total 55 100.0
ol Y ZA HHEL I AlElvl BAE go
U F2 ‘[AE7FY A (G7.1%)E gt I
oA A 2R mvel de A4 wE
ek AR g dErte] AsE AAEE 4
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[Table 12] News on game uses and effects:
evidence types for claims (multiple coding)

item N %
personal experience 1 7.1
expert opinions 8 57.1
scholarly literature 0 0
statistical materials 1 7.1
none 4 28.6
Total 14 100.0
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