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How Video Games Influence Child Development
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Video games play vital roles in the lives of children. On average, many young children play video games for about 25 minutes per day. This time increases as they grow. Many schools have adopted the use of video games in conducting educative lessons for children. Although video games are in wide use, research needs to be conducted on how they influence children's brains. Many video games have positive and negative effects on their development.
1. Purpose/hypotheses
The research seeks to answer such questions as; 
· Are video games fun-oriented or innovative?
· Do video games help to relieve stress among children?
· Do they boost the children’s level of confidence?
· Do they improve their thinking capacity?
· Do they help to boost their motor skills and abilities?
· Do they help in developing perceptions about life and persistence in achieving their goals?
· How would the video games assist them in solving problems and challenges they would encounter in their lives?
· Does playing video games affect the level of attention and activeness in outdoor activities? 
· Do video games influence the children's personality such that they view themselves as characters of video games?
· Do the children end up wasting a lot of time playing games as a result of addiction?
2. The rationale for selecting survey research
I seek to conduct this research to find out whether it has more or fewer benefits or obstacles. This will go a long way in promoting the development of children as they grow. 
3. Sampling strategy
The sampling strategy I will use in this research is convenience sampling. I will choose the parents of the children based on convenience. The type of sampling I will use is interviewing the parents. The benefits of convenience sampling are that its affordable, data collection takes less time, and it's idyllic if one wants to conduct several observations and interviews. On the other hand, limitations include the researcher's bias can influence the research results, and one can't be sure if the sample is representative.
4.  Survey implementation procedures
In this research, a face-to-face interview will be appropriate. I will approach the parents whose children play video games from their homes. To gain informed consent for the research, I will get approval from the relevant authorities to make it legitimate. I will involve three research assistants that I will train for the research outcome to be successful. 
5.  Measurement of key variables
The interview questions will be based on the known information relating to the influence of video games on children's development. I will also obtain the new data that we shall gather to compare it with the already existing one. This will help us conclude the research based on reliable data. 
6.  Sample survey that shows the question items and question order
The sampling shall involve using items such as a booklet with the interview questions and a pen to record the interviewees' responses. The booklet shall have a listing of the questions, which will be ordered based on complexity.
7.  Ethical considerations
The research assistants will assure the interviewees of the confidentiality of the information given. No information concerning the interview shall be passed to any other party outside the households. The research will be helpful to the parents and the children because the conclusion drawn will guide them on the necessary measures to enhance the children's positive development.



