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Article Summary:

This article provides a systematic review of the levels of metabolic expenditure associated with the changes from passive screen time to an active video game (AVG) playing by children/adolescents at home. The author of this article is deeply concerned whether replacing the time spent on the screen watching can be replaced with active engagement on the screen to aid in physical activity which is important in children. 

          Physical important is important in children. However, due to the emerging technology which has replaced physical activity to video gaming and watching, there is a concern with the ways which can be used to overcome this barrier to physical activity. AVG is one of the options that is key in breaking this barrier. The gaming activity can play a vital role in improving a child’s health and wellbeing. 

          The study conducted in this article is intended to prove that AVG play will increase energy expenditure far above the amount of energy expenditure used in passive video game activities in both the children as well as the adolescents. According to the patterns of activity observed, AVG systems promote physical activity at home and can aid in metabolic health, muscle strength, body flexibility as well as cardiovascular endurance.

Article Evaluation:

Generally, this article provides proven facts which were realized after conducting a research and involving individual practically to realize the results. It is a detailed article which is well organized and can deliver important knowledge needed in such as a study. It is easy to understand how AVGs affects physical activity for both children and adolescents after going through this article. It is detailed enough with clear points that can easily be understood by the learner/audience. 

I like the points generated in this article, however, I still believe that the health issue associated with the physical inactivity cannot be solved by AVGs or any other video programming games. I like the introduction of AVG physical activity but it should just be a supplement to physical activity at home. The author left out the effects to the child that would be associated with too much reliance on AVGs. I don’t like the picture portrayed by the author that AVGs have come to solve the issue of physical inactivity by children and adolescents at home. However, I have learned several items about AVGs that I never knew before.



