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[bookmark: _Toc2]Article summary:
1. This article provides a qualitative analysis of online gaming addicts in treatment, exploring the development of self in the era of the internet and role-playing fantasy games.
2. It reviews current assessment techniques and potential assessment questions for internet addiction, as well as identity exploration in World of Warcraft.
3. The article also examines pathological computer game use, drug addiction, social interactions in massively multiplayer online role-playing gamers, psychological addictions, and components model of addiction within a biopsychosocial framework.
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May be slightly imbalanced: The article presents the information in a generally reliable way, but there are minor points of consideration that could be explored further or claims that are not fully backed by appropriate evidence. Some perspectives may also be omitted, and you are encouraged to use the research topics section to explore the topic further.
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The article is generally reliable and trustworthy due to its use of credible sources such as The American Journal of Psychiatry, CyberPsychology & Behavior, The New England Journal of Medicine, British Journal of Addictions, International Journal of Mental Health and Addiction, Revista de psicoterapia, Clinical Psychology Review, Personality and Social Psychology Review, and Psychology and the Internet: Intrapersonal Interpersonal and Transpersonal Implications. Furthermore, it provides an extensive list of references which further adds to its credibility.
However there are some potential biases that should be noted. For example, the article does not provide any counterarguments or explore any possible risks associated with online gaming addiction. Additionally, it does not present both sides equally; instead it focuses mainly on the positive aspects such as identity exploration in World of Warcraft without providing any evidence for its claims or exploring any potential risks associated with this type of activity. 
In conclusion, while this article is generally reliable due to its use of credible sources and extensive list of references; there are some potential biases that should be noted such as lack of counterarguments or exploration into possible risks associated with online gaming addiction as well as one-sided reporting which focuses mainly on the positive aspects without providing evidence for its claims or exploring any potential risks associated with this type of activity.
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· Online gaming addiction risks
· Negative effects of online gaming
· Online gaming addiction treatment
· Online gaming addiction prevention
· Online gaming addiction research
· Online gaming addiction statistics
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