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Dr. Colder Carras is a public health scientist specializing in mental health research, with a focus on digital 

intervention design and evaluation. She trained in the Department of Mental Health at the Johns Hopkins 

Bloomberg School of Public Health, where she received her PhD in 2015. Since then she has held 

academic and consulting industry positions. Her research focuses primarily on video games, digital 

technologies, and mental health. She specializes in original research and evaluation projects related to 

video games, including study design for game development and efficacy evaluation, systematic review 

and evidence synthesis, qualitative and mixed methods studies, and statistical and epidemiological 

modeling. She has teaching, course development and mentoring experience in the areas of digital 

intervention development and evaluation, developmental psychology, psychiatric epidemiology, statistics, 

public health informatics, lived experience mental health research, and data for health. 

 

 

PROFESSIONAL EXPERIENCE 

 

Executive Scientific Advisor 

November-December 2025 

BRAVR Technologies 

Amsterdam, Netherlands 

• Lead scientific research and evaluation for a startup developing a VR game-based intervention for 
stress management. 

• Apply scientifically rigorous standards in working with an interdisciplinary team to develop and 

evaluate protocols, game mechanics and features to optimize intervention effectiveness.  

• Supervise in-person and remote interns and research assistants. 

• Assist with identifying funders and stakeholders. 

• Develop scientific communications and assist with grantmaking and stakeholder engagement. 

 

Senior Associate Faculty 

2024-2025 

Department of International Health 

Johns Hopkins Bloomberg School of Public Health 

Baltimore, Maryland, USA 

• Led day to day activities for a landscaping and evidence gap mapping project under PI Smisha 

Agarwal (funded through the Gates Foundation). Designed systematic review, drafted project 

proposal and budget, drafted and registered a protocol, acted as point of contact for a contractor 

organization, and supervised a team of research assistants to conduct a systematic review of over 

10,000 citations. Trained new team members and conducted quality assurance with a frontline 
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manager.  

• Represented lived experience researchers in multiple projects related to mental health services 

research. Worked closely with project leads to develop and implement best practices for 

meaningful engagement of people with lived experience, including reflecting on current 

approaches and working with outside experts to bring global best practices to Johns Hopkins.  

• Continued involvement in the Digital Wellbeing in Saudi Arabia project: Presented at an 

international workshop and revised papers and analyses for publication. 

 

Health Science Consultant 

2019-present 

Carras Colder Carras, LLC 

Ellicott City, Maryland, USA 

• CEO and founder of a consulting firm specializing in medical and public health expert consulting, 

working with nonprofit, legal and government partners. 

• Work with game developers to develop appropriate testing and ongoing evaluation of games for 

health and human performance. Advise stakeholders including designers, developers and business 

leads on the science behind making scientific claims about game-based interventions.  

• Advise legal clients on research related to video games and online media. Discuss state of the 

research, major players, strengths and weaknesses of scientific literature. Conduct systematic 

reviews and provide research reports tailored to each client. 

• Co-coordinated revisions for a massively open online course around data for health funded by the 

Bloomberg Philanthropies Data for Health Initiative. Revised online content, facilitated 

translation into French and Spanish, and designed new courses on digital health. 

 

Assistant Scientist 

4/2023-10/2023 

Department of Mental Health 

Johns Hopkins Bloomberg School of Public Health 

Baltimore, Maryland, USA 

• Co-investigator, Digital Wellbeing in Saudi Arabia project. Led day-to-day research activities for 

a multi-million dollar, multi-year grant, privately sponsored project to inform development of an 

intervention to promote digital wellbeing in Saudi Arabia. Built relationships with stakeholders, 

implemented research activities, coordinated tasks and deliverables for an international team. 

Developed framework for future research on digital wellbeing, conducted and supervised research 

activities on systematic reviews, stakeholder engagement, and AI evidence synthesis, and drafted 

three papers. 

• Represented lived experience researcher advocates in multiple projects related to mental health 

services research. Educated institutional stakeholders on participatory research practices, 

collaborated with statisticians, epidemiologists and clinicians to refine research approaches and 

outcomes for projects, and acted as a liaison with stakeholder groups to refine best practices for 

collaboration and communication.  

 

 

Associate Faculty 

2020-2023 

Department of International Health 

Johns Hopkins Bloomberg School of Public Health 

Baltimore, Maryland, USA 

• Led grantmaking activities to develop a new partnership, culminating in a multi-million dollar, 

multi-year project to evaluate digital wellbeing in Saudi Arabia. Recruited team members from 
multiple international organizations, directed project activities, provided thought leadership, and 

conducted startup scientific activities for the project. Co-wrote and revised budget and proposal 

with PI. 
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• Lead educator for a massively open online course around data for health funded by the 

Bloomberg Philanthropies Data for Health Initiative. Developed lecture content and managed 

relationships with over 60 subject matter experts from World Health Organization, US Centers 

for Disease Control and Prevention, and international NGO partners. Created learning objectives 

and assessment questions for 40 lectures. Developed monitoring and evaluation plan and created 

feedback survey to inform quality improvement. 

• Managing team member for a WHO-sponsored project to define assessment criteria for digital 

health interventions for the WHO Digital Clearinghouse. Conducted systematic review of 

previous assessment frameworks and helped develop use cases, functional and non-functional 

requirements, scoring system, and other elements of assessment criteria. 

• Co-investigator and game development task leader, Uttar Pradesh Health System Strengthening 

project. Led a team to clarify and revise game design and create an approach to meeting technical 

and subject matter content needs. Supervised student research assistants in identifying and 

organizing game content and developing an evaluation plan. 

• Co-investigator on Public health program evaluation of an online social connection and crisis 

intervention for veterans, a CDC-Foundation supported program evaluation that examined online 

connectedness and mental health during the pandemic. 

 

Assistant Professor 

2018-2019 

Behavioural Science Institute  

Games for Emotional and Mental Health Lab 

 Radboud University, Nijmegen, Netherlands 

• Served as one of five senior members of a research lab devoted to the study of video games and 

social media for the promotion and protection of emotional and mental health. 

• Helped develop curriculum for Games as Digital Solutions masters track within the Behavioral 

Sciences Institute. 

• Coordinated the course Developmental Psychopathology for research masters’ students, including 

planning guest lectures, updating course materials, developing rubrics; translated course materials 

to English in preparation for co-teaching bachelor’s-level Social and Emotional Problems. 

 

NIH Training Fellow, Psychiatric 

Epidemiology (NIMH), Drug 

Dependence Epidemiology (NIDA), 

Child Mental Health Services and 

Service Systems (NIMH) 

2011-2017 

Department of Mental Health  

Johns Hopkins Bloomberg School of Public Health 

Baltimore, Maryland, USA 

• Conducted major multidisciplinary projects using quantitative, qualitative, and mixed methods 

research to answer questions about mental health and video game play. 

• Developed new collaborations with the Veterans Health Administration and led the Veterans' 

Use of Video Games study, resulting in international presentations and media coverage 

• Completed certificate in public health informatics in the Department of Health Policy and 

Management. 

• Worked as a research assistant on projects with the World Health Organization (evidence 

synthesis), the American Association of Suicidology (suicide prevention research agenda 

setting), as well as projects on pharmacoepidemiology and Internet and media use in clinical 

settings.  
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Volunteer mental health advocate 

1993-present 

Various 

• Currently co-lead a listserv devoted to improving the infrastructure for lived experience-led 

research in mental health. Write and publish papers with other lived experience researchers. 

Coordinate group projects including a bibliography of lived experience-authored mental health 

research, maintain a website, foster and moderate community discussions, and identify and 

disseminate funding and research opportunities. 

• Held multiple nonprofit management roles at local, state, and national levels while raising 

children including Secretary of the Board, Program Coordinator, Peer Mentor and public 

speaker (National Alliance on Mental Illness (NAMI) Maryland and NAMI-Howard County 

Maryland), Policy Intern (Mental Health America), Secretary of the Board (Federation of 

Families for Children’s Mental Health-Western New York). Helped create new chapters of 

national organizations; formed relationships between new organizations and other stakeholders; 

created and updated organizational policies and procedures; hired employees; developed 

strategies to increase membership; provided education to the community, including mental 

health providers and facilities; secured funding; and created written educational materials. 

• As an ad-hoc patient representative for the US Food and Drug Administration, contributed to 

advisory committee meetings for two medical devices and contributed written public comments. 

Received training in drug and medical device regulatory processes. Compared evidence for 

medical device safety and efficacy to requirements for device regulatory classification. 

 

Reference specialist 

1991-1993 

Welch Medical Library/   

Department of Pediatrics 

Johns Hopkins University School of Medicine 

Baltimore, Maryland USA 

• As a paraprofessional medical reference library specialist, provided medical library reference 

services to clinical staff and researchers at two medical libraries. 

• Supported clinical rounds by conducting literature searches and providing relevant medical 

literature. 

• Organized reference materials physically and using reference management software. 

• Created a new database of departmental and divisional medical libraries at Johns Hopkins. 

 

 

Freelance writer 

1988-2010 

Various 

Remote 

• Created evidence-based content for multiple medical, mental health, and wellbeing websites. 

• Conducted research and wrote short articles to strict organizational specifications. 

• Proposed new content based on landscape analysis and personal subject-specific expertise. 

 

Special Educator 

1988-1989 

The William S. Baer School,  

Baltimore, Maryland USA 

• Created individualized lesson plans for children with severe and profound disabilities 

• Worked in a cross-disciplinary setting to promote children’s physical and intellectual 

development using exercises from physical and occupational therapy as well as educational 

materials 
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EDUCATION AND TRAINING 

 

Postdoctoral Research Fellow  

2015-2017 

NIMH Psychiatric Epidemiology Training Program,  

Department of Mental Health  

Johns Hopkins Bloomberg School of Public Health 

Baltimore, Maryland USA 

Ph.D. 

12/2015 

 

Department of Mental Health 

Johns Hopkins Bloomberg School of Public Health 

Baltimore, Maryland USA 

Predoctoral Training Fellow 

2011-2015 

Drug Dependence Epidemiology (NIDA) 

Child Mental Health Services and Service Systems 

(NIMH) 

Department of Mental Health 

Johns Hopkins Bloomberg School of Public Health 

Baltimore, Maryland USA 

MHS Student, Mental Health 

(transferred into PhD program) 

Department of Mental Health 

Johns Hopkins Bloomberg School of Public Health 

Baltimore, Maryland USA 

Master’s Student, Psychology 

1987-1988 

Southern Methodist University 

Dallas, Texas USA 

B.A. in Psychology 

1987 

Johns Hopkins University 

Baltimore, Maryland USA 

 

 
HONORS AND AWARDS 

Winner, International Society for Research on Internet Interventions Throwdown (as part of 

Team Nena), October 2017 

Postdoctoral Training Fellow, NIMH Psychiatric Epidemiology, 2015-2017 

Training Fellow, NIDA Drug Dependence Epidemiology, 2013-2015   

Training Fellow, NIMH Child Mental Health Services and Service Systems, 2011-2013.   

Individual Leadership Award, Howard County Commission on Disability Issues, 2010. 
 

 

PROFESSIONAL ACTIVITIES 

 

Participation on Advisory Panels  
• National Science Foundation review panel (2026, 2024, 2022, 2020) 

• Austrian Science Fund review panel (analogous to NSF) (2021) 

 

Society Memberships and Leadership 
• American Association of Suicidology (2019-2021, 2024-2025) 

• American Public Health Association (2024-2025) 

• Association for Computing Machinery-Special Interest Group: Computers in Human Interaction 

(SIGCHI) (2020-2025) 
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• International Society for Research on Internet Interventions (2024-2025) 

• International Society for the Study of Behavioral Addictions (2018, 2024-2025) 

 

 

 
EDITORIAL AND OTHER PEER REVIEW ACTIVITIES 

 

Journal Peer Review Activities 

American Journal of Epidemiology International Communications Association 

Archives of Disease in Childhood Irish Journal of Psychological Medicine 

Behaviour and Information Technology Journal of Clinical Psychiatry 

Child and Adolescent Mental Health Journal of Medical Internet Research 

Computers in Human Behavior Multimodal Technologies and Interaction 

Evaluation and the Health Professions New Media and Society 

Frontiers in Psychiatry PCI Registered Reports 

Frontiers in Psychology PLOS One 

Global Mental Health Psychiatry Research 

Hawaii International Conference on System Sciences Royal Society Open Science 

Health Expectations Social Science and Medicine 

 

 

Proposal Reviews 
• National Science Foundation ad-hoc reviewer (2023)  

• Review of fellowship proposal for the Center for Advanced Internet Studies in Germany (2022) 

• Review of colleagues’ EU Innovational Research Incentives Scheme Vidi proposals, (2018-

2019), Radboud University, Nijmegen, Netherlands 

• Review of NRSA proposals for Department of Mental Health (2015-2017), Johns Hopkins 

Bloomberg School of Public Health, Baltimore, Maryland. 

 

PEER-REVIEWED PUBLICATIONS  

1. Carras, M. C., Qureshi, R., Naaman, K., Aldayel, F., Date, M., AlJuboori, D., & Thrul, J. 

(2026). Using Large Language Models to Summarize Evidence in Biomedical Articles: 

Exploratory Comparison Between AI- and Human-Annotated Bibliographies. JMIR Formative 

Research, 10(1), e69707. https://doi.org/10.2196/69707 

2. Thrul, J., Saquib, J., Alzubaidi, F., Alsogaih, N., Alomairah, S. A., Aljuboori, D., Gushken, F., 

Clary, L. K., Colder Carras, M., Kaufman, M. R., van der Rijst, V. G., Tuijnman, A., van Rooij, 

A. J., Albeyahi, F. S., & Saquib, N. (2026). Prevalence of social media disorder and internet 

gaming disorder among high school students in Saudi Arabia – a national school-based survey. 

Computers in Human Behavior Reports, 100960. https://doi.org/10.1016/j.chbr.2026.100960 

3. van Rooij, A. J., van der Rijst, V. G., Date, M., Tuijnman, A., Oostenbach, K. P. J., Colder 

Carras, M., & Thrul, J. (2026). Towards digital balance. A data-driven scoping review of the 

research landscape at the intersection of digital media use and health. Royal Society Open 

Science, 13(2), 250969. https://doi.org/10.1098/rsos.250969 

4. Burleigh, T. L., Footitt, T., Carras, M. C., Conkey-Morrison, C., Poulus, D. R., & Stavropoulos, 

V. (2025). Flowing in the net of disordered gaming: A network analysis approach. Addictive 

https://doi.org/10.2196/69707
https://doi.org/10.1016/j.chbr.2026.100960
https://doi.org/10.1098/rsos.250969
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Behaviors Reports, 21, 100606. https://doi.org/10.1016/j.abrep.2025.100606 

5. Kalbarczyk, A., Saksena, K., Carras, M. C., Gomes, I., Zon, J., Zhou, X., & Agarwal, S. (2025). 

Developing a Gender Framework for Responsive and Adaptive Design in Digital Health 

(FORWARD) from a review of reviews. BMC Digital Health, 3(1), 91. 

https://doi.org/10.1186/s44247-025-00231-y 

6. Thomas, J., Al-Beyahi, F., Colder Carras, M., Aljuboori, D., Alomairah, S., & Thrul, J. (2025). 

Mindfulness-based approaches to problematic technology use: A scoping review. Computers in 

Human Behavior Reports, 18, 100653. https://doi.org/10.1016/j.chbr.2025.100653 

7. Aljuboori, D., Clary, L. K., Alomairah, S. A., Colder Carras, M., Saquib, N., Saquib, J., 

Albeyahi, F., Van Rooij, A. J., Tuijnman, A., Van der Rijst, V. G., Kaufman, M. R., & Thrul, J. 

(2025). Contextual adaptation of digital wellbeing interventions for young people: Insights from a 

project in Saudi Arabia. Frontiers in Psychiatry, 15, 1455962. 

https://doi.org/10.3389/fpsyt.2024.1455962 

8. Alomairah, S. A., Carras, M. C., Aljuboori, D., Saquib, J., Saquib, N., Date, M., Kim, K., 

Aldayel, F., Kaufman, M. R., Clary, L. K., van der Rijst, V. G., Tuijnman, A., van Rooij, A. J., 

Alsogaih, N., Al-Zabidi, F. Z., Albeyahi, F. S., & Thrul, J. (2025). Stakeholder perspectives on 

digital wellbeing in Saudi Arabia: A cross-sectional survey. BMC Public Health, 25(1), 2451. 

https://doi.org/10.1186/s12889-025-23674-4 

9. Aljuboori, D., Clary, L. K., Alomairah, S. A., Colder Carras, M., Saquib, N., Saquib, J., 

Albeyahi, F., Van Rooij, A. J., Tuijnman, A., Van der Rijst, V. G., Kaufman, M. R., & Thrul, J. 

(2025). Contextual adaptation of digital wellbeing interventions for young people: Insights from a 

project in Saudi Arabia. Frontiers in Psychiatry, 15, 1455962. 

https://doi.org/10.3389/fpsyt.2024.1455962 

10. Stavropoulos, V., Prokofieva, M., Zarate, D., Colder Carras, M., Ratan, R., Kowert, R., 

Schivinski, B., Burleigh, T. L., Poulus, D., & Karimi, L. (2024). Machine Learning (s) in gaming 

disorder through the user-avatar bond: A step towards conceptual and methodological clarity: 

Reply to: User-avatar bond as diagnostic indicator for gaming disorder: A word on the side of 

caution (2024). Journal of Behavioral Addictions, 13(4), 894–900. 

https://akjournals.com/view/journals/2006/13/4/article-p894.xml 

11. Colder Carras, M., Aljuboori, D., Shi, J., Date, M., Karkoub, F., García Ortiz, K., Abreha, F., & 

Thrul, J. (2024). Prevention and Health Promotion Interventions for Young People in the 

Context of Digital Well-Being: Rapid Systematic Review. J Med Internet Res. 

https://doi.org/10.2196/59968 

12. Perepezko, K., Bergendahl, M., Kunz, C., Labrique, A., Carras, M., & Colder Carras, M. 

(2024). “Instead, You’re Going to a Friend”: Evaluation of a Community-Developed, Peer-

Delivered Online Crisis Prevention Intervention. Psychiatric Services, appi.ps.20230233. 

https://doi.org/10.1176/appi.ps.20230233 

13. Shi, J., Tan, J. J. M., Ong, H. E., Aljuboori, D., Alomairah, S., Carras, M. C., & Thrul, J. (2024). 

Digital well-being in children and youth: Protocol for a comprehensive systematic review of 

reviews on interventions of problematic digital technology use (No. 13:774). F1000Research. 

https://doi.org/10.12688/f1000research.149317.1 

14. Footitt, T., Christofi, N., Poulus, D. R., Colder Carras, M., & Stavropoulos, V. (2024). Gaming 

Disorder: The role of a gamers flow profile. Addictive Behaviors Reports, 19, 100555. 

https://doi.org/10.1016/j.abrep.2024.100555 

15. Footitt, T., Gourdouros, M., Poulus, D. R., Colder Carras, M., Zarate, D., Schivinski, B., & 

Stavropoulos, V. (2024). Online flow experience: The contribution of distinct depressive profiles. 

https://doi.org/10.1016/j.abrep.2025.100606
https://doi.org/10.1186/s44247-025-00231-y
https://doi.org/10.1016/j.chbr.2025.100653
https://doi.org/10.3389/fpsyt.2024.1455962
https://doi.org/10.1186/s12889-025-23674-4
https://doi.org/10.3389/fpsyt.2024.1455962
https://akjournals.com/view/journals/2006/13/4/article-p894.xml
https://doi.org/10.2196/59968
https://doi.org/10.1176/appi.ps.20230233
https://doi.org/10.12688/f1000research.149317.1
https://doi.org/10.1016/j.abrep.2024.100555
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Canadian Journal of Behavioural Science/Revue Canadienne Des Sciences Du Comportement. 
https://psycnet.apa.org/record/2025-39759-001 

 
16. Saquib, N., Saquib, J., AlSalhi, A., Colder Carras, M., Labrique, A. B., Al-Khani, A. M., 

Chamsi Basha, A., & Almazrou, A. (2023). The associations between family characteristics and 

problematic Internet use among adolescents in Saudi Arabia. International Journal of 

Adolescence and Youth, 28(1), 2256826. https://doi.org/10.1080/02673843.2023.2256826 

17. Jones, N., Callejas, L., Brown, M., Colder Carras, M., Croft, B., Pagdon, S., Sheehan, L., 

Oluwoye, O., & Zisman-Ilani, Y. (2023). Barriers to Meaningful Participatory Mental Health 

Services Research and Priority Next Steps: Findings from a National Survey. Psychiatric 

Services, 74(9), 902-910. https://ps.psychiatryonline.org/doi/full/10.1176/appi.ps.20220514. 

18. Saquib, J., Saquib, N., Colder Carras, M. C., AlSalhi, A., Labrique, A. B., Rajab, A. M., Al 

Jundi, S., & Almazrou, A. (2022). Individual-level correlates of problematic internet use among 

adolescents: A nationally representative study in Saudi Arabia. Psychiatry Research 

Communications, 2(4), 100078. https://doi.org/10.1016/j.psycom.2022.100078 

19. Colder Carras, M., Machin, K., Brown, M., Marttinen, T.-L., Maxwell, C., Frampton, B., 

Jackman, M., & Jones, N. (2022). Strengthening review and publication of participatory mental 

health research to promote empowerment and prevent co-optation. Psychiatric Services, 

74(2),166-172. https://ps.psychiatryonline.org/doi/full/10.1176/appi.ps.20220085 

20. Phalen, P., Miller, R., Frampton, B., Jones, N., Machin, K., Rose, D., Stewart, H., & Carras, M. 

C. (2022). Peer support for discharge from inpatient mental health care. The Lancet Psychiatry, 

9(7), 541–542. https://doi.org/10.1016/S2215-0366(22)00101-8 

21. Stavropoulos, V., Vassallo, J., Burleigh, T. L., Gomez, R., & Colder Carras, M. (2022). The 

role of internet gaming in the association between anxiety and depression: A preliminary cross-

sectional study. Asia-Pacific Psychiatry, 14(2), e12474. https://doi.org/10.1111/appy.12474 

22. Colder Carras, M., Stavropoulos, V., Motti-Stefanidi, F., Labrique, A., & Griffiths, M. D. 

(2021). Draconian policy measures are unlikely to prevent disordered gaming. Journal of 

Behavioral Addictions, 10(4), 849–853. https://doi.org/10.1556/2006.2021.00075 

23. Colder Carras, M., Bergendahl, M., & Labrique, A. B. (2021). Community Case Study: Stack 

Up’s Overwatch Program, an Online Suicide Prevention and Peer Support Program for Video 

Gamers. Frontiers in Psychology, 12. https://doi.org/10.3389/fpsyg.2021.575224 

24. Jones, N., Atterbury, K., Byrne, L., Carras, M., Brown, M., & Phalen, P. (2021). Lived 

Experience, Research Leadership, and the Transformation of Mental Health Services: Building a 

Researcher Pipeline. Psychiatric Services, 72(5), 591-593. 

ahttps://doi.org/10.1176/appi.ps.202000468 

25. Shi, J., Colder Carras, M., Potenza, M. N., & Turner, N. E. (2021). A Perspective on Age 

Restrictions and Other Harm Reduction Approaches Targeting Youth Online Gambling, 

Considering Convergences of Gambling and Videogaming. Frontiers in Psychiatry, 11. 

https://www.frontiersin.org/articles/10.3389/fpsyt.2020.601712  

26. Colder Carras, M., Shi, J., Hard, G., & Saldanha, I. J. (2020). Evaluating the quality of evidence 

for gaming disorder: A summary of systematic reviews of associations between gaming disorder 

and depression or anxiety. PLOS ONE, 15(10), e0240032. 

https://doi.org/10.1371/journal.pone.0240032 

27. Colder Carras, M., Carras, M., & Labrique, A. B. (2020). Stakeholders’ Consensus on 

Strategies for Self- and Other-Regulation of Video Game Play: A Mixed Methods Study. 

https://psycnet.apa.org/record/2025-39759-001
https://doi.org/10.1080/02673843.2023.2256826
https://doi.org/10.1016/j.psycom.2022.100078
https://ps.psychiatryonline.org/doi/full/10.1176/appi.ps.20220085
https://doi.org/10.1016/S2215-0366(22)00101-8
https://doi.org/10.1111/appy.12474
https://doi.org/10.1556/2006.2021.00075
https://doi.org/10.3389/fpsyg.2021.575224
https://doi.org/10.1176/appi.ps.202000468
https://www.frontiersin.org/articles/10.3389/fpsyt.2020.601712
https://doi.org/10.1371/journal.pone.0240032
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International Journal of Environmental Research and Public Health, 17(11). 

https://doi.org/10.3390/ijerph17113846 

28. Mahmood, S., Hasan, K., Colder Carras, M. C., & Labrique, A. (2020). Global Preparedness 

Against COVID-19: We Must Leverage the Power of Digital Health. JMIR Public Health and 

Surveillance, 6(2), e18980. https://doi.org/10.2196/18980 

29. Colder Carras, M., Kalbarczyk, A., Wells, K., Banks, J., Kowert, R., Gillespie, C., & Latkin, C. 

(2018). Connection, meaning, and distraction: A qualitative study of video game play and mental 

health recovery in veterans treated for mental and/or behavioral health problems. Social Science 

& Medicine (1982), 216, 124–132. https://doi.org/10.1016/j.socscimed.2018.08.044 

30. van Rooij, A. J., Ferguson, C. J., Colder Carras, M., Kardefelt-Winther, D., Shi, J., Aarseth, E., 

… Przybylski, A. K. (2018). A weak scientific basis for gaming disorder: Let us err on the side of 

caution. Journal of Behavioral Addictions, 7(1), 1–9. https://doi.org/10.1556/2006.7.2018.19 

31. Colder Carras, M., Van Rooij, A. J., Spruijt-Metz, D., Kvedar, J., Griffiths, M. D., Carabas, Y., 

& Labrique, A. (2017). Commercial Video Games as Therapy: A New Research Agenda to 

Unlock the Potential of a Global Pastime. Frontiers in Psychiatry, 8, 300. 

https://doi.org/10.3389/fpsyt.2017.00300 

32. Colder Carras, M., & Kardefelt-Winther, D. (2018). When addiction symptoms and life 

problems diverge: a latent class analysis of problematic gaming in a representative multinational 

sample of European adolescents. European Child & Adolescent Psychiatry, 27(4), 513–525. 

https://doi.org/10.1007/s00787-018-1108-1 

33. Colder Carras, M., Mojtabai, R., & Cullen, B. (2018). Beyond social media:  A cross-sectional 

survey of other Internet and mobile phone applications in a community psychiatry population. 

Journal of Psychiatric Practice, 24(2), 127–135. 

https://doi.org/10.1097/PRA.0000000000000297 

34. Colder Carras, M.C., Porter, A. M., van Rooij, A. J., King, D., Lange, A., Carras, M., & 

Labrique, A. (2017). Gamers’ insights into the phenomenology of normal gaming and game 

“addiction”: A mixed methods study. Computers in Human Behavior, 79, 238-246. 

https://doi.org/10.1016/j.chb.2017.10.029 

35. Colder Carras, M.C., Van Rooij, A. J., Van de Mheen, D., Musci, R., Xue, Q.-L., & Mendelson, 

T. (2017). Video gaming in a hyperconnected world: A cross-sectional study of heavy gaming, 

problematic gaming symptoms, and online socializing in adolescents. Computers in Human 
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