
EFFECTS OF ONLINE GAMING TO PUPILS

This study was conducted to assess and find out the impact of on-line gaming on the academic performance and social
behavior of the students.

Your child may also get the ability to think fast and think of multiple things all at once. To reduce their
obsession towards the online games. Quakeworld refined the technology, and Ultima Online introduced game
world where players could freely interact and pummel each other. Video-games do not negatively impact
adolescent academic performance in science, mathematics or reading. The definition of addiction according to
the Oxford dictionary is the fact or condition of being addicted to a particular substance or activity. To
recognize the potential online video game addiction symptoms among the students based on the data collected
from the study. One of these things is online gaming that is provided by the internet. Being great and skilled at
playing these video games gives individuals several social benefits. There is a bonding happening and it can
build a strong relationship. Reasoned judgments, Taking risks - Winning in any game involves a player's
courage to take risks. According to Bernales, this chapter is divided into one of the following parts: 3.
Excessive â€” Which more than is necessary, normal or desirable immoderate, and going beyond what is usual
normal or proper. In shooting games, the character may be running and shooting at the same time. How may
Study habit be measured according to: 3. It would help us to determine whether the individuals were addicted
to online games or not. High Grades 4. Improve Academic Function 3. This optimal experience can be
attained if the player has effective personal interaction with the system or pleasant social interactions with
other people connected to the Internet. Nevertheless, computer games are also computer programs, and,
therefore, lessons learnt in software construction can be applied to them. If the content is negative, then
negative results can be expected. According to researchers at the University of Rochester, led by Daphne
Bavelier, a cognitive scientist, games simulating stressful events such as those found in battle or action games
could be a training tool for real-world situations. Methods: The study population includes all students in the
second year of public guidance schools in the city of Isfahan in the educational year of  It will be done during
the second semester of the school year  This paper ends with the implications of applying the study results to
other domains such as e-commerce and cyber communities. What are the effects of online games?


