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ASTUDY ON "EFFECT OF VIDED GAMES ON YOUTH AND THEIR COGNITIVE FUNCTIONS"
THROUGH SIMULATION: IMPACT ON HUMAN EMOTIONS

Ms. Sujata Hizal
Assigtant Professor, 50 M. Shetty College, Powai

ABSTRACT

In the recemt years, video gamies have poined fremendons popmdarity awiong the yourh for leisure and
etertaimment which demends physical and cogritive imolvesen! while plaving. Videos games cowibine
phvical ard cogritive activities for performing cognitively denanding tacks. Thete activities can improve the
cogaitive performance but i also can have cogritive impairments amomg the vourhs for mieracting with video
gamies for loger period Tn i paper, research @5 been dore through Personal Tatervlew aad Siervey along
with the previously published revearch and evidences that suggests commercial vides games can be used for the
ety and o enhavice skills ard developient among the imder-graduare students. The experistent popidation for
this research is hetween the ages from 1 8-25 without any cogritive xsues. The date hay been collecred 1o shindy
the muarimum Lme speal by vouth whiile plaving games and iz gifeces o thelr cogrinive furctions by simidaton.
This paper will alse focus or the emoriona! behavior of the voutlh while playing games along with the hearr rate,
skin rarle, intensity range. and threshold value, The EEG (Elecirencephalography] scanning technigue uzed in
the previods published research & been weed for the suady. The paper will concliede with the challenges,
advanteges and effecs on youth when they spenl maxcimum Hme for playing video games.

Kevwords: Neiron Simularion, Brain Healvh, Cogrition, Emotionsl Behurvior, EEG {Electiroencephalography)
Techaigue

1. INTRODUCTION

As per EEDAR, 211 million individuals, or 67% of people. play computer games. That implics a great many
individuals could be making harm their ovinds, mental state, or capacity to rest. Plaving games can affect
memory, ther emotions incloding sadness, happiness, fear and anger. Games can influence participant’s minds
and violanl games cafl CAUSE MOFE presgune o participant’s mental health, Sviaapses are being wsed for passing
the messages into the nervous aystem which can be damaged while playing games because of muoliiple inputs
passing through the individual. Games also influence the behavior of an mdividual and cause nervousness. The
riscarch bas shown the simulation of human bram is possible where still the similation of humsn emolions &
gtill ot inte the considerations. Simulating human cogaitive fanctions can be possible i the next 30 vears but
challenge with the human emotions. Because of the too much plaving violent games can affect the homan
nervous systems. In the recent news, a 16 year old boy got a cardiac arrest while playing games where his own
friend playad against him which he was not able 1o aceept. Youth are more interested to play violent games and
they can play more than 8 hours which participants have also accepied durng this reseanch.

I OBRJECTIVE

1. To smdy the cognitive behavior of a youth between the ages of 158-25 while playing video games.

To study the heart rate, skin rate, intensity range and theeshold value of a youth while playving video games.
To smudy the emotional transition while playing games.

To show the cognition simulation of neorons while kaving ransition of emotions while playving games.

RESEARCH METHODOLOGY

The data for the rescarch taken through primary and secondary research. For primary data collection, the
survey has been taken from the college students ranging their age from 18-25. Review Analysis has been
dode to understand the thought process and cognative reactions when they play videos games for longer
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