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[bookmark: _Toc213674530]Research Topic: Why are children obsessed with video games?
[bookmark: _Toc213674531]Introduction
The impact of video games on children’s behaviour has been a subject   of   extensive debate among parents, educators, researchers. As video games have become increasingly prevalent in children’s lives, understanding their effects is crucial. Many argue that certain genres promote aggressive behaviours while others believe that they can foster cognitive and social skills. This research topic will explore both the potential negative and positive effects of video games on young people, providing a balanced overview of this complex issue.




[bookmark: _Toc213674532]Problem Statement
Playing video games is popular among many children and teenagers. Children play games on computers, gaming consoles, Pads, or phones. Gaming can be a significant part of kids social lives and the centre of their interaction with friends, not just on the screen, but outside the game as well, providing inspiration for play and conversations. Video games have become a cultural phenomenon, captivating children across the globe. Video games transport players into fantastical worlds where they can be heroes, solve mysteries, or build entire civilisations. Unlike traditional forms of entertainment like books or movies, video games offer interactive escapism. Children are not just watching the story unfold-they are living it. This is one of the primary reasons kids can be obsessed with video games. In the real world, kids face challenges such as academic pressure, social struggles, and even occasional boredom of daily routines. Video games provide an alternate universe where these stressors do not exist or manifest differently. 
Another compelling reason kids are obsessed with video games is the social aspect. Games are designed with multiplayer functionality, allowing kids to interact with friends or strangers in a shared virtual space. Platforms like Roblox, Fortnite, Among Us have transformed gaming into a social hub where kids collaborate,compete, and communicate in real time.
The science behind why kids are obsessed with video games lies in their design.One of the key elements is the reward loop.Games often provide small, frequent rewards-earning coins,unlocking new levels,or achieving high scores.This rewards activate the brains dopamine system,creating feelings of pleasure and motivation.This can be particulary enticing for children as their  brains are still developing,making them more susceptible to this stimuli. Baraniuk Ch.(2025) /The psychology behind why children are hooked on Minecraft/

The problem for children’s video game obsession centres on excessive, compulsive gaming negatively impacting development, leading to issues like poor academic’s social withdrawal, sleep loss, mental health struggles (anxiety, depression). It has been found a negative relationship between playing time and sustained attention. In addition, it is claimed that hardcore gamers have attention problems in class.
Some parents notice that their child rarely socializes in person with others and spends all free time on video games.The American Academie of Pediatrics suggests time allotted should be under 30 to 60 minutes per day on school days and 2 hours or less on non-school days.Gaming should occur only after children complete their  other responsibilities for the day. /Healthy Limits on Video Games/Nancy M.Petry.PhD(2024).
 


[bookmark: _Toc213674533]Justification
Video gaming has varying effects depending on the game genre. For instance, an active video game can improve physical fitness, whereas social video games can improve social behaviour.Brain Sciences (2019) /Does Video Gaming Have Impacts on the Brain:Evidence from a Systematic Review/


[bookmark: _Toc213674534]Information Sources and Justification
Information Sources in this research topic are the origins of data.They passed all CRAAP test criteria.
Currency: the information is enough resent  for this topic.
Relevance:the information addresses the topic.
Authority: the information is written by experts.
Accuracy:the information is factually correct.
Purpose:the purpose is to inform  about the impact of video games on childrens brain,emotions,to help parents guide their children by gaming.

[bookmark: _Toc213674535]Task 2: Research Methodologies
[bookmark: _Toc213674536]Give a brief overview of quantitative and qualitative research.
Quantitative research uses numbers and statistic to test theories, measure variables and find patterns in large samples (e.g., how many, how much). This type of research can be used to establish generalisable facts about a topic. Common quantitative methods include experiments, observations recorded as numbers, and surveys with closed – ended questions. /Qualitative vs Quantitative Research Examples &Methods /R.Streefkerk (2023).
Qualitative research uses words, observations, and interpretations to explore ideas, understand experiences, and develop deep insights from smaller, in – depth samples (e.g., why, how). Common qualitative methods include interviews with open-ended questions, literature reviews that explore concepts and theories./Qualitative vs Quantitative Reseach Examples&Methods/R.Streefkerk (2023).



[bookmark: _Toc213674537]What type of research methodology will you use for your research and why?
For my research I will use qualitative type of research, because it aim to gather an  in-depth understanding of human behaviour and the reasons that govern such behavior. Qualitative research is a method of inquiry often used in the social sciences. For my research topic better suits Qualitative method, because I  am looking for reasons why are children obsessed with video games.




[bookmark: _Toc213674538]Task 3: Data Collection 
[bookmark: _Toc213674539]Overview of primary and secondary data collection
Primary data is new, firsthand information collected for a specific purpose (e.g., surveys, interviews), offering high relevance but requiring more time and cost. /A guide to primary vs secondary market research: The differences and how to conduct them/ White. Head of Strategic Research, (2025)
Secondary data is existing information gathered by others (e.g., books, reports) that is quicker and cheaper to access. Most secondary data are published online for general use, which researchers can easily download and use for their research process.


[bookmark: _Toc213674540]What form of data will be used to address your research problem, and why?
In my research will be used secondary data. Secondary data sources are extremely useful.It is an economic use of time and resources .  


[bookmark: _Toc213674541]Conclusion
Technologies have a strong impact on people’s lives, in general. However, the groups of people who are more affected by them are children and teenagers. Using video games cause a lot of problems in children and young people’s behaviours, social relationships, academic performance, sleep disorders, and so on. Finally, parents and teachers of primary and secondary education have to understand what happens with their children if they do not control the use and type of video games. The Entertainment Software Ratings Board website has different manuals explaining how to restrict video game use, depending on the types of devices and software. Blocking games that include inappropriate content or blocking them by age rating and limiting the time children play would be very recommended. Parents often worry about the influence of online interactions, but many experts agree that gaming can be a positive social outlet when monitored appropriately. Encouraging kids to play age-appropriate games and setting boundaries can help them enjoy the social benefits without the risks.
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