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PROJECT SUMMARY
Video games are very unique and vital pedagogical tools. Video games have their effect on effects on enjoyment, learning, health, violence, and executive functioning. Playing video games during early childhood affects the individual's executive functioning. These are defined as the mental abilities used to deal with everyday life, such as thinking and self-control. These skills are fundamental to an individual since individuals possess those benefits and are very important in day-to-day life. This research proposal will look at how playing some video games at an early age affects the individual's executive functioning during adolescence. The research proposal will provide some evidence for some changes in cognition and behavior related to video gaming in early childhood.















SIGNIFICANCE
Video gaming is significant for experiences in everyday life. Video games are very relevant and have several impacts on children. Several studies are currently contacted to investigate how violent video games impact children and their behavior during adolescence. Scientific research on video gaming shows that young children who play video games during adolescence are more impulsive; they tend to engage in risky behavior and, again, are less likely to think about their actions and thoughts. This research proposal will explain how the results on how video gaming affects an individual's executive functioning. This study will provide evidence to understanding the effect on adolescents in their long-term mental abilities in executing their daily tasks.
INNOVATION
Video gaming at an early age is found to increase emotional problems. The frequency of participating in video gaming during early childhood relates to increased internalization and peer problems, although it is not associated with external problems. Some changes in behavior and cognition during the adolescent period are a result of video gaming. This research is made to change the notion besides the importance of video gaming at an early age; it's also important to look into the type of games in which the children will engage during the early years. Children who will play video games will improve in their intelligence, while those who engage in violent games will gain bad behavior. The study will involve children of different ages. The majority will be male players in the research.
APPROACH
This research will be in the form of a longitudinal section involving five–year–old children understudy until they turn 15 years old. The research starts at five years because one is able to properly measure the executive functions of children again at this age; children have full capability to play video games. The research will end at 15 years because, at that age, the youths tend to change their behavior, and its high time we can test their executive functions and behavior change. The research study will involve children from different backgrounds, from rich to poor families in the US. Firstly, a pretest on behavior executive function will be taken from all the participants. Then the participants will be split into three groups. One group will not be exposed to video games, while the rest will be exposed to video games. The two groups will be exposed to different games, which are education and violent. These conditions will be exposed once every year until they turn 15 years of age. At adolescence which is basically 15 years of age, they will be instructed to play the video games again, and a test on behavior execution function will be taken, which will be intended to measure the long-term effects of video gaming over time. Some predictions which will be evident are, the children who have been playing the violent video game will show lower executive functioning during their adolescence. The ones exposed to the educative video game at adolescence will show higher executive functioning in adolescence. The participants with lower execution functioning will have trouble controlling their emotions, can't use their working memory to recall and access information, and do not have the ability to monitor and self-regulate their actions.
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