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Abstract

The technology has been developing and expandimyeny possible way. The question of
whether technological advances are good for a gohes always been and continues to be a
very thorny one. Video games, the highest achiem¢nué today's technology, are a
ubiquitous part of almost all children and adolesselives. But there is one question still
remaining, are the video games good for us? Tremeitainly a good reason to ask this
guestion. Collectively, as a planet, we now spemdenthan one billion hours every single
day playing videogames — a total that is up mo@ntb0% from just three years ago.
Meanwhile, the average young person racks up 1(h00és playing video games by the age
of twenty-one. (By comparison, they will spend ju6t084 hours in the classroom throughout
all of elementary school and high school combinéthg more we play, the more we
reasonably want to know: Do we spend our time wjsef do we waste it? Are games a
“good” use of our lives?

Key words: technology, video games, children, ast#ats

TexHonoruja ce pa3suja U MHPH Ha CBakd Moryhu HauwH. [IuTame ma U je TeXHOJOUIKU
Harmpenak 106ap 3a JpymTBO je yBeK Omino u yBek he Outu TpHOBHTO. Bumeo urpe, Hajeehe
nocturayhe maHamime TEXHOJIOTH]E CYy CBENPHCYTaH JE0 JKMBOTA CKOPO CBE JElle M CBHUX
ajziojieciieHaTa. Al TIOCTOjH jOIll jeIHO THUTame, Ja M Cy BHUJeo urpe nodpe 3a Hac? Hema
CyMmI€ Ja je 100ap pasior Ja ce MOCTaBH OBO NMuTame. KoNeKTUBHO, Kao IUiaHeTa, MHU
TPOILIMMO BHCE OJ] jeJIHOT OMJIMOHA caTa CBAaKOT JlaHa Mrpajyhu Buaeo Urpe — mTo je YKYIHO
50 % Bume ox camo mpe 3 roauHe. Y MelyBpeMeHy, mpocedna miana ocoba tpomu 10 000
catu wurpajyhu Bumeo urpe 10 cBoje aBagecerT u mpee roauue. ([Topehema paau, onu he
notpomut camo 10 084 cata y cBojuM y4YHMOHMIIaMa TOKOM YHWTAaBOT IIKOJIOBAama Y
OCHOBHUM MU cpemuM Inkoiama.) Illto Bumie urpamo, To BHIle keluMmo ja 3Hamo: Jla iun
Halle BpeMe TPOIIMMO KOPHCHO, WM Tra camo TpommMmo? [la nm cy Buzmeo urpe 'moopa’
ynotpe0a Halux KuBOTa?

KJ'by‘IHe peun: TGXHOHOFI/Ija, BHUACO UI'PE, AC€1a, aA0JICCUCHTU



DEFINING VIDEO GAMES

Before we go further, it is essential to specifyaivive mean by the term video games and
how they differ from other media (ex. books, ted#éwn, movies). The most essential
distinguishing feature of video games is that they interactive and players cannot passively
surrender to a game's storyline. Instead, videoegaare designed for players to actively
engage with their systems and for these systemsntdurn, react to players’ agentive
behaviors. There are millions of video games, waktly different themes and goals. These
games can be played cooperatively or competitivalgne, with other physically present
players, or with thousands of other online playars] they are played on various devices
from consoles (Nintendo, Wii, Playstation) and comeps to cell phones. In World of
Warcraft, 12 million players regularly log on tostomize their fantasy personae, explore
complex and ever-changing vistas, and collaborigtivattle human and computer opponents.
In Starcraft 2, millions worldwide play a complekess-like strategy game that demands,
perpetual multitasking between procuring resour@susing an army, and penetrating
opponents’ defenses. In The Sims 3, players ctdtiea virtual existence where their
character(s) socialize, learn new skills, work dyebs, and develop complex relationships,
In Halo 4, players take on the first-person perSpedf a highly equipped supersoldier,
violently killing their alien races. Finally, in Mecraft, millions of players use Lego-like
elements to construct their own unique structuresraechanism, sharing their creations with
others in immense virtual worlds.

Given this vast diversity in video games, a singgdinition may not be useful. In fact the
importance of this information is that we are ablsee how different types of genres of video
games can affect our lives.

*Examples of games ogos mentioned in the text above.

1. Do videogames make us measurably better at anything? Do they
improveour skillsand abilities?

Firstly, we will discuss the questions asked agddrgive the right answers. Here we can turn
to scientific research for answers.
What do scientists say?



The research here is increasingly persuasive. @&i®nhave found a wide variety of
cognitive, emotional and social benefits to gamimgecent years.

Cognitive Benefits of Gaming

Contrary to conventional beliefs that playing vidgames is intellectually lazy and sedating,
it turns out that playing these games promotes @& wange of cognitive skills. This is
particularly true for shooter video games (oftelheck‘action” game by researchers), many of
which are violent in nature (e.g., Halo 4, GrandefflhAuto IV). The most convincing
evidence comes from the numerous training studigisrecruit naive gamers (those who have
hardly or never played shooter video games) andomty assign them to play either a
shooter video game or another type of video gaméh® same period of time. Compared to
control participants, those in the shooter videmgs condition show faster and more accurate
attention allocation, higher spatial resolution viisual processing, and enhanced mental
rotation abilities. It is important to stress themhanced cognitive performance is not
documented for all video game genres. The robudsttsf on cognitive performance come
from playing shooter video games and not from,eikample, puzzle or role-playing games.
These cognitive enhancements are likely producthef visually rich three-dimensional
navigational spaces and the fast-paced demandeetiuzsite split-second decision making and
accurate attention to unpredictable changes inegtntn addition to spatial skills, scholars
have also speculated that video games are an exteleans for developing problem-solving
skills.

Finally, video games seem to be associated witladtitional cognitive benefit: enhanced
creativity. Critically, children’s use of other fos of technology (ex. computer, internet, cell
phone) did not relate to enhanced creativity. Havethis study's cross-sectional design

made it unclear whether playing video games degetopative skills or creative people prefer
video games.

» Conceptual Map of the Main Genres of Video Games (With Examples) Organized
According to Two Important Dimensions. Level of Complexity and the Extent of
Social Interaction Required
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Motivational Benefits of Gaming

By setting specific tasks and allowing young pedplg
work through obstacles to achieve those tasks,ovi
games can help boost self-esteem and help chilg
learn the value of persistence. By providing imraéai
feedback as video game players solve problems
achieve greater expertise, players can learn to
themselves as having skills and intelligence théyhin
not otherwise realize they possess. Gaming helpag/d
people realize that intelligence icremental, i.e.,

something that can increase with time and effdfie®l
than being fixed. Immediate feedback also keepgepta
in the "zone of proximal development" which allo
them to solve problems on their own while worki
towards specific goals. Since difficulty level ssas
players advance, the skills they gain from gam
continue to improve with time. Games also provi
intermittent reinforcement to encourage players oot
give up despite growing challenges. Again, theiétle
evidence showing that the motivational benefitenfiolaying video games necessarily carries
over into the real world. Still, many of the preir-solving skills learned in games can be
applied to real-life problems. The motivational bfts from video games likely varies

depending on the personality and individual circtamses of the player




Theory of Gaming Motivation

By Shoshannah Tekofsky

Achievement Satisfaction

- Perseverance Danger ) :
- Competence Management - Optimal Choice
- Knowledge - Emotional Regulation

- Creation

- Skills Cooperation

Competition Caring

Recognition

The 11 basic needs that can be fulfilled by gaming
grouped by the sense of reward they offer

Emotional Benefits of Gaming

For most gamers, video games are played for enjoym@ed to help improve their mood.

Along with distracting them from real-world probleng@a special concern for young people
looking for escape from bullying or other negatie situations), succeeding in video games
can lead to positive feelings, reduced anxiety, Badoming more relaxed. Many gamers
report intense emotions of pride and achievemeninbyersing themselves in games that
allow a high sense of control that “takes themajuhemselves.” The positive emotions that
can result from becoming immersed in video games orgular basis may also increase
awareness and encourage a more novel outlookeon lif

Social benefits of gaming

Perhaps more than ever before, video games hawenigean intensely social activity. Instead
of the stereotypical ‘gaming nerd’ who uses videongs to shun social contact, over 70
percent of gamers play with friends, whether as giaa team or in direct competition. Games
such as World of Warcraft and Farmville boast mils of users, with online social
communities and regular interactions with fellowrgas. Social and prosocial activities are
an intrinsic part of the gaming experience with gasrapidly learning social skills that could
generalize to social relationships in the real d.orl



Game environments

5%

B Games set in fairy tale JRPG
style world of fantasy

B Games set in fantasy world
of space and the future

O Games set in fantasy worlds
that defy categorization

(I Games set in real warld

W Games set in real world (past)

e _ J B Games set in real world (future)

29%

Though many games have a violent content, thelypstivide players with an opportunity to
learn social skills by focusing on cooperation witlam members. Research has shown that
playing violent video games in groups reduces figsliof hostility better than playing such
games alone. More research is definitely needetltHare seems to be a strong potential
value of cooperative play in developing social hétwar and curbing antisocial thoughts and
behaviours.

Although video games are largely seen as pure tamgerent, their popularity has inspired
new initiatives to "gamify" medical intervention® tmotivate patients and keep them

informed about treatment optians

One particular success story involves the Re-Misgideo gamesdesigned for youngancer
patients.Conceived by Pam Omidyand developed by the HopelLab Foundattbe shooter
game allows players to control a nanobot injecteéd the human body to shoot cancer cells
and monitor patient health. Children playing thengalearn about their own iliness, side-
effects of cancer treatment, and the importandeeatment adherence. Research studies have
already demonstrated that patients playing Re-Missiecome better educated about cancer
and develop greater treatment self-efficacy. Alyepthyed by more than 200,000 patients,
Re-Mission is widely recognized as a valuable foocancer treatment.







2. Arevideogames worthwhile, compared to other activities, when it
comesto our happiness and well-being? Will we fedl better and enjoy
life moreif we play them?

A gaming industry did a research that we find iesting, so
we are going to present it here.

They asked gamers themselves about their subjec
experience of videogames:

1) What makes us happy — and can games play arrtampc
role in achieving that happiness?

2) What are the most popular emotions of playi
videogames?

Based on the 1,040 responses to the survey, werhaked

the top 10 emotions with their average score ol tf get a rough-and-ready estimate of the
popularity of various emotions. This is not a stscientific measure, as such, but the highest
scoring emotions are those for which the majorftp@ople not only recognized having that
emotion while playing games, but recognized it extlea their enjoyment.

(For reference, the top answer that could be gimesach case was “Yes, [| recognize this
emotion in my play] and | seek out games that ginethis feeling” and the next highest was
“Yes [l recognize this emotion in my play] and itlences my enjoyment of a game”. The
bottom answer in each case was “No, | never feghiy when playing games.”)

We have included our hypothetical deductions caringrthe underlying neuro-biological
mechanisms where we have some idea of what isvadol

10. Bliss (3.26)

At the bottom of our Top 10, the feeling of utteyfulness, which is probably the experience
of highly elevated levels of the neurotransmitteaznin. While 27.7% of respondents said
no videogame had given them this feeling, 59.9%eudple gave this emotion one of the top
two responses (with 22.1% actively seeking out gamigich give them this feeling). We are
actually quite doubtful that so many people havpeeienced bliss in the sense intended by
emotions-expert Paul Ekman (although a study cealsily determine this), and we find it
more likely that people are taking the descriptiatter joy and bliss” to mean fiero (the
emotion of triumph over adversity), which we witirae to below.

9. Rdlief (3.28)
Relief, which may be the experiential analogue le# hormone cortisol, has already been
acknowledged as an important emotion of play. Desgis, 21.5% of respondents said no
videogame had ever given them this feeling. Howe48% said it enhanced their enjoyment
of games, and 14.4% said they sought out gamegdivatthem this feeling.

8. Naches (3.57)

Here is a curious one — the emotion of pride in dbeomplishments of one’s students or
children, referred to by emotion researcher Ekmathk Yiddish term naches. Players seem
to really enjoy training their friends and famity play games, with a whopping 53.4% saying
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it enhances their enjoyment, and another 12.9%ngatyiey seek out games that give them
this feeling. (We do not have the data yet, but wender if such people play mostly
MMORPGs?) Only 10.9% had never had the experiantiesl context of videogames.

7. Surprise (3.59)

Another emotion we have seen in the context ofgastes, surprise is closely related to fear
and thus probably relates to the hormone and rmewnsrnitter epinephrine (adrenalin). Few
people (8.1%) had never been surprised by videogawtgle more than half the respondents
(51.9%) said it added to their enjoyment, and agoft®.4% saying they sought out games
that gave them this experience.

6. Fiero (3.89)

Yes, arguably the most prominent of the videogameti®ns, fiero (the feeling of triumph
over adversity — probably a cocktail of norepinépéyr epinephrine, and dopamine) did not
even make it half way up the top ten! It was natehese it was not highly rated — in fact about
three quarters of respondents (77.1%) gave itdpewo marks, with about a third (32.7%)
saying they seek out games that give them thigigel

5. Curiosity (3.92)

We were not surprised to see curiosity in the Toge,Fbut to see it edge out fiero was
unexpected! Curiosity, which is an expression ofatwlsome psychologists refer to
as interest (and could be seen as behaviour rdkiaer an emotion), seems to relate to
the beta-endorphin neurotransmitter, which is imedlin a mechanism encouraging animals
to explore and seek new stimulus. Nicole Lazzars W first person to relate it to
videogame play, and with good cause! It pulledig fumbers, with once again about three
guarters rating it highly (78.8%) and of these dtsoquarter (24.3%) seeking out games that
give them this feeling. Just 5.4% had never haciperience in videogames.

4. Excitement (4.02)

Well, no surprise to see this one near the toplitBxent, as discussed previously, is an
expression of epinephrine (adrenalin), and an mdhg common experience — just 2.7% of
respondents claimed they had never experiencedtlitei context of videogames. 8 out of 10
people (82.1%) gave it one of the top two respgnsith about a quarter (26.3%) actively

seeking it out. This emotion also produced the ésghincidence of the second-to-highest
response (55.8%) in the survey, that is, a strajonty of players recognise excitement as a
major contribution to their enjoyment of play.

3. Wonder ment (4.07)

Another expression of the interest mechanism meetiounder curiosity, wonderment is

probably also related to beta-endorphin. Here, fédeting is more intense — and it seems
players respond to the greater intensity. In facgll the emotions studied in this survey, this
was the highest scorer in terms of respondentyedgtseeking it out, as even the top 2
emotions did not clear 40% in seeking out the eomotit seems amazing players is one of the
most effective techniques videogames can muster.

2. Contentment (4.09)
We said before the survey beganthat we suspedtatd the research community had
underestimated the importance of contentment teogdmes, and although this crude
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ranking is far from definitive, it does seem we &epnrrect! 82.7% gave this emotion one of
the top two marks, with 38.2% seeking out gameg thould give them a sense of
contentment.

1. Amusement (4.28)

But head and shoulders above every other emotidheirsurvey was amusement (for which
we have no biological mechanism, although psychsisglink it to the resolution of
inconsistencies, and it will involve an endorphihsome kind as well as the pre-frontal
cortex).

It seems that if we want to make better games ery®ne, we should be looking at how to
make our games funnier, not more challenging!

Bottom of the List

Finally, you might be interested to know what tloétdm three emotions were. At number 20,

it was Sadness (2.08), at number 21, Guilt (1.9d) lzottom of the barrel at number 22 was
Embarrassment (1.70). In all three cases, more liadéinthe respondents said no game had
made them feel this way. Oddly, 1.1% of respondsaid they actively sought out games that
made them feel embarrassed — even allowing for datneus respondents, this is still odd.

We guess it truly is different strokes for differéolks!

What is extraordinary about these ten positive @nstis that gamers have figured out how
to spark and feel them whenever they want, no mattere they are, or what kind of day
they are havinglt doesn’'t matter if they are bored or stressedooely or frustrated or
anxious — gamers can change how they feel, justdying to playWe know that this is true
even for gamers in incredibly difficult conditiorfSor example, children in hospitals prior to
surgery are able to control their anxiety by plagyarhandheld videogame while soldiers in
Afghanistan are able to reduce psychological stogssearly 75% by playing videogames for
three to four hours a dain fact, recent clinical trials have demonstratiedt tonline games
can outperform pharmaceuticals for treating mildaderate depression and anxiety
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3. Do videogames have any meaning or purposein thevery big picture, in
the grand scheme of things?

What is Gaming?

Gaming is a way of entertaining yourself in your free time.

For A Hobby
I's Fun
A Great Way To
Past time

A Great Way
To Pass Time
To Learn New

Skills

To Enter Another
World

Improves Hand And
Eye Coordination.

Make New Friends

There is somethintyanscendent about playing games that lifts us up and out ef tddium
and pain of everyday life.

What is it about games that makes them transcehdearthaps it is the fact that games are
optional, they are obstacles that we volunteenveraome. Games are what we choose to do.
They are what we are drawn to when we have a chaboeit how to spend our time and
energy. Games are freedom. Perhaps it is thelsomlacommunal aspect of games, that we
must all cooperate together to play by the samesrahd respect the same values and stay
with each other until the game is done, even ifanelosing. Games bring us, and keep us,
together — and the more people who know how to pl@game, the bigger a community we
become. Perhaps it is the architectural and mattesh&legance of games, the structure of
their goals and rules and scoring that producehtengd ways of thinking and interacting that
do not happen in our normal daily lives.
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Conclusion

In conclusion, there are many advantages and disaages of playing video games. Games
were made, primarily, for entertainment. Kids hdeen hooked on video games for years.
And the release of mobile gaming systems has mael® £ven more prevalent, making it
easy for kids to play games in the car or the cbetkne of the grocery store. With smart
phones becoming more common, it is hard to finddamho is not playing some kind of game
on an electronic device.

Although video games get a lot of bad press, theyave their benefits. The trick is to find
games that foster learning and are age appropmdige helping your child learns to set
limits. Video games should enhance our lives, ake them over.

Games arestructure, carefully designed structure, and structureisart.
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