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This case study focuses on a 16-year-old boy named Aleksy who is of Polish origin. Himself and his family moved to Wales two years ago but despite this, Aleksy struggles with learning the English language. Aleksy has been showing signs of low mood, social withdrawal and overuse of the internet, which have ultimately caused concern for his parents. Due to these concerns, Aleksy’s parents have referred him to counselling. Aleksy has difficulty forming social relationships and has a negative attitude towards his brother and father for unknown reasons. Aleksy has turned to playing internet games because of the loneliness. It is suspected that due to this excessive time spent online, that Aleksy has formed Online Gaming Addiction (OGA) as a coping mechanism for his issues and feelings of loneliness. It is reported that Aleksy spends approximately three to five hours playing internet games on weekdays and 14 hours at the weekends. Aleksy is aware that this is becoming an unhealthy addiction and recognises that it needs to be resolved, with the hours of gaming being decreased.

The purpose of this case study is to find what types of therapy and support would best suit Aleksy to aid him with his problems and successfully solve the problem. In this case study, both Cognitive Behavioural Therapy and Virtual Reality Therapy will be examined to see the effectiveness of both as possible options of support for Aleksy.

The symptoms that Aleksy is experiencing, such as the low moods and social withdrawal would indicate that he may be suffering from depression and anxiety (Chorpita, Yim, Moffitt, Umemoto & Francis, 2000). Although it is common for adolescents to endure mood swings whilst growing up and experiencing puberty (Larson, Csikszentmihalyi & Graef, 1980), it has also been discovered that learning a completely new foreign language can add a great deal of stress and be a contributor towards anxiety (Al-Shboul, Ahmad, Nordin & Rahman, 2013). Aleksy’s struggles with learning a new foreign language could also be a contributor towards his lack of social interaction and ability to form social relationships (Leong, 2015). 

Aleksy’s overuse of the internet and online gaming, along with isolating himself on his computer due to his feelings of loneliness, would suggest that he may suffer from OGA (Online Gaming Addiction), (American Psychiatric Association, 2013; see also Young, 2009). This disorder is more commonly found in children and adolescents (Van Rooij, Schoenmakers, Vermulst, Van Den Eijnden & Van De Mheen, 2010). It is thought to be just like any other addiction with the usual classic side effects such as; excessive overuse or overindulgence, with the addiction often interfering with social relationships and replacing other activities (Yee, 2006). Often enough with addiction the user sometimes denies having a problem at all, whether they be in denial or are unable to see the that there is in fact an underlying issue to be dealt with (Rinn, 2002), though Aleksy is aware of the problem and has stated himself that he would like to decrease the amount of time that he is spending on the internet. 

The recognition of internet addiction has grown over the last decade leading to its acceptance as a legitimate clinical disorder which often requires treatment (Young, 1998). It is now identified as a world spread issue with young people being affected in many different countries across the world (Griffiths, Kuss, Billieux & Pontes, 2016). It can somewhat be difficult though for clinicians to diagnose the disorder as it can often be masked by realistic and genuine uses of the internet for things such as homework but also, a lot of the symptoms can stem from other underlying disorders which have resulted in the addiction often these disorders being similar and common to those suffering from Online Gaming Addiction (Kuss, Griffiths & Pontes, 2017). For example, people that have anxiety and struggle to maintain relationships and have feelings of loneliness, much like Aleksy, often turn to online gaming to comfort those feelings of isolation and as a psychological way to escape (Martončik & Lokša, 2016). Often when in a virtual world, they find their character being very much different than their true selves, often feeling more confident or to feel a sense of purpose if their character is important or skilled. Although this could make them feel more confident in the virtual world, it could also make them feel disappointed in comparison with themselves back in reality (Klimmt, Hefner & Vorderer, 2009). 

Often people suffering from anxiety may find it easier to communicate to people online, whether that be through messages or on a headset and ultimately obtain online friends rather than real life friends (Cole & Griffiths, 2007). Though this is not considered healthy to only have online relationships, it does however relief the subject from their feelings of loneliness, from the comfort of their own room (Kolo & Baur, 2004). Also, some studies have found that participating in Massively Multiplayer Online Role-Playing Games (MMORPG) has potential to aid in the learning of a second language as well as educational purposes (Kongmee, Strachan, Pickard & Montgomery, 2012).

If parents are concerned for their child regarding the side effects of Online Gaming Addiction, then there are suggestions for how family members, specifically the parents could help their child at home to reduce this addiction, outside of the work of therapy (Griffiths, 2009). It is agreed that in a household where both parents are present, it is important that they both take the situation seriously and establish the same common goal, so that when they speak to their child about the issue there is no divisive confrontation (Vadlin, Åslund, Rehn & Nilsson, 2015). Suggestions on how to aid their child include; set limits on play time, encouraging the child to rest achy eyes and muscles, advise them to play video games rather than online games, contact the school to see if there is an underlying issue there that could be contributing to the overuse of online gaming and possibly even consider family therapy (Young, 2009). 

Although CBT is a common form of therapy for Online Gaming Addiction, another therapy known to be used for this disorder is VRT (Virtual Reality Therapy). The therapy is often used for psychological or occupational therapy by using virtual reality (Hoffman, 2004). Virtual Reality Therapy consists of its patients using the virtual reality to travel through simulated environments and then complete specific tasks that aim to diminish fears and aid with various disorders. In some cases, exposure therapy is used, as it will expose people to their phobias (Parsons & Rizzo, 2008). The technology used in the therapy can range from using a PC and keyboard to using a full virtual reality experience with a headset. Not only is it known to help with internet addiction, but it is also known to help with depression and improve social skills, which would also be another beneficial aspect for Aleksy (Freeman et al., 2017).
There are both pros and cons to considering Virtual Reality Therapy for Aleksy. On the positive side, whereas other forms of therapy can be classed as quite boring, this therapy is more fun and more involving (Halton, 2008). For example, Cognitive Behavioural Therapy can sometimes be difficult to be used to engage children, to fully take benefit of the therapy. For the therapy to work, not only does it have to be applicable to the situation of the child, but it also needs to be somewhat engaging and fun (Stallard, 2005). This therapy being a fun experience is ultimately a positive aspect, for the reason being, if the patient doesn’t find the therapy boring, they’ll be more likely to commit to it (Fung et al., 2010). 
When using this therapy for gaming addicts, it can be both a positive and a negative consideration. The positive being that due to the patient already having a passion for gaming and involvement with something demonstrating another reality, virtual reality therapy could be an ideal option as it should be something they would most likely enjoy. It encourages them to exercise whilst providing positive feedback in real time such as “Good”, “Very good” or “Well done”, which in return motivates them (Popescu, Burdea, Bouzit & Hentz, 2000). By suggesting this therapy, not only are they getting better but they’re having fun at the same time. The negative outlook to it would be that it wouldn’t be logical or sensible to try and treat somebody with gaming or internet addiction, by getting them to further use technology for their therapy, or even possibly increase the addiction by doing so (Rizzo, Strickland & Bouchard, 2004). 
Another challenge posed by the therapy is obtaining clinical acceptance, which requires a proactive therapist response and proved medical efficacy. Despite the therapy’s success rate and praise, some critics are still unsatisfied as there is not enough data available to show that the therapy is viable. The equipment itself poses to be a challenge for the therapy as due to it not being medical equipment, there’s the difficulty in sterilising the equipment for repeated use on different patients (Burdea, 2003).
 A study (Park et al., 2016), was carried out which with its results, concluded that when compared to Cognitive Behavioural Therapy, Virtual Reality Therapy also had very similar results and success rates when used for participants with Online Gaming Addiction, with Virtual Reality Therapy even having the beneficial result of improving the functional connectivity of the cortico-limbic circuit. The study consisted of 24 adults with Online Gaming Addiction that were then separated into one of two groups, either a Cognitive Behavioural Therapy (CBT) group or a Virtual Reality Therapy (VRT) group. 
Young’s Internet Addiction Scale (YIAS) was used to evaluate the severity of each of the participants Online Gaming Addiction both before and after the four-week treatment period (Young, 2007). The scale usually consists of participants answering a questionnaire which is then scored using the five-point Likert Scale (Likert, 1932). Participants may be asked questions such as “How often do you find that you stay online longer than you intended?” or “How often do you lose sleep due to late-night log-ins?”. Once all questions had been answered, the numbers from each response would be added together to get an overall score. The final score would then identify the severity of the disorder for each person, with the addiction being more severe the higher the score is (Young, 1998). 
After gathering all the results from the participants and analysing the data, it was discovered that using Virtual Reality Therapy with participants diagnosed with Online Gaming Addiction, proved to be just as effective as when Cognitive Behavioural Therapy was used to treat the same disorder. It was also suggested that using the Virtual Reality Therapy programme may enable gamers to no longer play the games in an emotionless and habitual manner but in fact, facilitate limbic-regulated responses to reward stimuli. However, as the sample size in this study was small, it was considered a limitation and suggested improvements for future replications of the study, as well as possible ethical concerns regarding the aversive stimuli during Virtual Reality Therapy (Park et al., 2016).
In conclusion, after reviewing the success and limitations of different therapies and analysing them with Aleksy’s issues and personal requirements, it would be suggested that he may benefit from using Virtual Reality Therapy for mainly the internet and gaming addiction, but also possibly for the communication side of issues as it has proven to be successful in that field also (Yang, Chen & Chang Jeng, 2010). Besides the use of Virtual Reality Therapy, it is believed that it could be beneficial for Aleksy to have Cognitive Behavioural Therapy sessions to focus more on his emotions, feeling and the ability of building healthy relationships (Creed & Kendall, 2005). With both therapies offered to Aleksy, it is believed that he should benefit from the help given to him and improve his wellbeing.
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