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How video games influence child development
The increase in technological inventions has allowed the development of various types of video games. Many people can play these games on their personal computers gaming consoles or even smartphones. This has increased the number of people playing the games including adults and children. With the increased availability of video games, it is important to understand how it affects the development of those whose minds have not fully developed or grown like children to help parents make informed decisions on how to guide their children into the different stages of life. Therefore, the critical question that this paper seeks to examine is; how do video games influence child development? The current study investigates the influence of video games on the child’s development in the following aspect: time spent playing, socialization with the rest of the world, and cognitive functioning and performance of the players. Using information from secondary materials, this research shows that the longer the player uses a computer to play video games, the further they move away from socialization and poorly develop their cognitive abilities. 
Literature Review
While earlier studies showed that video games could be used as a learning tool, recent studies have shown that video games are harmful to the development of children, especially when someone spends a lot of time playing them. Paturel (2014) sought to understand the game theory and the influence of video games on the developing brains of children and teens. In his study, Paturel noted that many researchers showed concern about excessive gaming before the age of 21 or 22. According to the author, excessive gaming can physically rewire the child’s brain (Paturel, 2014). He examined various research works and studies on this topic and concluded that video games could be extremely harmful to a child’s cognitive development. 
In another study, researchers noted that excessive video gaming at an early age could increase the child’s cognitive conditions, especially those that are mentally ill.  According to Parker (2019), a growing body of evidence shows that teenage digital use can increase ADHD symptoms. ADHD is a mental condition characterized by difficulty in focusing or the ability of the child to pay attention to details. It is also characterized by impulsivity and hyperactivity (Parker, 2019). In addition, a study that involved more than 2,500 students from high school in California who had ADHD symptoms showed that video games could harmfully influence children who are still developing. In this study, the students were involved in digital media for a period of slightly 2 years, and the researchers noted that children who had symptoms of ADHD and impulse control problems experienced a 10% increase in ADHD symptoms (Parker, 2019). 
Another influence of video gaming is that it limits the child's socialization process, which is an important part of childhood development. Experts have determined that young minds need to rest, refresh, and turn off their constant simulation of digital content (Parker, 2019). This means that excessive use of digital media can take away the need to rest and sleep, thus, cutting their outdoor time and ability to socialize (Parker, 2019). Raising a child in the modern technologized society is difficult and more challenging than ever. Many children have access to digital content anytime they want. As Albrecht et al. (2015) further noted, people are losing touch with the reality around them because they have given much of their attention to machines. 
[bookmark: _heading=h.gjdgxs]As Sălceanu (2014) explains, more than 30.7% of children have access to the computer any time they want. The author further asserts that most of those who have access to computers use them for video games (Sălceanu, 2014). However, with the age of technology, parenting has also changed. Studies have shown that 42.87% of children who use computers are supervised by their parents whole 50% of parents allow their children to spend between 1-2 hours at a computer game every day (Sălceanu, 2014). According to Sălceanu (2014), the biggest disadvantage with the current age of technology is the lack of physical movement, which contributes to about 13.37% of children who use computers. According to Blumberg et al. (2019), video game use starts at early development. In the United States, children between 0 and 8 years used interactive games at an average of 21 minutes in a day, and those between 5 and 8 years engaged for about 42 minutes a day (Blumberg et al., 2019). Research has further shown that dedicated gamers in the United States are predominantly boys with more than 70% (Blumberg et al., 2019). 
While some experts have shown that video games can be used as instructional materials to enhance learners’ experience, some studies show that excessive video gaming can negatively affect learners' cognitive development. Paturel (2014) established that video gaming stimulates one part of the brain that controls the vision movement while leaving the rest of the parts undeveloped or underdeveloped. In a study that was conducted in China on 18 students who spent approximately 10 hours on video games, researchers found that gamers had less gray matter, which is the thinking part of the brain (Paturel, 2014). 
Therefore, this literature review has shown that video gaming in children can affect their cognitive development, socialization abilities and exacerbate the mental health symptoms for those who have these symptoms. This paper has confirmed the hypothesis that letting children spend more time video gaming can be harmful to developing their cognitive development, social and emotional life. Based on research from secondary materials, this study has affirmed that video gaming can be detrimental to a child’s development.
Methodologies
Experimental research 
Experimental research was used in evaluating the role that video games play in the development of various skills in young children. The hypothesis of the study stated that letting children spend more time video gaming can be harmful to developing their cognitive development, social and emotional life. data and information were gathered through the study to test this hypothesis and draw conclusions. An experimental research design was selected from this study as it helps in comparing different variables and the variations when subjected to different conditions. That way, an experimental research design was considered favorable for this research due to its ability to compare those who do not play video games often. One is used as the control experiment while the other group is put under study. 
A cluster sampling technique was used in selecting the participants in this study. A total of fifteen participants who were all selected randomly were included in the study. Nine girls and boys divided into groups of three were used in the study. The individuals selected for the study were also in the same age bracket ranging from 5 years old to 14 years old. The age group was selected for this study as the individuals at this age are likely to be highly active in playing video games. This makes them favorable in a study that tests the effects of video games on children whose cognitive, social, and emotional skills are still developing. 
A classic experimental design was used in this study. The participants of the study were divided into three groups with one group being used as a control experiment while the other group is placed under study. Elementary schools were randomly selected from the vicinity where participants for the study were mostly drawn from. Most of the participants in the study were drawn from fifth grade where most individuals are likely to be involved in playing video games. The participants in the study were grouped into three groups of five in which one of the groups is used as the control experiment in this study. This means while the other individuals received the intervention, which includes playing video games, the control group was not exposed to any video games. 
A pretest was performed on the two groups of study to examine whether the study would be successful. The pretest was also used in getting the consent of the participants before they are included in the study. A posttest that also included the same participants were performed in an equivalent period of time.  
After the selection of all study participants, they were assigned randomly to either of the three groups. The participants were expected to spend time playing video games over a period of one month. The time spent by the individuals in playing video games was considered as the independent variable while the impact of the video game on the participants was considered the dependent variable. The experiment was performed twice for the pretest and the post-test with the same participants being used in both experiments.
There were different measures included in this study. The measures of the study included the type of video game preferred by most of the participants (games included boxing, football, and swimming), the impact of paying the video games on the behavior of the participants, the amount of time one spends playing the video games as well as their social desirability.
The two groups under study were subjected to different conditions. The independent variable for the groups will vary. Some of the members in the groups receiving the intervention will be subjected to less time in playing the games while others will spend more time than the study requires. This is to give room for comparison on the effects of the time spent in playing the video games on different participants.
The participants were subjected to different types of video games. The different games were treated as part of the dependent variable which was also measured following the individual responses from the individuals after playing the games. The individuals were required to fill questionnaires after playing the video games to record their experiences. The individuals were to highlight the games they like playing most and their reasons for liking that particular game. Individuals were required to record their experiences while playing the games including the games they do not like and the reasons behind them not liking some particular games. 
The specific time assigned to each group was a total of 10 minutes. The individuals were then required to shift to another game. This consisted of one of the challenges encountered in the experimental research design.  Some individuals were reluctant in making the switches, especially when they are asked to shift to a game they like to the one they have less preference for. Another challenge of the study was that part of the individuals who participated in the pre-test could possibly not manage to participate in the post-test. 
The results of the study were evaluated based on the responses of the participants in the questionnaires they were required to fill after the experiment. Individuals were to provide various details including their names, their age, the games they like as well as their view on the amount of time available for each game. The individuals would rate these factors on a range of 0-5 with 0 being the lowest and 5 being the highest score on the questionnaires. The results of the study were later evaluated before conclusions were drawn on the study.

There were various ethical concerns related to the use of the experimental research design used in this study. One of the concerns related to the participants in the study. Considering that most of the participants were children, consent from other individuals like their parents or school teachers was required. The experimental procedure was also concerned with the rights of the children in terms of education and how the experiment would affect other aspects of their lives. 
The consent to include the participants was gained while those whose parents were unavailable at the time were replaced. This was done to ensure the participation in the study is allowed as part of the ethical considerations. The availability of free video games attracted most of the participants to engage in the study. Although the study allowed these individuals to participate and enjoy free games, there was always the concern of exposure. The study was concerned that the various negative impacts that spending too much time playing video games may be extended to the participants during the study. 
Survey Research Experiment 
A survey study was the second choice of methodology for this study. Just like in the experimental research design, the study was intended to evaluate the effects on the growth and development of various children. The survey research aimed at answering the research question, Does the playing of video games by children aged between 5-14 years have a positive impact on their growth? E.g., does it have an effect on their rationale in decision making? 
The purpose of the study was to evaluate the effects of playing video games on young individuals who are still developing social, cognitive, and emotional skills. The study would compare the amount of time taken in playing video games and how it influences various observable characteristics in children in elementary school. The hypothesis of this survey research stated that spending more time playing video games can be associated with improved cognitive, emotional, and psychological skills. Information in this survey was gathered in support or refute the hypothesis. 
There were various reasons for choosing the survey research as a research design. One of the major reasons is the wide range of capabilities in gathering information. The information obtained through survey research has higher accuracy as it is collected firsthand. There is also a low cost of study when using survey research. While there is a wide variety of studies performed on the effect of video games on the development of individuals, there has not been much interest in the positive or negative impacts of the games on children. Using a survey would allow gathering of information which would help in concluding how playing videogames would impact children in the age of 5-14 years. 
A purposive sampling technique was used in gathering information for this study. a total of 15prticipants was used in this study with a higher number of boys than girls. The ratio of boys to girls in the study was 3 to 2. This is because the boys are expected to engage more in playing video games than girls. The parents of the children in the study were to provide consent as well as participate in the survey. The parents would record their experiences and observations on the various effects they observe on their children as a result of playing video games. The observations from the parents are expected to be part of firsthand information. 
Data were obtained from the internet relating to the number of children who engage in playing video games and the possible effects the habits have had on their development. The children were assigned various assistants when participating in the study to help in answering some of the questions. Parents were required to send their responses through email. The consent of the participants was gained through informing all the participants about the study as well as gaining consent from the parents of the 15 children. 
To avoid coercion and intimidation in the study, the individuals, individuals would participate on their will with a promise of incentives after the study. this was only meant to increase their participation in the whole process considering most of them were children. There was also a promise of confidentiality was also made to the parents assuring them that the information gathered through the survey would only be used in drawing conclusions while utmost confidentiality is ensured. The privacy of information provided about the participants in the video games was also assured to the participants and their parents. 
The participants were to narrate their experiences in playing video games and how they feel after playing the games. The parents of the various children would also explain any possible effects they have observed on their children since they started being exposed to video games such as the possible influence on their decision making, interactions with others as well as time spent in playing the games in general. In the posttest, parents were required to observe any changes in behavior, decision-making, or social interactions in their children after spending varying amounts of time playing video games.
There were various key variables measured in this research. For the independent variable, the time spent playing games was considered. The impact of playing the videogames on the development of individuals was considered as the dependent variable for the study. a rating of 0-5 was used in rating the effects the games may have on different aspects of the children such as decision making, interaction with others as well as taking on new challenges. A room for providing additional information on the effects of the video games was also left for the parents. 
There were a number of considerations in the study. The research recognized that participation levels of children in these games may differ due to social economic and cultural factors and may be an important aspect in deriving the positive and negative impact of video games on the development of children. This would have an effect on the total amount of time taken in the research survey. 
The survey research was divided into two phases constituting the pretest and posttest. The same participants were involved in the two phases of the study. The participation patterns of the children in the study. 
Various open-ended questions were used in the study to allow the participants to provide all information possible on their game-playing habits. The questions were related to the game-playing habits of the children and the effects of the habits on the children. Open-ended questions allowed the provision of answers on the positive and negative effects of playing video games on the children. 

Sample survey questions
Close-ended questions 
	Age …
	Gender …

	Did the participant exhibit positive or negative development tendencies after the two phases of participating in video games?
	Yes –
Tried to –
No -

	Did the participant play the games within the stipulated time or if there were variations in time? e.g. others wanted to play during their own times
	Yes – 
Tried to – 
No -

	Has to play video games affected your school performance?
	Not at all
A little
A lot

	Was there an improvement in the cognitive and decision-making skills of the participants after taking part in the games?
	Yes – 
The games lacked challenging aspects– 
No -



Open-ended questions
1. How much time do you spend playing video games?
1. Which games d you prefer playing the most?
1. How do you acquire most of the games you play?
Discussion 
Playing age-appropriate games in moderation can be fun and healthful. Some video games may aid in the development of fine motor skills and coordination, as well as foster learning and problem-solving. Interactive and instructional video games and apps have a positive effect on children's brain development. Another study focused on instructional game characters found that forming a deep attachment with a game character can help children learn better. Violent images may have a greater impact on younger children and those with emotional, behavioral, or learning issues.
Many children's lives are dominated by video games and digital media. According to surveys, young children (ages 2-4) spend roughly 20 minutes each day playing video games. As youngsters become older, this becomes more prevalent. Children ages 5-8 play for about 40 minutes per day on average, and children ages 8-12 play for about 80 minutes per day on average. Some schools are capitalizing on the popularity of video games by incorporating instructional video games into their curriculum. One school has even created an entire curriculum on video game design and play. 
Digital gameplay on specialized video game consoles, computers, and, increasingly, mobile devices continues to have a significant appeal. The Entertainment Software Association (2018), for example, revealed in a recent poll of the computer and video game industry that 64 percent of the 4,000 US households they studied had at least one person who played video games 3 or more hours each week. A bit more than a third of the players were under the age of 18. About two-thirds of parents surveyed said they played video games with their children every week and thought the games were good for their children (Entertainment Software Association, 2018). 
Early in life, children begin playing video games, and according to data from a nationally representative study, the amount of time spent playing increases until consistent use patterns emerge around middle childhood and adolescence (Common Sense Media, 2017). According to a Common Sense Media (2017) survey of US children aged 0–8, children utilized interactive games for roughly 25 minutes per day on average, with very limited use before the age of two. Youngsters aged 2–4 spent roughly 21 minutes and children aged 5–8 spent about 42 minutes playing games. In a previous Common Sense Media (2015) survey, children aged 8–12 engaged with games via mobile and video game devices for an average of 1 hour, 19 minutes per day, which was equivalent to 12- to 18-year-olds' daily video game use of 1 hour, 21 minutes. 
Boys (70%) are the most dedicated gamers, with 27 percent of adolescent boys and, significantly, 2 percent of adolescent girls reporting video game gaming as their favorite hobby. Digital media consumption is a diet with varying levels of quality and amount of exposure (Anderson & Hanson, 2009). For example, avid gamers, who are more likely to be men, may be more drawn to learning through digital games. Concentrating on the quality of the gaming experience also opens up a door for educational innovation. Quest2Learn, a pioneering school in New York City, has created a curriculum based on digital gameplay and design. Although concrete scientific data for the usefulness of these kinds of methods in terms of student academic gains is still awaited, the local policy trend toward integrating educational games like Mine craft into classrooms is obvious.
Many of our current understandings of the impact of media on children's development are based on decades of research on television viewing habits and consumption. The findings of this research point to two important points. First, consequences are determined by the programming's content. For example, while preschool educational television viewing was shown to be positively associated with academic performance in English, math, and science (Anderson, Huston, Schmitt, Linebarger, & Wright, 2001 ;) Second, while watching television may appear to be a solitary activity, the impacts of television viewing are moderated by parenting. Parents have an impact on their children's television viewing habits through directing content choices and co-viewing behaviors. High-quality parent-child interactions during video games such as the use of dialogic questioning and praise can help young children engage with and learn from educational video games. Indeed, the American Academy of Pediatrics (2016) used this evidence to support co-viewing in their policy recommendations.
I compiled information from previously published research to examine whether there were any trends in the effects of video game use on youngsters. They go on to make policy recommendations regarding video game use in schools. The goal of the Games and Learning policy guidelines is to give policymakers guidance on how to use computer games for learning. Despite their widespread use, little research done on the benefits or drawbacks of video games for school-aged children's cognition or learning. This condition has repercussions for policy recommendations for their use that are likewise based on limited evidence, as well as regulations designed to regulate television viewing.
Interactive and instructional video games and applications had a favorable effect on children's brain development. Violent and solely amusing media, on the other hand, have a negative impact on kids' brain development. Educational games can help preschoolers learn coding, literacy, and math abilities, according to one study. Another study focused on instructional game characters found that forming a deep attachment with an in-game character can help children learn better. Exergames, or games that involve movement and exercise, were proven to improve children's decision-making and overall brain functions in a study.
 This research has looked at how parents can influence their children's learning when they watch educational television video games with them. Children learn more from a program when their parents watch and play it with them and interact with it (for example, by asking questions and rewarding accurate replies). The American Academy of Pediatrics recommends that parents watch educational shows with their children as a result of this study. Parents are now urged to play instructional video games with their children in order to help them study more effectively. The majority of video game study has been conducted on young children and adolescents. The authors point out that little is known about the influence of video games on children in middle childhood (ages 6 to 12), and they call for greater research.
 Few studies have focused on the beneficial effects of digital media exposure on adolescents, such as its function in fostering new and maintaining older connections, as well as enhancing existing friendships. Adolescents use social media to manage their emotions in general and their contemporaneous mood in particular, according to findings in the literature on social media use. A large body of research, particularly involving young adult studies, has shown that playing specific forms of cognitively demanding video games can result in significant improvements in perceptual, motor, and cognitive abilities.
Overall, evidence of this research demonstrates that instructional video games are beneficial to children's learning and brain development. Children's usage of media is widespread throughout their development, with interactive media playing an increasingly crucial role. As a parent, you can encourage your children to learn while playing video games by doing the following:
1. Encourage your youngster to play instructive video games instead of just fun and/or violent ones.
1. During the game, interact with your youngster. You can communicate with your child by asking questions and praising them if they do something well while playing with them or watching them.
1. Look for games with relatable characters. Children will be better able to study and develop social skills if they can create ties with the characters.
1. Find workout video games for your child to assist them to get some exercise while also enhancing their overall brain function.
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