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Abstract	

This	research	examines	the	perceived	harmful	effects	of	video	games	on	user	behavior	
and	the	effects	of	video	games	on	users	according	to	research.	The	goal	is	to	argue	for	the	
positive	benefits	of	videos	games	on	user	behavior	because	 it	helps	 to	 release	 social	
anxiety,	 satisfy	 subconscious	 desire,	 and	 combine	 different	 types	 of	 arts.	 Common	
perceptions	of	videos	games	are	that	they	encourage	more	violent	behavior	reflected	in	
higher	youth	crime	rates	and	school	bullying.	However,	research	shows	more	positive	
impacts	for	video	game	users	including	training	the	brain	to	be	more	active	and	safely	
satisfing	subconscious	intent.	Research	shows	that	there	is	no	direct	evidence	that	video	
games	cause	more	violence.	As	a	new	technology,	video	games	must	be	seriously	studied	
in	 order	 to	 understand	 the	 nuanced	 effects	 on	 users	 and	 potential	 impacts	 as	 the	
technology	further	develops.	
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1. Introduction	

Are	video	games	bad	for	children?	Ever	since	the	creation	of	video	games,	this	new	technology	
has	been	labeled	with	an	infamous	tag.	The	general	stereotype	of	the	effects	of	video	games	
across	 the	world	 is	 that	 it	 harms	 its	 users.	 However,	 judging	 video	 games	 based	 on	 a	 few	
laboratory	statistics	and	news	reports	is	not	right;	video	games	as	a	new	media	form	should	be	
taken	more	seriously.	With	more	studies	around	gaming	done,	it	is	reasonable	to	believe	that	
videogames	 are	 not	 undesirable	 for	 people	 because	 they	 can	 actually	 help	 to	 release	 social	
anxiety,	satisfy	subconscious	desire,	improve	brain	performance,	and	combine	different	types	
of	arts.	This	paper	is	going	to	list	several	common	faulty	impressions	that	people	have	about	
the	effects	of	video	games	and	cite	studies	that	challenge	these	viewpoints.	

2. Violence	in	Video	Games	

First	 of	 all,	 many	 people	 believe	 that	 videogames	 are	 naturally	 harmful	 because	 of	 their	
potential	 violent	 elements.	 According	 to	 a	 study	 published	 in	 Psychology	 of	 Popular	Media	
Culture	in	2014,	about	ninety	percent	of	pediatricians	and	sixty‐seven	percent	parents	in	the	
United	 States	 agreed	 that	 violent	 video	 games	 will	 cause	 children	 to	 perform	 aggressive	
behaviors	[6].	This	information	suggests	the	common	reputation	of	digital	games	in	society	in	
contrast	to	the	actual	content	of	the	game	itself.	For	instance,	First	Person	Shooter	(FPS)	games	
create	fictional	stories	allowing	players	to	use	weapons	to	kill	enemies.	The	game	designers	
give	players	a	fair	reason	to	express	violence,	which	in	turn,	is	believed	to	inspire	gamer	players	
towards	violent	behaviors	in	the	real	world.	The	reasoning	behind	this	belief	is	that	the	games	
provide	stimulants	of	violent	behaviors	 then	reward	players	 for	using	violence.	By	doing	so	
players	become	desensitized	to	real‐life	violence	[8].	However,	this	is	not	the	reality.	Indeed,	
games	 provide	 multiple	 violent	 action	 stimulants,	 but	 they	 are	 limited.	 For	 example,	 the	
shooting	sound	is	greatly	weakened;	visual	stimulants	are	restricted	in	small	areas;	vibration	is	
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minor;	 and	 there	 is	no	pungent	 smell.	 Furthermore,	 a	normal	person	 can	 easily	distinguish	
reality	and	fantasy	games	[6].	For	instance,	many	adults	and	children	love	reading	Star	Wars	
and	Harry	Potter,	but	they	know	those	stories	are	created	by	human	writers,	which	means	they	
are	just	fantasies.	Also,	studies	published	in	Computers	in	Human	Behavior	and	PLOS	ONE	have	
shown	 that	exposure	 to	violent	 scenes	 in	video	games	can	make	people	more	kind	because	
users	 can	 see	 violence	 in	 a	 virtual	 context	 and	 realize	 the	 damages	 it	 can	 cause	 leading	 to	
different	approaches	to	solve	problems	other	than	violence	[6].	
Violence	is	only	one	of	hundreds	of	elements	constructed	video	games.	Not	all	the	video	games	
are	violent.	Just	like	Hollywood	action	movies	and	superhero	stories,	they	will	not	be	complete	
without	violence.	That	means	there	is	an	appropriate	amount	of	violence	which	is	acceptable.	
Also,	there	are	plenty	of	digital	games	that	are	non‐violent,	and	different	people	like	different	
games.	Patrick	M.	Markey,	PhD,	Director	of	the	Interpersonal	Research	Laboratory	at	Villanova	
University,	 said	 "90%	 of	 young	 males	 play	 video	 games.	 Finding	 that	 a	 young	 man	 who	
committed	a	violent	crime	also	played	a	popular	video	game,	such	as	Grand	Theft	Auto,	is	as	
pointless	as	pointing	out	that	the	criminal	also	wore	socks."	Statistics	shows	that	there	are	over	
1.2	billion	gamers	around	the	world,	and	this	number	is	growing	every	minute	[7].	Therefore,	
research	on	the	relationship	between	crime	rates	and	playing	video	games	have	yet	to	find	a	
clear	causal	connection.	

3. Video	Game	Addiction	

Another	popular	concern	of	video	games	is	its	potentially	addictive	nature.	Searching	online,	
one	can	easily	find	countless	reports,	news,	and	researches	saying	that	video	games	will	lead	to	
addiction.	 This	 addition	 is	 different	 than	 chemical	 addition.	 It	 is	 an	 extreme	 inner	 drive	 of	
wanting	to	do	certain	thing.	In	order	for	people	to	believe	that	video	games	are	addictive,	some	
researchers	make	an	analogy	of	game	playing	to	gambling	[3].		
However,	gambling	and	playing	video	games	are	not	similar	at	all.	Gambling	is	unpredictable,	
in	other	words,	the	winning	and	losing	of	gamble	depend	on	pure	chance.	For	example,	the	final	
number	of	a	spinning	dice	can	only	be	guessed,	but	not	accurately	predicted.	In	contrary,	when	
playing	 a	 video	 game,	 a	 gamer	 can	 skillfully	 control	 his	 or	 her	 action,	which	will	 affect	 the	
outcome	of	the	game.	Also,	playing	a	digital	game	requires	certain	skills,	for	instance,	aiming	
and	solving	puzzles;	instead	of	doing	simple	throwing,	pulling,	and	betting	in	a	casino.	Moreover,	
people	win	real	money	from	gambling,	while	the	awards	earned	by	gamers	with	their	skill	will	
only	stay	in	the	digital	world.	In	other	words,	playing	video	games	does	not	influence	real	life	
finances,	but	gambling	does	by	 taking	away	or	gaining	one’s	savings.	Moreover,	gambling	 is	
designed	by	casinos	for	people	to	lose	over	the	long	run,	so	that	the	casinos	will	be	profitable.	
Otherwise	all	the	casinos	will	be	bankrupt.	However,	video	games	are	designed	for	players	to	
win	by	making	use	of	their	intelligences	and	skills	in	the	game,	and	the	only	cost	is	time	[3].		
Aside	 from	 relating	 games	 to	 gambling,	 scientific	 evidences	 are	 not	 so	 persuasive	 either.	
According	 to	 scientific	 brain	 studying,	 “the	 reward	 mechanism	 process”,	 as	 known	 as	 the	
pleasure	 pathway	 in	 the	 brain	 plays	 a	 significant	 role	 in	 the	 formation	 of	 addiction.	 This	
function	of	the	brain	immediately	rewards	actions	done	by	people	that	are	essential	for	human	
survival	by	connecting	the	target	goals	with	dopamine,	the	chemical	responsible	for	pleasure.	
For	example,	one	will	feel	pleasure	after	eating	a	good	meal.	Most	video	game	players	have	basic	
survival	needs	met,	so	actions	that	will	generate	higher	satisfaction	in	brain	move	up	in	priority.	
After	several	exposure	of	one	satisfying	event,	the	brain	will	adapt	certain	views,	smells,	and	
sounds	 as	 signs	 of	 pleasure	 experiences.	 Once	 the	 brain	 identified	 the	 signs,	 it	will	 start	 to	
release	 a	 kind	 of	 neurotransmitter	 dopamine,	 which	 will	 stimulate	 the	 brain	 to	 imagine	
performing	 certain	 action.	 And	 if	 the	 desired	 action	 occurs,	 the	 brain	 will	 reward	 it	 with	
pleasure	sensation	while	doing	it	[2].		
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Even	though	this	scientific	understanding	of	the	brain	sounds	reasonable	and	convincing,	it	is	
not	focusing	on	the	main	problem	of	addiction.	Certainly,	human’s	brain	does	produce	inner	
drive	in	accomplishing	specific	things,	but	the	purpose	of	doing	so	is	to	ensure	better	survival.	
The	pleasure	generated	while	playing	video	games	are	the	same	as	those	caused	by	greeting	
the	 necessity	 of	 survival.	 Therefore,	 pleasant	 things	 should	 not	 be	 called	 addictive.	 If	 this	
pursuit	of	satisfaction	and	joy	is	addiction,	then	people’s	daily	tasks,	like	eating	a	lunch,	or	doing	
an	excellent	job	on	exams	will	be	addictive	too	[3].	

4. Video	Game	Immersion	

Nevertheless,	there	are	some	gamers	who	devoted	a	mass	majority	time	in	playing	video	games	
and	felt	like	they	need	to	play	those	games.	However,	the	video	games	may	not	be	a	cause	of	
addiction	but	a	symptom	of	other	factors.	In	fact,	the	large	amounts	of	time	some	gamers	devote	
to	 video	 games	 are	 purely	 caused	 by	 the	 player’s	 own	 lack	 of	 time	management	 skills	 [3].	
Nowadays,	many	elaborate	digital	games	have	their	own	special	world	structures	and	rich	in	
stories.	With	proper	playing	pace,	nice	background	music,	 and	 realistic	 graphics,	 “the	ninth	
form	of	art”	can	create	a	powerful	experience	for	gamers.	Therefore,	players	could	easily	forget	
the	amount	of	time	they	have	spent	on	playing.	If	players	themselves	have	set	up	small	time	
period	or	goals	in	game	as	stop	reference,	they	might	not	played	it	obsessively	for	hours.	Peter	
Gray	further	elaborated	on	the	immersive	environment	of	video	games:	
“Not	so	for	video	games	or	chess	or	other	games	that	depends	on	skill	and	knowledge.	The	more	
you	play	these	the	more	skill	and	knowledge	you	gain	and	the	better	you	get	at	the	game…You	
learn	from	your	mistake,	and	the	more	you	play	the	better	you	get.	So,	playing	these	games	a	
lot	does	not	necessarily	imply	Addiction;	it	just	means	that	you	are	really	into	the	game	and	
enjoy	it	and	are	trying	to	get	better	at	it.”	[3].	
Forgetting	time	while	playing	video	games	is	similar	to	finishing	a	movie	in	one	setting.	Imagine	
how	many	people	would	walk	out	of	a	cinema	in	the	middle	of	the	movie	because	it	is	bedtime?		
Playing	video	games	with	time	control	concept	in	mind	will	not	bring	negative	influence	to	real	
life	 like	most	media	 claimed.	Furthermore,	 obsessive	gaming	habits	 reflect	 gamers’	 real	 life	
issues.	Andrew	Przybylski	and	his	colleagues	at	the	University	of	Rochester	carried	out	a	study	
among	over	1300	adult	gamers.	He	found	that	a	small	percentage	of	these	gamers	reported	they	
need	 to	 play	 video	 games	 in	 order	 to	maintain	 their	 normal	 performance	 level.	 Once	 these	
players	stopped	playing	for	days,	their	emotional	statistic	dropped.	Is	this	a	sign	of	video	game	
addiction?	No.	 It	 turns	 out,	 that	 this	 phenomenon	 has	 nothing	 to	 do	with	 addiction.	 It	was	
because	those	players	can	not	satisfy	their	psychological	needs	in	real	life.	As	mentioned	before,	
the	need	of	satisfaction	drives	people	to	do	certain	things.	For	gamers	who	cannot	get	satisfied	
from	real	life,	video	games	have	become	their	shelters	to	protect	them	from	the	unfavorable	
reality	and	provided	them	with	a	world	full	of	surprises	and	achievements.	Therefore,	it	is	very	
hard	for	them	to	keep	normal	emotions	without	using	video	game	as	a	way	to	cope.		In	general,	
video	game	addiction	is	not	always	fostered	by	games;	sometimes	it	is	because	of	the	problem	
lying	beneath	the	surface	[9].	

5. Ability	to	Focus	

Last	but	not	least,	there	are	two	famous	maxims	in	regard	to	playing	video	games.	First,	playing	
video	games	will	make	your	eyesight	worse	and	it	can	cause	children	to	lose	the	ability	to	focus.	
For	many	years,	parents	used	these	“facts”	to	tell	their	children	not	to	play	video	games,	but	
they	have	yet	 to	be	scientifically	proven	 true.	Brain	scientist	Daphne	Bavelier	and	her	 team	
conducted	training	studies	in	her	laboratory	in	order	to	test	these	common	maxims.	The	result	
was	shocking.	By	comparing	the	eyesight	testing	result	of	people	who	play	video	game	five	to	
fifteen	hours	a	week	with	people	who	never	play	video	games,	they	found	that	people	who	play	
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video	games	actually	have	better	eye‐sight.	And	their	performance	in	looking	at	tiny	writing	
and	distinguishing	different	levels	of	gray	was	better	than	normal.	Also,	in	another	study,	she	
asked	the	participants	to	play	ten	hours	action	game	with	forty	minutes	throughout	a	period	of	
week;	the	test	later	showed	that	their	abilities	to	focus	on	problem	solving	increased,	and	the	
change	was	still	there	after	five	months.	Thus	the	general	maxims,	which	are	deep	in	people’s	
mind,	are	actually	wrong.	With	further	studies	on	brain	imaging,	Daphne	Bavelier	found	that	
the	brain	networks	in	charge	of	attention	became	a	little	more	efficient	for	people	who	played	
video	 game.	 This	 result	 is	 remarkable,	 because	 it	 proved	 that	 video	 games‐‐despite	 their	
contents‐‐are	very	efficient	in	learning	[1].	The	problem	is	that	combining	video	games	with	
education	in	the	future	will	be	challenging.	

6. Future	Implications	

As	a	relatively	new	combination	of	entertainment	and	technology,	video	games	have	not	been	
accepted	by	 the	whole	of	society	yet.	As	a	new	product	with	a	big	market,	 its	existence	and	
legality	 mean	 that	 this	 new	 form	 of	 art	 has	 been	 accepted	 by	 part	 of	 society.	 With	 new	
technological	advancements,	 the	experience	of	video	games	 is	getting	more	 immersive	 than	
ever.	Instead	of	only	reading	opinions	of	video	games,	critics	should	at	least	try	to	understand	
this	new	experience	by	playing	 it.	The	most	special	 thing	of	video	game	is	 its	power	to	give	
experience	to	players.	With	proper	use	of	video	game,	self‐control,	and	an	open	mind,	one	can	
find	that	video	games	are	not	all	negative.	
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