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ABSTRACT  
Online gaming has become a core activity for leisure and as a career 
option. However, discourses on gaming are often adult-centric and 
position online gaming as detrimental to youth mental health and 
wellbeing. There is extensive research into online gaming and its 
intersections with gender and age, but our interests lie in gaming 
literature at the intersection of Pacific ethnicities. This article 
presents the findings of a scoping review focused on Pacific 
youth and online gaming. In line with the Preferred Reporting 
Items for Systematic Reviews and Meta-analyses (PRISMA) 
guidelines, 56 studies were identified, with only 3 studies 
meeting the inclusion criteria. These studies investigated the 
relationship between gaming and gambling among Pacific youth 
and the gamification of mental health support through 
computerised cognitive behavioural theory (cCBT). They found 
that, while Pacific people spend more money on lootboxes than 
other ethnic groups, there is no association between purchasing 
lootboxes and gambling. Additionally, Pacific peoples are able to 
suggest solutions to mitigate risk of gaming harm. Findings of 
the scoping review indicate a scarcity of literature on online 
gaming and Pacific youth wellbeing. There is a need to explore 
this relationship between gaming and Pacific youth wellbeing 
from Pacific wellbeing perspectives.
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Introduction

The digital world is one of the fastest-growing spaces, with people aged 16–64 years 
spending, on average, nearly seven hours a day online (Kemp 2021). Technology 
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growth has seen the development of various online means of entertainment, which 
includes playing video games. Gaming has become globally prevalent and popular as a 
media form and cultural industry, with an estimated 3 billion gamers across the globe 
in 2022 and with 83.6% of people playing video games worldwide across any technologi
cal device (Clement 2024). In Aotearoa New Zealand (from here on Aotearoa NZ), a 
study that sampled 2270 respondents of all ages from 800 households noted that approxi
mately 93% of those aged 5–14 years play video games (Hughes 2023). Another study 
entitled New Zealand Plays, a research series on gaming habits conducted by the Inter
active Games and Entertainment Association, sampled 809 households and reported that 
79% (n = 1519/1923) of New Zealanders play video games. In this study of 1328 adult 
participants, 87% reported playing video games to improve their mental health (Brand 
et al. 2023). There is a range of types of games that can be played over digital devices, 
therefore, for clarity in this scoping review, video games or digital games are games 
played using computing hardware and software, and online games are video games or 
digital games played on or over an internet connection (see Ferretti et al. 2008; Crawford 
et al. 2011). We also include the term ‘player vs player’ (PVP) to denote the type of game 
that is being played. Multiplayer gaming involves interactive gameplay with other human 
players (rather than computer-generated players) within the particular gamescape where 
the game format, rules and mechanics are explicitly designed to arrange players in com
petition with one another. These games can often include first-person shooter games, 
role-playing games, and Esports (electronic sports). While gaming has increased in popu
larity, opinion continues to be divided on whether it has a positive or negative impact on 
the wellbeing of young people.

Arguments concerning the amount of game time and what games are appropriate 
for young people often dominate news media and parental discussions (Ministry of 
Social Development 2019; Brannam 2021). Further, academic research globally has 
drawn attention to the impact of online gaming on students’ educational outcomes 
(Adžić et al. 2021), on mental wellbeing, gaming addictions (King et al. 2018) and 
on the appropriateness of games involving guns and violence (Are We There Yet 
2019). In opposition to this, some research has highlighted the potential positive 
impact of gaming. Technology and online media have provided a context for people 
to create meaningful connections (Militello et al. 2018), especially in the COVID 
and post-COVID period (Kelly et al. 2021; Ministry of Youth Development [date 
unknown]). Gaming communities have also been described as supportive spaces that 
facilitate socialisation with others (Paul et al. 2008). Online game scenarios provide 
key learning experiences in a range of settings such as disaster risk management (Le 
Dé et al. 2020) and mental health (Auckland UniServices Ltd 2009). Further, online 
gaming experiences have the potential to teach skills that can shape new forms of 
thought and behaviour such as problem solving and, in households, can also reinforce 
positive behaviours (Granic et al. 2014; Rikkers et al. 2016). The ongoing debates on 
gaming and its impacts highlights the need for more research in examining the 
effects of gaming on young people (Granic et al. 2014). Despite the complicated 
relationship between young people and the online world, research with youth has 
shown that playing online games could be a good alternative for mental health 
support, as young people find online games easy to access and engage with while 
also providing stress relief, relaxation and relieving boredom (Victoria University of 
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Wellington 2020). Other studies have suggested that gameplay involves acquiring 
knowledge and skills that can be transferred to the real world (Featherstone and 
Habgood 2019). Online gaming has multifaceted cognitive benefits; for instance, 
shooter games enhance spatial skills like mental imagery and mental rotation abilities. 
The spatial skill improvements are comparable to formal courses and are crucial to 
future achievements in STEM fields (Granic et al. 2014). In addition, peer-to-peer 
virtual interactions create and reinforce positive social norms which can lead to 
healthy behaviour change (Craig and Stephens 2012). Through online gaming, adoles
cents and young people engage in immersive social, cognitive and emotional experi
ences that can enhance mental health and wellbeing (Granic et al. 2014). A study 
conducted by Mandryk et al. (2020) surveyed 300 World of Warcraft players to under
stand the association between in-game social capital (i.e. strong relationships that offer 
emotional and social support) loneliness and wellbeing. The study found that in-game 
bonding social capital has a positive association with wellbeing (Mandryk et al. 2020). 
The authors noted that gaming can nurture wellbeing by helping players recover from 
daily stressors, cope with life’s challenges and practice emotion regulation. Mandryk 
et al. (2020) further noted that overall, the relationship between gaming and wellbeing 
depends on contingent factors, such as passion orientation and the quality of social 
interactions within the game. These conditional factors emphasise the necessity for 
further investigation, taking into account individual traits, underlying pathologies 
and gaming environments when assessing the influence of gaming on wellbeing 
(Mandryk et al. 2020).

With the growth of the gaming industry has come research into gaming design, 
gaming communities and gaming interactions in online spaces. While research focuses 
on exploring gaming habits across age and gender, ethnicity appears to be largely neg
lected, especially in Aotearoa NZ-focused literature. There is scarce scholarship that 
documents the experiences of Pacific youth engagement with online gaming and how 
these online gaming communities contribute to their wellbeing. From Pacific collective 
perspectives, relationality (that we are connected to all things and everyone, through 
our interactions) is central to wellbeing, and as such, building and maintaining relation
ships across space and time is one of the commonly shared principles that reinforce 
Pacific worldviews (see Wendt 1996; Ka’ili 2017; Fa’avae 2018; Iosefo 2018; Aporosa 
and Fa’avae 2021; Smith and Wolfgramm-Foliaki 2021; Teariki and Leau 2023). Indigen
ous scholar Carl Mika articulates that this sense of relationality acknowledges that we are 
all connected, and our being is constructed through our interactions with the world 
(Mika 2017). That we are being made while also making the world around us through 
our daily interactions. Therefore, not only is it important to explore the experiences of 
Pacific youth within online gaming spaces, but it is imperative that we view these experi
ences through a relational lens as a means of understanding how Pacific youth are con
structing wellbeing in these spaces. This article is part of a larger research project and was 
the first step in trying to understand how gaming contributes to Pacific youth wellbeing, 
by undertaking a scoping review to explore literature focused on Pacific youth, online 
gaming and wellbeing. The next sections provide background regarding Pacific 
peoples in Aotearoa NZ, the health and wellbeing status of Pacific youth in Aotearoa 
NZ and Pacific conceptualisations of wellbeing. These Pacific-focused aspects illuminate 
the context in which this scoping review sits and helps us to start questioning how these 
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concepts perhaps relate to Pacific youth within the online gaming space, as dominant 
articulations of Pacific wellbeing are largely informed by adults.

Pacific peoples in Aotearoa

In Aotearoa NZ, ‘Pacific peoples’ refers to diverse groups from Micronesia, Melanesia 
and Polynesia, including those from Niue, Tokelau, Cook Islands, Tonga, Fiji and 
Samoa (Macpherson 1991; Macpherson 1996; Bedford and Didham 2001; McFall- 
McCaffery 2010). Pacific peoples have a long history of migration, with many settling 
in Aotearoa NZ (Macpherson and Macpherson 2009; Salesa 2017). There are 17 distinct 
Pacific ethnic groups, with Samoans being the largest (47.9%), followed by Tongans 
(21.6%) and Cook Island Māori (21.2%) (Ministry of Pacific Peoples 2022). Pacific com
munities significantly contribute to Aotearoa NZ society (Allen and Veukiso-Ulugia 
2023; Veukiso-Ulugia et al. 2024). Pacific peoples number over 382,000, making up 
8% of the population, with a median age of 23 years, younger than other ethnic 
groups (Ministry of Pacific Peoples 2022). Pacific peoples in Aotearoa are also often 
referred to as Pasifka, a term that denotes the collective grouping of these ethnicities 
often for the purposes of reporting within educational fields. While the authors of this 
scoping review use the term Pacific peoples, or Pacific youth, there are times where 
Pasifika is used as it is the term included in the literature or articles that have been 
discussed.  

Pacific youth in Aotearoa

The term ‘youth’ often refers to adolescents, young people and teenagers, but distinctions 
exist. In health research, ‘youth’ relates to physical and social maturation (Curtis 2015; 
World Health Organization 2015; Allen and Veukiso-Ulugia 2023). Pacific and Indigen
ous perspectives emphasise social and cultural milestones, like financial status or mar
riage, over specific age groups (Noble et al. 2011). This review uses the World Health 
Organization’s definition of youth (ages 15–24) (World Health Organization 2015). 
Over one-third of the Pacific population in Aotearoa NZ is under 15, highlighting the 
importance of focusing on Pacific youth (Ministry of Pacific Peoples 2022; Allen and 
Veukiso-Ulugia 2023). However, concerns for their wellbeing persist.

The health and wellbeing of Pacific young people in Aotearoa New Zealand

A recent Pacific report highlighted the health and wellbeing status of Pacific youth in sec
ondary schools (aged 12–19 years) in Aotearoa NZ (Veukiso-Ulugia et al. 2024). This 
report, based on the Youth19 Rangatahi Smart Survey–a cross-sectional survey with 
over 7000 secondary students including over 1100 Pacific students –found that most 
Pacific students report being healthy, happy and satisfied with their lives. Veukiso- 
Ulugia et al. (2024) reported youth as having positive connections with their family, 
school and community environments, including faith-based communities. Additionally, 
the report illuminated that Pacific students are making healthy choices and planning for 
the future. The report reiterates the importance of ongoing commitments, advocacy and 
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investment into Pacific youth and community health initiatives, which are believed to 
greatly contribute to improvements in Pacific youth health and wellbeing.

However, findings also revealed that Pacific youth continue to be impacted by signifi
cant health inequities that are experienced in a range of ways. These include, but are not 
limited to, experiences of racism, living in high-deprivation areas, facing housing chal
lenges, food insecurity and everyday financial stress due to socioeconomic factors 
(Veukiso-Ulugia et al. 2024). In the same report, it was also noted that Pacific young 
people are also facing major concerns related to their mental and sexual health 
(Veukiso-Ulugia et al. 2024). This study builds on previous Pacific reports that also ident
ified similar areas of concern such as poor socio-economic conditions, exposure to 
unhealthy food environments and issues with accessing healthcare, including dental 
care, when needed (Mila-Schaaf et al. 2008; Helu et al. 2009; Fa’alili-Fidow et al. 2016) 
and adds to other Pacific findings from Youth19 highlighting the inequities that 
Pacific youth face (e.g. see King-Finau et al. 2022; Simon-Kumar et al. 2022; Ball et al. 
2023; Roy et al. 2023; Sutcliffe et al. 2023). Despite these inequities, there are a range 
of factors such as family, school and church relationships that have improved over the 
last 19 years (Veukiso-Ulugia et al. 2024). Being cognisant of these factors and the signifi
cant impact they have on Pacific youth wellbeing needs to be considered when exploring 
Pacific youth wellbeing in a range of contexts such as online gaming spaces. These factors 
are elaborated on in the next section.

Pacific conceptualisations of wellbeing

This scoping review draws attention to the connection, or lack of connection, between 
Pacific youth, online gaming and wellbeing. Hence, it is important to draw attention 
to how wellbeing is conceptualised within Pacific worldviews, as a means of identifying 
gaps within the literature that need to be addressed. Wellbeing is central to the thriving of 
Pacific communities, including Pacific youth, and involves diverse approaches such as 
language revitalisation, Pacific employment strategies and financial literacy education 
(Ministry of Pacific Peoples 2022). However, defining wellbeing from Pacific perspectives 
is challenging (Allen Forthcoming). Academics have tried to define wellbeing, which has 
been helpful in various fields, especially within the health sector, but these definitions 
need to reflect both academic and community knowledge (Ministry of Pacific Peoples 
2022).

Pacific models of health, developed in the 80s and 90s, emphasise an holistic and cul
turally sensitive approach to health for Pacific peoples in Aotearoa NZ (Young et al. 
2022). These models acknowledge the cultural distinctiveness of Pacific peoples and 
draw from Indigenous epistemologies (Teariki and Leau 2023). They are based on inter
dependent factors contributing to holistic wellbeing, including mental health. The multi
dimensional concept of health in Pacific worldviews encompasses the wellbeing of the 
whole person and their connections to living and non-living things (Tu’itahi et al. 
2021). Disconnection or weakness in any health dimension jeopardises overall wellbeing.

Pacific models, while diverse, share principles such as holistic systems, collectivity, 
family, spirituality, connection to the natural environment and vā (the space between 
people and things) (Teariki and Leau 2023). These models, like Indigenous Māori frame
works such as Te Whare Tapa Whā (Ministry of Education 1999), communicate key 
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concepts and values embedded in Pacific worldviews to non-Pacific and non-Indigenous 
people.

The Fonofale model, Fonua model and Te Vaka Atafanga are among the most recog
nised Pacific health and wellbeing models (Teariki and Leau 2023). These models aim to 
capture the complexities of health and wellbeing within Pacific worldviews, highlighting 
the importance of mental health as part of holistic wellbeing.

Existing Pacific models of health and wellbeing signal core values and principles 
required to effectively support the wellbeing of Pacific peoples. However, as Teariki 
and Leau (2023) note, such models are not necessarily reflective of Pacific youth world
views and understandings of wellbeing, or of experiences in new environments such as 
online multiplayer gaming spaces. Therefore, there is a pressing need to explore 
Pacific conceptualisations of wellbeing within online gaming spaces. Anecdotally we 
know more and more Pacific youth are engaging in online spaces and gaming commu
nities as a means of social connection, but there is limited focus on these interactions, 
especially from Pacific perspectives. That is why this initial scoping review was needed 
to examine what has been published in relation to online gaming and Pacific youth well
being as a means of identifying gaps that require further research for the betterment of 
Pacific peoples.

Methods

We conducted a scoping review following the Preferred Reporting Items for Systematic 
Reviews and meta-Analyses extensions for Scoping Reviews (PRISMA-ScR) (Tricco et al. 
2018). The review sought to identify studies that have focused on Pacific youth popu
lations, their engagement in online gaming and their wellbeing. The scoping objectives 
included: 

i. To identify and describe the current literature focused on wellbeing and online 
gaming in Pacific youth.

ii. To identify the gaps in research focused on wellbeing and online gaming in Pacific 
youth.

Search strategy and eligibility criteria

The search strategy was reviewed by a university librarian, and it followed the PRISMA- 
ScR guidelines (Tricco et al. 2018). Electronic searches were conducted between 11 
January and 7 February 2023 across four databases (EBSCOhost, Web of Science, Psy
cARTICLES and ScienceDirect) to include a broader range of sources relevant to 
Pacific studies. These databases provided extensive coverage of theoretical, lived experi
ences and community-based approaches which were crucial for our research. To ensure 
broad relevance, we also supplemented our database with searches through four journals 
(Journal of Indigenous Wellbeing, Journal of Polynesian Society, Journal of Pacific 
Studies and Mai Journal) to identify key studies that might not be indexed in traditional 
databases. The first 100 results of Google Scholar using the search terms from Table 2
below were also screened in November 2023. Additional studies were identified 
through reference mining of eligible studies. Grey literature search was conducted 
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using the ProQuest Dissertations and Theses Database, University of Auckland Library 
and National Library of New Zealand. The search terms combinations were informed by 
five key terms related to Pacific youth, online gaming and wellbeing, as presented below 
in Table 2.

Initial searches included other databases such as EMBASE and PsycINFO, but they did 
not recognise the search terms related to Pacific identity. This led to inconsistency in the 
searches and inconclusive results which saw the databases excluded from the review. 
With the difficulty in recognising some of the characters used for Pacific identity 
terms, a shortened search term for Pacific identity was created based on the niche of 
the Pacific ethnicities under investigation in this review. The electronic search across 
the databases yielded 56 results.

The search strategy focused on empirical studies and grey literature published in 
English between January 2000 and December 2022. Grey literature included reports 
from health agencies, advocacy groups as well as unpublished dissertations. Studies 
were included if they met the following criteria: (a) Pacific young people aged between 
12–24 years as study participants; (b) focus on online gaming or player vs player inter
actions; (c) examined an aspect related to wellbeing/mental health; and (d) published in 
the English language.

Study identification, selection and screening process

Study identification followed the prescribed eligibility criteria focusing on research pub
lished in English that involved Pacific youth, online gaming and wellbeing, where the 
population was aged between 12–24 years. Literature was not limited by study design 
and therefore included empirical studies as well as reviews, guidelines and grey literature 
such as unpublished dissertations and reports. Initially, all records retrieved through the 
data base search were imported into referencing management software (EndNote). 
Duplicates were identified and removed. A total of 54 articles were screened. Title 
and abstracts were independently screened by two reviewers against the predefined 
inclusion criteria, which focused on studies examining online gaming, Pacific youth 
and wellbeing. A total of 38 studies were excluded, as they did not meet the inclusion 
criteria or met the exclusion criteria of involving animal studies, did not meet the popu
lation target group of Pacific youth aged 12–24 years or were opinion pieces, editorials 
or newsletters. Full-text screening was conducted on the remaining 16 studies by the 
same two reviewers. Any disagreement was discussed, and a third reviewer was con
sulted for any discrepancies during the process. The screening process resulted in a 
total of three studies included for review as presented in PRISMA flow chart diagram 
in Figure 1.

Data extraction and synthesis

A data extraction table was developed through Microsoft Excel based on study character
istics and variables related to the research objectives. Data from the included studies were 
extracted focusing on the following variables: title, author, year of publication, location, 
purpose, type of study, study design, sample, outcome measured, instrument used, type 
of analysis, key findings, as illustrated in Table 3 below. Two reviewers independently 
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extracted data from eligible studies. To ensure consistency, both reviewers piloted the 
extraction table on a subset of studies. Discussions were held to align understanding 
and resolve any ambiguities during the extraction process.

Results

In total, three studies were included in this scoping review. These studies predominantly 
focused on investigating the relationship between gaming and gambling among Pacific 
youth (Taufa et al. 2021; Gentles et al. 2022) and on the gamification of mental health 
support (mobile health) as part of computerised cognitive behavioural therapy (cCBT) 
(Christie et al. 2019).

The qualitative study by Christie et al. (2019) described the development of a gamified 
CBT intervention known as Quest –Te Whitianga. The purpose of this development was 
to incorporate a cultural lens to the gamification of CBT interventions in Aotearoa NZ. 
The process included various qualitative methods to collect feedback from a range of sta
keholders including youth service, primary care providers and schools. Key emphasis 

Table 1. Pacific models of health and wellbeing.

Model Creator
Culture and 
proponents Purpose Dimensions

Fonofale (Pulotu- 
Endemann 
2007)

. Pan-Pacific model 
of Samoan 
heritage

. Values and beliefs 
from Cook Islands, 
Samoa, Tonga, 
Fiji, Niue and 
Tokelau

Meet the need for culturally 
effective health services 
for Pacific peoples

. Metaphysical factors: 
environment, time, context

. Four pillars: physical, 
spiritual, mental and others 
(gender, age, sexuality and 
socioeconomic status)

Fonua (Tu’itahi 
2007)

. Tongan Development of a model of 
health to help with mental 
health assessment and 
service delivery for Tokelau 
families

. Five dimensions: physical 
(sino), mental (‘atamai), 
spiritual (laumalie), 
community (kainga) and 
environmental (‘atakai)

. Four phases: kumi fonua 
(search, explore, navigate 
new fonua), langa fonua 
(form, build and construct), 
tauhi fonua (maintain and 
sustain), tufunga fonua 
(reform and reconstruct) and 
liliu (change)

Te Vaka  
Atafanga

(Kupa 2009) . Tokelau 
(dependent 
territory of NZ in 
the southern 
Pacific Ocean)

Need for a unique model to 
represent Tokelau culture 
and people 
Mental health model for 
Tokelau

. Six dimensions: te tino o te 
tagata (physical body), 
mafaufau (mind), kaiga/pui- 
kaiga (family), tapuakiga/ 
talitonuga (spirituality/belief 
systems), puipuiga o te tino o 
te tagata (environment– 
includes weather, land, sea, 
lagoon, sky, stars, moon, 
winds and air), Inati (the 
system of of sharing for the 
benefit of the kaiga).
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was on gaining feedback from Māori and Pacific young peoples. As part of the devel
opment, the process involved engaging with Māori and Pacific high school students 
in a codesign process to identify and enhance the look and feel of the app, maximis
ing its engagement and utility. Central to the codesign process was the exploration of 
how they could incorporate the values and cultural practices (tikanga) of Māori and 
Pacific people within the application. The final app incorporated gamification features 
such as points, badges, progress tracking and narrative elements to increase engage
ment and encourage repeated use. The authors did not specify the total numbers of 
participants engaged as part of app development but involved a range of stakeholders 
including youth services, primary healthcare providers and high schools with Māori 
and Pacific youth. Evaluation of the prototype involved 30 Māori and Pacific 
young people. A useability testing method was used where participants verbalised 
their thoughts as they moved through the user interface of the application. The 
findings from this process form the foundation for the further development of this 
app.

Taufa et al. (2021) was a mixed methods study conducted to understand the associ
ation between online gaming and electronic gambling among Pasifika youth. A total 
of 828 participants aged between 16–30 years completed an online survey that sought 
to identify the possible links between gaming and gambling and further understand 
the needs of young people while gaming to prevent problem gambling. Of the 828 par
ticipants, 402 identified as Pasifika (50% Samoan, 20% Cook Island Māori and 15% 
Tongan) while the others identified as non-Māori and non-Pasifika. In the total 
sample, 78.9% identified as male. Within the Pasifika sample, 72.6% identified as male. 
Seven focus groups were conducted, with a total of 75 Pasifika young people aged 
between 16–30 years (37% female and 63% male) to gather in-depth insights on the 
gaming habits and in-game purchases of Pasifika youth and adults. Findings from 
both the qualitative and quantitative studies showed that Pasifika young men were 
more likely to game for social reasons with their peers than Pasifika young women, 
who described alternative social activities. In addition, the study reported a higher 

Table 2. Study search terms.
Key term Search terms

Game (gaming or gamification or videogam* or computer gam* or video gam* or electronic 
gam* or ludic or ludo* or multiplay* or digital gam* or digital play or metagam*)

Online (online digital or online or video or simulation or computer* or mobile or multiplayer* 
or cyber or cyber space or socio-digital or internet)

Wellbeing (mental health or wellbeing or well-being)
Youth (youth or youths or young people or adolescents or teen or teens or teenagers or child* 

or young adult or young adults)
Pacific identity (‘pacific islander’ or ‘native hawaiian’ or hawaii or ‘ni’ihau’ or niihau or ‘kaua’i’ or kauai 

or ‘o’ahu’ or oahu or ‘moloka’i’ or molokai or ‘lana’i’ or lanai or ‘kaho’olawe’ or 
kahoolawe or maui). or (‘austral islands’ or australasia or ‘caroline islands’ or carolinian 
or chamorro or chuuk or chuukese or ‘cook islands’ or ‘easter island’ or fiji or fijian or 
‘futuna island’ or guam or guamanian or ‘i-kiribati’ or kiribati or kosrae or kosraean or 
‘mariana islander’ or ‘mariana islands’ or ‘marshall islands’ or marshallese or 
melanesia or melanesian or micronesia or micronesian or ‘new caledonia’ or niue or 
‘ni-vanuatu’ or ‘pacific islands’ or palau or palauan or ‘papua new guinea’ or ‘papua 
new guinean’ or ‘phoenix islands’ or ‘pitcairn islands’ or pohnpei or pohnpeian or 
polynesia or polynesian or ‘rapa nui’ or saipan or saipanese or ‘american samoa’ or 
samoa or samoan or indigenous or pasifika or pacifika or pacifica)

Shortened Pacific identity 
search terms

(Samoan or Tongan or Fijian or Cook Island Māori or Niuean or Tokelauan or Tuvaluan)
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investment of time and money in gaming among Pasifika youth/adults compared to their 
non-Māori and non-Pasifika counterparts. Further, Pasifika youth and adults in the focus 
groups, drawing from their gaming experiences, were able to identify the impact of 
gaming on wellbeing, mentioning issues such as isolation, mood fluctuations and inter
ference with academic pursuits. Multiplayer games were identified as the most popular 
form of gameplay due to ease of access, the gaming features and their ability to enable 
youth to socialise online.

Figure 1. PRISMA flow chart for Pacific youth and online gaming.
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The final piece of literature in our review was informed by a previous study (Taufa 
et al. 2021) and utilised data from the same participant cohort to further explore the 
specific association between in-game purchasing and gambling (Gentles et al. 2022). 
Due to the publication drawing on the previous cohort data and methodology, we 
have not repeated the content here. However, we note in this publication the authors ana
lysed data to explore whether there was a correlation between purchasing lootboxes and 
gambling. The article reported finding no correlation between the purchase of lootboxes 
and gambling and therefore concluded that gambling and the buying of lootboxes are 
independent of each other (Gentles et al. 2022).

While the literature scoped here is limited, these three studies share two notable simi
larities. First, they emphasise the importance of youth perspectives in potentially addres
sing behavioural and mental health concerns. Both the focus group discussions on 
gaming and gambling among Pasifika youth (Taufa et al. 2021; Gentles et al. 2022) 
and the codesign process for Quest–Te Whitianga (Christie et al. 2019) involve actively 
seeking input from young people, highlighting their role in shaping potential solutions. 
Secondly, all three articles acknowledge the limitations of current research methods or 
tools and advocate for innovative approaches. For example, Gentles et al. (2022) calls 
for a longitudinal study to better explore potential associations between lootbox purchas
ing and gambling, while Christie et al. (2019) reflects a commitment to improving mental 
health engagement through gamification. Together, these similarities highlight the value 
of youth-centred, iterative research and intervention strategies in addressing complex 
issues.

Discussion

This scoping review presents an overview of the published literature on Pacific youth 
wellbeing as it relates to online multiplayer gaming. The results, according to our 
search criteria, suggest that there is a dearth of ethnic-specific research into online 
gaming practices and contributions to Pacific youth wellbeing, therefore, we are 
limited in highlighting the key knowledge and evidence within these fields.

Of the three studies identified, one study described the development of a cCBT inter
vention that incorporated gamification features that are used in online games. Pacific 
youth were engaged as part of the app development process to ensure that the app is cul
turally appropriate. A limitation noted by the authors was the lack of incorporation of 
elements that promote social interactions and/or shared learning, which are often 
present in online gaming and which the young people engaged expressed interest in. 
Granic et al. (2014) asserted that video games have the potential to address some of 
the identified limitations of cCBT as exemplified by the Quest app. Integrating video 
games into established intervention approaches could enhance motivation and engage
ment and provide different opportunities to learn and practice skills in flexibly designed 
contexts (Granic et al. 2014). The other two studies focused on investigating online 
games as a gateway to gambling among Pasifika youth living in Aotearoa NZ (Taufa 
et al. 2021; Gentles et al. 2022). Both studies found no direct association with online 
gaming (focusing on microtransactions) and gambling among young Pacific people. 
The findings indicated that the buying of lootboxes and gambling were two independent 
activities (Taufa et al. 2021; Gentles et al. 2022).
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The scarcity of literature highlights the urgent need for research that examines the 
association between online gaming and wellbeing among Pacific youth. This is important 
because young people make up a large portion of online gamers globally and in Aotearoa 
NZ (Hughes 2023; Clement 2024). In addition, Pacific youth wellbeing is a key concern 
currently in Aotearoa NZ, with the findings of the latest Pacific youth wellbeing survey 
report (Veukiso-Ulugia et al. 2024) indicating that equity issues for our young people still 
persist. Furthermore, youth voices are generally absent from the adult-centred and 
-informed discussions that have given gaming a negative connotation. By excluding 
the voices of the largest group involved in gaming culture we risk adopting biased 
opinions that are carried into designing policies and interventions for youth mental 
health and wellbeing.

It is also important to consider gaming and Pasifika youth wellbeing in relation to the 
Pacific models of wellbeing. While beyond the limits of the current scoping review, there 
appears to be a lack of inquiry regarding relational Pacific concepts and their role within 
the online gaming space. Relationality has not been specifically positioned in the Fonofale 
model, the most recognised Pan-Pacific model of health, as a significant element in hol
istic wellbeing from a Pacific lens. The Le Toloa institute found that health for Pacific 
people is influenced by social determinants that lie outside the health sector (Soifua 
2021). Such social determinants could include relationality, which allows us to go into 
the unknown spaces and transcend the human space. Likewise, the digital space is also 
not situated in the health model; the environment dimension of the Fonofale model 
speaks to the physical environment in rural or urban settings. In our increasingly digi
tised world, it is important to incorporate the digital environment and consider the 
relationships and interactions of Pacific people in online spaces and the implication to 
their health and wellbeing. Perceptions and understandings of wellbeing can shift 
across time and context (settings) of Pacific peoples (Young et al. 2022). In addition, 
the study by Young et al. (2022) noted a common gap in the absence of youth voices 
in Pacific research and literature. The Pacific models of health and wellbeing are silent 
on the agency and voice of young people, with emphasis laid on the family unit as a foun
dation for Pacific peoples’ cultures. Considering that the study seeks to document Pacific 
youth voices and perceptions of online gaming and wellbeing from a strength-based pos
ition, it is important to consider the place of digital understandings of relationality in 
Pacific health models, especially the Fonofale model.

While this scoping review returned limited results and highlighted a need for more 
research in the online gaming space that privileges Pacific relational lenses as a means 
of understanding the development of wellbeing, there has been a range of literary 
reviews in adjacent fields that have contributed to discussions about Pacific youth well
being. For example, Auva’a-Alatimu et al. (2024) focused on understanding the impact of 
digital therapeutic engagement in promoting mental wellbeing for Pacific youth. Their 
review highlighted how there is a range of Pacific digital mental health tools available 
to Pacific youth in Aotearoa NZ, but there is a lack of supported literature regarding 
their effectiveness and impactfulness when promoting Pacific youth mental health. 
Additionally, a scoping review focused on alcohol use by Pacific populations (including 
youth) reported that key protective factors that influenced Pacific youth alcohol con
sumption, or lack thereof, included having strong links to family (including extended 
family), peers and church (Nosa et al. 2021). They found that Pacific youth engagement 
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in binge drinking had declined but there was a need to critically examine support services 
available to Pacific populations. While these literature reviews do not link directly to the 
online gaming context, they are important as they provide valuable insight and consider
ation for work engaging Pacific youth while focusing on wellbeing. As evident in the 
findings of these two scoping reviews, as well as the three identified in this publication, 
Pacific youth conceptualisations of wellbeing are holistic, where relationality is at the core 
of protective factors that can influence and impact health and wellbeing behaviours. 
However, it also illuminates that there needs to be a balance between interventionist 
research and evaluations of such interventions to ensure they are impactful for our 
Pacific young people. Furthermore, there are important implications for policy and prac
tice related to Pacific youth wellbeing and online gaming. There is a clear need to ensure 
policy is cognisant and reflective of Pacific youth wellbeing needs and considers the 
importance of online gaming environments to young people.

Strengths and limitations

This is the first scoping review conducted on online gaming and wellbeing among Pacific 
youth. A key limitation of the scoping review process was constrained by the search terms 
used within the databases. Importantly, the lack of recognition of Pacific identity terms, 
such as ‘ni’ihau’ or niihau or ‘kaua’i’ or kauai or ‘o’ahu’ or oahu or ‘moloka’i’ or molokai 
or ‘lana’i’ or lanai  or ‘kaho’olawe’ or kahoolawe or maui, by some digital libraries led to 
the creation of a shortened search term string for Pacific identities which made the 
refining of search results difficult. Databases such as PsychINFO and EMBASE were 
excluded after returning null results because of their inability to recognise the Pacific 
identity terms. Electronic search methods and the selection of databases may have 
limited the studies that were identified. Therefore, some studies may not have been ident
ified; regardless, the scoping methodology allows the inclusion of unpublished work.

Conclusion

Online gaming has become a core activity for leisure and socialising, as well as a career 
option. Discourses about online gaming are embedded with concerns about appropriate
ness across a range of gaming practices such as time spent gaming and types of games 
played, and concerns regarding antisocial behaviour. While research has focused on 
gaming practices at the intersections of gender and age, little is known about online 
gaming at the intersections of ethnicity. This scoping review aimed to explore this inter
section by scoping the literature that focused on Pacific youth, online gaming and well
being. The results of our review are limited, as only three studies were identified as 
meeting the search criteria. However, the limited number of articles demonstrates a 
clear dearth of research focused on this area of online gaming, Pacific youth and well
being. Hence, we are highlighting an important need for further research in this area, 
especially considering the popularity of online gaming for youth.
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