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University students are frequently being discouraged from playing video games. Parents and lecturers have developed stereotypes about the negative impact of playing video games. The truth is that video games are not as bad as some people might think. The petition by the university administration to ban video games on campus is misinformed and a denial of the advantages and benefits associated with playing video games.
Playing video games is a complementary tool that helps university students in learning. Playing video games allows students to develop learning skills that are critical in their education and future careers. The world has changed significantly and now more than ever, the world needs problem solvers, people with quick reflexes in decision making. It is no secret that most employers are looking for educated and skilled graduates, people who can easily fit in the workplace and start being productive. A study by Arsović & Zlatić, 2017 found that playing video games improved the reaction time of an individual through hand-eye coordination. Playing video games also enhanced the self-esteem of individuals. On 2011, ABC News reported that an individual who plays video games regularly have a high possibility of making fast and wise decisions.
The academic life of a university student is stressful because of varying factors. Anyone who has attended the university can attest to the stress, hardship and pressure associated with mixing education, friendships and personal goals and dreams. Most university students often engage in drug and substance abuse as a form of escape from stress. Over the year, universities and colleges are some of the institutions with the highest levels of drug and substance abuse. Video games are similar to an obstacle course where an individual clears one obstacle and moves on to the next. At times, a person might get stuck with the same obstacle for a while until they develop a strategy to overcome it. Therefore, video games present students with an example of different aspects of life, including their studies. Students can visualize their studies as an obstacle course or a level in a game that needs to be cleared. This becomes a source of motivation for students in their study. Often, student’s get discouraged and feel that their whole world has collapsed when they don’t achieve their desired grades in different courses. Playing video games teaches students not to easily give up because a win in another level can reciprocate a defeat or low grades in one level.
The American Psychological Association published a study in 2013, indicating that people can improve their mental state by playing video games. Some university students often get mental related issues because of stress and other factors. Video games can offer a solution by improving the mental states of students. Some video games teach students how to take care of their bodies and to lead a healthy lifestyle (Dankov & Bontchev, 2020). For instance, video game characters are often packed with a health gauge which the player has to maintain. In other video games, characters have to engage in exercises, eat a healthy diet and take adequate sleep. This teaches students how to lead a healthy lifestyle. Some video games, especially motion-controlled video games, allow the students to exercise their bodies and mind.
Playing video games is an opportunity for students to meet new people on campus and from all over the world. Common areas with video games are a huge attraction to campus students, and friendships often generate from these interactions. Such interactions play a critical role in the later life of a student because they are good networking opportunities (Tilak & Jadhav, 2019). Prosocial games trigger students to become prosocial by increasing the will to help others, increasing awareness of relationships and their surroundings. In conclusions, video games play a critical role in the lives of university students directly and indirectly by offering advantages in learning, promoting healthy lifestyles and improving the social life of students through networking. Therefore, students need to play video games.
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