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Stress takes significant psychological part in our video games experiences. Yet it affects players daily. Many Video games such as Super Mario Bros Ds which includes stress by using mechanics such as time pressuring, where the time counts down all the way down to zero, recourse shortage, unpredictable enemy encounters and competitive ranking systems to heighten engagement and the emotions, making it a regular factor in the gaming world. However, designers often rely on stress from the players to create and engage them with challenging objectives, but designers must not create objectives hard for players because it could impact their wellbeing and their long-term enjoyment of the game. 

Statement
Video games have become one of the most forms of entertainment worldwide, with millions of players engaging in gaming daily. While gaming can provide enjoyment, social interaction, relaxation, and cognitive simulation, concerns have emerged regarding its potential impact on players' stress levels. Pervious research suggests that gaming may produce both positive and negative impact psychological outcomes depending on factors such as game genre, game intensity, session length, and individual player characteristics [1]. Competitive and high-pressure gaming environments have been shown to increase anxiety and stress responses, which may affect player performance, emotional wellbeing, and overall gaming experience [2].
Despite the growing body of research, there remains uncertainty regarding how different gaming experiences contribute to stress among players. Existing studies often focus on specific gaming genres, esports competitors, or gaming disorders, making it difficult to understand how stress is experienced by a broader population of players [1]. Furthermore, research indicates that gaming can both trigger phycological stress responses and serve as a coping mechanism for reliving stress, suggesting a complex relationship that requires further investigation [3].

Aims and objectives
The aim of this project is to investigate how stress is created in video games, the factors that contribute to it, and the impact it has on players' experiences and well-being. The project will explore why certain game mechanics, challenges, and environments can cause stress, as well as how different players respond to these situations. It will also examine ways to reduce unnecessary stress in video games by improving game design, with a goal of making the game more enjoyable and a better experience for the players.

To achieve these aims, I will be looking at different methods such as research, surveys, and practical work. The first method I'll be using is research, which will involve me using sources such as academic sources by going to the fforwm building to its library to find books which a reliable and well suited for me this project to answer my question. One of the books that I will be using project will be 'Fundamentals of Game Design' by Ernest Adams and Andrew Rollings from the library. This book has a section about stress within games, Also, I use articles and websites to discuss stress in video games. The secondary research will help identify how stress is created through mechanics such as time limits, enemy encounters and recourse management, objectives where u have to find stuff that are hidden around the map where it makes players stress or annoyed and will also provide me how different game genres use stress to enhance engagement and how excessive stress can negatively affect player wellbeing.
The second method will be a survey. I will distribute my survey to a small group of classmates and my lecture teachers. To gather primary research on how personally they deal with stress through dealing with tricky objectives, timers in games, enemies, and much more. Once all the data is collected, I will compare it with each one.
The third method will be practical work. In maya and unreal I will create a 3d platform game with the same identical level, one with a timer and enemies and one without them, then I'll be comparing each one and ill create another survey on the game and let others fill up the survey.

How the objective will be achieved
To achieve the objectives of this project, the work will be divided into a series of identifiable sub-tasks that follow logical progression from research to testing and evaluation. The first objective is to understand how stress is created in video games, which will be addressed through secondary research. With secondary research, I will find reliable articles on player psychology and review stress in existing games. The sub-tasks for the stage include locating reliable sources, summarising key findings, and identifying common patterns in how games generate stress.
The second objective is understanding how players respond to stress. To achieve this, I will use primary research by conducting a survey. Sub tasks include designing clear survey questions, selecting participants, distributing the survey, and collecting responses. The data will be analysed to identify which mechanics players find stressful, how they cope with stress, and how their experiences compare to other people, to see if people had the same result as each other
The third objective is to test how game design choices influence stress; this will be achieved through practical work. This involves creating a simple platform game with two versions of the same level: one without timers and enemies, and one with both included. Sub-tasks include designing the level layout, implementing mechanics, testing functionality, and preparing both versions for players' testing. Participants will play each version, and after they play each version of the level, they will fill in a survey on how they thought of each one and say if they had any stress while playing them.
Resources that i will be using
This project will use a range of digital and technical resources, through research books and surveys and practical development. I will use my own personnel computer for this entire module, to do practical work and the non-practical side of the module. Also, my personnel computer will require stable connection and internet access for this project. I will use Microsoft word for the 6000 reports, Microsoft PowerPoint for the viva, and Microsoft forms will assist on creating and distributing the survey to collect people's feedback efficiently.
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