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Video Game Addiction

Video gaming is a common practice among many youths and teenagers across the society. Video game addiction refers to a situation in which an individual entirely engages in computer games as part of their leisure. Video games addiction interfere with the daily lives of individuals as it consumes the productive times of people as it isolates them from the normal functions of the society (Wittek et al. 677). First, it is estimated that 51 percent of the US households own a video game or gadget with a larger percentage playing the video games on console as compared to those who play it on their phones and video games (Essential Facts about the Computer and Video Game Industry 1). Additionally, across the United States, it is estimated that over 59 percent of Americans play video games on a daily basis with the youth being a larger percentage of the total population being addicted to the video and computer games (Essential Facts about the Computer and Video Game Industry 1).  Again, most teenagers involved in video game addiction fall over the age of 12 years which reduces their amount they concentrate on their class work (Essential Facts about the Computer and Video Game Industry 1).
Despite the recreational and leisure benefits that may be enhanced by video games, its addiction affects among many individuals in the society as it reduces their ingenuity across the mainstream media (Wittek et al. 678). Further, individuals may suffer health complications associated with extended periods of online concentration. Indeed, it is essential to sensitize individuals on the need to engage sparingly in playing video games. It is imperative to teach the youth on appropriate ways of regulating their indulgence with video games to reduce cases of addiction. Video game addiction is an alarming issue that requires thoughtful insight in reducing the society's efficiency.
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