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"[T]he aim of this chapter is to contribute...with two perspectives on problem gaming, i.e. that of the people who are treating problem gaming every day as well as that of the people who receive treatment, the latter of which are arguably those most impacted by it. Our findings make it possible to problematize the definitions of problem gaming in the existing literature, along the lines of other
chapters of this anthology. Finally, the chapter will discuss some of the implications of these different perspectives on problem gaming for treatment, identity construction, and societal power structures." (Authors, 91-92)
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"[F]rom the perspective of the three groups of interview- ees, treatment professionals, parents and gamers, problem gaming is defined through the negative effect the gaming behavior has on other areas of life, which then leads to suffering on the side of the gamer. Problem gaming is not seen as the one aspect that needs to be removed from a gamers life in order to resolve it; instead, the gamers life needs to be refilled with the elements that have been lost due to problem gaming." (Authors, 104)
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