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M 2] WHO (2018) acknowledged addiction to internet gaming as a
genuine disorder, named Internet Gaming Disorder (IGD), defined as
“Persistent and compulsive use of the internet to engage in games, of-
ten with other players, leading to clinically significant impairment or
distress.” Developing online platforms foster characteristic online so-
cial relationships, even in games like MMORPG (massively multiplayer
online role playing game). These relationships can intensify the ten-
dency to compulsively engage in gaming. Therefore, the prevalence of
online gaming disorders becomes more closely linked to the population
dynamics of gamers. The inherent social reinforcement provided by on-
line games makes it challenging for addicted gamers to regain control
and revert to moderate gaming. We employ a mathematical model of
the population dynamics about online gaming, using ordinary differential
equations. Our model results emphasize the critical importance of earlier
intervention to identify and address online gaming disorders, potentially
leading to medical /therapeutic treatment. Without such well-systemized
intervention, the number of addictive gamers could escalate beyond the

socially manageable level.
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