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Computer Games – Social Aspect
Social Effects of Computer Games’ Addiction in Children in the United States (US) Modern Context
	Computer games has become a common phenomenon in the modern digital age with children and adults alike engaging in it. In the US, the idea of playing computer games has been in existence since the advent of computers. Engagement has increased in the recent times with a variety of games being availed in the global market to satisfy distinctive needs. There are educational, social, and role play games, among others which can be played singly or in groups. These engagements, however, are linked to various effects which are positive and negative. Again, there are levels of engagement where one can be categorized under addicts and this has far-reaching effects. This report focuses on the social effects of computer games’ addiction in children in the US within the modern context.
An Overview
	According to the Convention on the rights of the child (UNICEF), a child refers to any individuals who is yet to attain the age of the majority, mostly set at 18 years, in most jurisdictions of the world. It is the age at which most individuals cannot be relied on to make autonomous decisions in alignment with life challenges or policy matters. In the legal context, any individual who is a dependent or to who support is accorded by a parent or as directed by the parent, is a child (UNICEF, 2018). In this regard, this report will be founded on the definition stated above to explore the social effects of computer games, particularly for children who are readily addicted in such engagements.  
	Children raised in the modern context commence computer gaming as early as age three creating the perception that computers games should start at this age. Marketers, therefore, label their games as 3+ as a way of hampering play for those who are below this age. According to Ellie Gibson (2017), writing for The Guardian and adopting the title “Children and Video Games: A Parent’s Guide,” age-rating has become a common element in determining the kind of games to be played by children. Amazon has more than 18,000 distinct games bearing the label of 3+ which yields the perception that a child is ready for computer games at that age.  
Popularity of Computer Games in the US
	Computer games remain one of the most popular undertakings for the children and is ranked second after the social media (Volmer, Randler & Horzum, 2014). Through this ranking, there is an implication that computer games take leadership in some contexts and would in this case be seconded by social media. These games have been in the market since the early 1970s, growing into a huge business ever since. In 2016, the video games are estimated to have generated $90 billion in revenues (Dilley, 2017). This depicts a scenario where video games are a popular endeavor and one that is recognized as part of families’ expenditure. For an industry that yielding that much, the implication is that the popularity of computer games is not anticipated to diminish anytime soon and, therefore, it is a matter of seeking strategies through which to ensure control of the same to alleviate addiction and the associated consequences. 
[bookmark: _GoBack]	In the US, computer games happen to be the most popular preoccupation among individuals. According to Ream, Elliot and Dunlap (2016), the undertaking is popular among 99% and 94% of males and females respectively. These statistics entail empirical evidence reported by Pew Research and which depicts the age group of 12 to 17 years as the most pre-occupied with such endeavors. According to Dai and Fry (2014), it is hard to anticipate a family in which there is no child who plays video games. In the US, 81% of individuals in the emerging adulthood engage in computer gaming at least once every month. A child aged between eight and 12 years spends 13 hours on average on computer gaming per week while those aged between 13 and 18 spend an average of 14 hours weekly (Dai & Fry, 2014). This depicts the inevitability of computer gaming among children in the American context. Ream et al (2016) also report that the addiction rates of teenagers to computer games is between 4.9% to 9%. This is characterized with a lack of control of time spent in computer gaming and a neglect of other important activities and responsibilities. Dai and Fry (2014) report the addiction rate at 8.5% which is within the range reported by Ream and colleagues (2016). Some scholars, such as Volmer, et al (2014) look at addiction from another perspective by comparing morning and evening gamers. Those individuals who play in the evening are more likely to be addicted than morning players.    
	A major aspect of computer gaming and its popularity is that there is a game of choice, with some games being of preference to several individuals and thus creating a name within the industry. In the US, four games have been depicted as popular and irresistible among children and adults alike. These include Hearthstone, Overwatch, League of legends, Fortnite, and PlayerUnknown’s Battlegrounds (PUBG) (Sun, 2018). Heartstone has been in the market for four years and its prominence remains as it was when it was newly launched, particularly because it is offered freely. Fortnite is a product of the Epic Games Company and was launched in 2017. The popularity of these games is founded on their entertaining features and accessibility via distinct media. They are also simple and do not require high-tech devices to access (Sun, 2018). With such attributes, these games are popular even among individuals with low literacy levels as the skills required are easy to learn yet the games are quite engaging.  
Why Do Children Play Computer Games?
	According to Ream et al (2016) computer gaming can be likened to substance use as the reasons cited for the engagement in both endeavors seem to overlap. Adolescence and young adulthood have been evidenced as the most critical stages for dependence and which are likely to yield far-reaching outcomes where control becomes a problem. Volmer et al (2014) reinforce this argument by stating that adolescents are more likely to be addicted to computer gaming than any other age group. According to Ream et al (2016), adolescence is essential as this is the stage when one attains identity which is founded on life experiences. A lack of equilibrium in negative and positive experiences is critical to enabling the individual attain an identity that enables coping and successful search for solutions to life challenges.
	An attempt to resolve life challenges is one of the arguments put forth in alignment with children’s engagement in computer gaming. According to researchers, boys will spend their time in computer gaming for relaxation. A study (cited in Ream et al, 2016) reported that 62% of boys cite relaxation as the reason for engagement while 44% of girls cite a similar reason. Some adolescents associate computer gaming with mechanisms for relieving anger with statistics depicting 45% and 29% of boys and girls respectively from that perspective. Just like is the case with alcoholism and substance use, some children use computer gaming as a strategy to boost their capacity to forget real-life challenges and also find solace for their loneliness. It is of much concern, however, that some studies also report that children will use computer games as a way of escaping from various problems in life (Ream et al., 2016). It, therefore, emerges that children engage in computer games as a way of escaping from the realities of life, particularly where challenges or adversities are perceived or anticipated. Other reasons for computer gaming include entertainment, for companionship, enhancement of cognitive skills, and as a pass time activity. Zamani et al (2010) present reasons as reported by adolescents in alignment with computer gaming. Adolescents perceive excitement, fun, and challenges in playing these games. As such, they engage in the games as a way of challenging themselves while at the same time obtaining fun and excitement from the same. One-third of the adolescents questioned by Zamani et al (2010) argued that negative effects of computer gaming are only for the addicts.  
Social Effects of Computer Games’ Addiction
	Computer games affect the players in various ways and can be positive, negative, or both. Addiction to these games, however, is a negative outcome of overspending time on the computer at the expense of other important endeavors. To understand the social effects inherent in computer gaming, Zamani and colleagues (2010) suggest the need to explore the socialization aspect. In this light, they define socialization as the process through which an individual engages in the development of norms, attitudes, motivations, and skills that enable him or her to fit within a society of his or her desire. It entails the acquisition and application of social skills in communication and interaction contexts as part of social development, particularly for adolescents and others below the adolescence stage. In comparing the social skills of students who engaged in computer gaming and those who did not, Zamani et al (2010) found out that computer gamers had relatively lower social skills. While this aspect is not founded on addiction, it may imply that the more one engages in computer gaming the lower the social skills. In alignment with the findings of Zamani et al (2010), computer gaming is associated with inadequacy in communication and interaction skills and this may yield withdrawal as this inadequacy is linked to a lack of competences to express oneself or personal desires. For addicted individuals, they would rather continue playing the games rather than engage in face-to-face interactions where they could find solutions to various life problems. 
	The idea of using computer games as a mechanism to enable escape from life and its realities is highly documented (Ream et al., 2016; Volmer et al., 2014). Again, addiction follows a pattern where one engages in computer games moderately and then reaches a time when he or she is never available when needed by others or when there are demands for engagement in another task. Such an individual uses all of his or her free time on the computer, spending more than 25 hours per week on gaming alone (Woog, 2014). This means that the individual cannot get time for interactions with others and this culminates into social isolation. In such a context, it is difficult for an adolescent in the identity search stage as he or she gets used to the idea of turning to the computer to play games during the identity crisis. This may culminate into a distorted self-identity where one perceives the computer games as the source of answers to various life challenges. Such individuals cannot engage in face-to-face conversations with their peers and instead utilize the virtual settings for interactions. The individual turns to the player on the screen with the view that playing a game is the life strategy to cope with all life challenges. Actually, such individuals perceive others as real problems that ought to be escaped rather than confronted (Woog, 2014). In this light, the computer gaming subculture has yielded a group of escapists who are individualistic in nature and who can seek solutions from others but depict the belief that computer games are everything to them. For addicts, therefore, socialization is an aspect of life that is unknown to them and, therefore, cannot interact with others in normal settings but instead view computer gaming as the mechanism through which to escape from rather than solve or confront life problems.
Conclusion
	Computer games have gained prominence in the modern day settings, with the popularity of specific games that are based on age-rating. The computer games’ market is surging day by day as new games emerge in alignment with an increment in gamers and the recognition of the same as part of the families’ budget. Children, considered as individuals at the age of 18 and below, have been in limelight as targets of computer games with addiction reported at 4.9% to 9%.  While there are positive effects of computer gaming, such as the enhancement of cognitive skills and excitement, the social life of addicts is at risk as they experience deficits in the acquisition and application of social skills in a communication and interaction environment. Withdrawal and social isolations emerge as the most important social effects as addicts turn their attention to gaming in issues that require social intervention. The acquisition of a distorted identity among adolescents is also prominent as such individuals do not have time to interact with their peers and instead perceive the computer games as the mechanism through which to find solutions or escape from problems facing them in real life.
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