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Extended summary

Introdution

In recent years, mental health has been gaining importance in society. This could be due
to the increased detection of cases of mental illness. In Spain, about 1 in 10 people over
15 years of age have been diagnosed with some mental disorder during 2017 (Suérez et
al. 2019), with depression and anxiety being the most common types of disorders.

Moreover, the global pandemic has aggravated this whole problem, but, it has also raised
awareness that new solutions are needed. Video games arrived many years ago to our
society, bringing benefits and leaving behind a large number of detractors who see this
medium as it brings out the worst of people (Tejeiro, 2009). However, recently studies
have begun to be conducted in which video games are used as part of treatments for many
mental ailments. The use of "Serious Games" seems less novel, but it is still very recent.
Even more recent, however, is the interest in casual video games as possible treatments
for affective disorders. Therefore, in order to further investigate this possibility, the
research question of the present work is posed:

Are commercial video games effective in treating symptoms of emotional disorders?

Method

The review followed the PRISMA guidelines set out in the work of Urrutia & Bonfill
(2010). The type of research was not taken into account, nor was the origin of the
participants. All participants had to present symptoms of anxiety or depression. The
language chosen was English. The documents had to be recently published, discarding all
those prior to 2017. The papers had to deal specifically with casual video games,
discarding any experiments with serious games. They also had to be used to reduce
depressive and/or anxious symptoms, discarding any experiments using videogames for
other purposes. The databases reviewed were Scopus, PubMed and APA Psyclnfo.

Results
A total of 191 documents were found in the SCOPUS, PubMed and APA Psycinfo
databases. After all the filters, only 5 remained to be reviewed. These are the 5 documents:

e Examining the effects of casual video gameplay as an intervention to alleviate
symptoms of depression on both subjective and objective measures. By Brown-
Bochicchio (2020).

e Zombies vs. Anxiety: An augmentation study of prescribed video game play
compared to medication in reducing anxiety symptoms. By Fish, Russoniello and
O’Brien (2018).

e Fighting depression: Action video game play may reduce rumination and increase
subjective and objective cognition in depressed patients. By Kiihn, Berna, Ldtke,
Gallinat, and Moritz (2018).



e Canacommercial video game prevent depression? Null results and whole sample
action mechanisms in a randomized controlled trial. By Poppelaars, Lichtwarck-
Aschoff, Otten, and Granic (2020).

e The efficacy of playing videogames compared with antidepressants in reducing
treatment-resistant symptoms of depression. By Russoniello, Fish, and O’Brien
(2019).

Here is the flow chart that explains the selection process (Figure 1):
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After reviewing the 5 papers, 80% of the experiments found benefits in the use of video
games for the reduction of depressive and anxiety symptoms. All the interventions lasted
approximately 4 weeks and the majority (80%) were carried out on participants between
18 and 65 years old.

Discussion

The results indicate that the use of casual video games for the reduction of symptoms of
depression and anxiety may be beneficial and could therefore be used as a treatment.
Furthermore, these results are consistent with other systematic reviews such as the one
conducted by Pine, Flaming, McCallum, and Sutcliffe (2020). However, these results are
not conclusive as few experiments have been analyzed (only 5). Therefore, this work
should be taken as a support for researchers who want to continue experimenting with
this medium, since, for the moment, it seems to have a lot of therapeutic potential.

Conclusion

As mentioned above, further research into this possible therapeutic avenue would be
worthwhile, as, with the increasing demand for mental health care, casual video games
could be a solution to the problem of waiting lists for care. The research question is
partially answered, since, despite good results, experiments are scarce.
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