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Effects of Video Games on Children
	Ninety percent of children and teens in the US play video games (Prot et al., 2014). In this era of information and technology, it is more probable for children to have access to video games. In the same line, the game industry is growing at a rapid speed. The expansion of the gaming industry means that more children will have more access to video games. The question that arises is what effects the interactions with the video games will have on the children. Many studies have been conducted in the quest of seeking the answer to this question. According to Granic, Lobel, and Engels (2014), most of the researchers concentrate on the negative impacts of video games. However, he argues that a more balanced point of view would be more desirable. Some of the negative effects of video games include violence, addiction, and depression. On the other hand, video games have been found to enhance the cognitive, motivational, emotional and socializing elements in children. This paper will explore the positive and negative impacts of video games on children.  
	Playing video games has been found to improve the cognitive skills in children. Granic, Lobel, and Engels (2014) noted that, while not all video games yield this effect, the shooter video games otherwise known as action games have been found to promote the cognitive skills of the child players. This is despite the fact that these games are violent in nature.  In a training study Green and Bavelier (2012) recruited first time players as participants, and tasked them with playing shooter games with the control group playing a different type of game for an equal period of time. The study revealed that shooter game participants developed faster and more accurate attention allocation. In the same line, they showed elevated special resolution in visual as well as mental abilities.
	 The above findings are parallel to the findings of a meta-analysis; which revealed that the advancement of spatial skills from playing the shooter games are equivalent to the impact of high school and university level disciplines that are aimed at improving the spatial skills. In fact, the spatial skills can equally be trained using the shooter video games. Furthermore, the spatial skills achieved from training with shooter video games have been found to generate positive outcomes in the academic and career advancement (Wai et al., 2010). Other cognitive effects of playing video games include improved creativity, problem-solving skills, motivational behaviors among others (Granic, Lobel, and Engels, 2014). As such, the role of video games in enhancing the cognitive skills cannot be overlooked. Such skills are desirable and applicable not only during childhood but even in adulthood.
	Another benefit of video games is derived from the distinct characteristics that promote effective motivational benefits within and without the gaming contexts. Psychological research has proved that motivational styles may be derived from resilient and continuous effortful activities ( Dweck and Molden, 2005).   Notably, specific motivational styles yield certain beliefs in children; about their intelligence and capabilities. The incremental theory of intelligence proposes that intelligence is developed through effort and time (Dweck and Molden, 2005). As such, the effort used when playing video games, and the achievement and expertise gained over time make the children develops an incremental theory of knowledge. Similarly, characteristics such as dead ends and through points reward persistent effort. It is this motivation that balances the greatest levels of challenge and frustrations, with the experiences of success and achievement. In fact, McGonigal (2011) noted that, when they fail, the children are highly motivated to revisit the mission of winning; as they are unyielding and optimistic about winning. As such, video games may generate persistence and optimistic motivational style.  This kind of motivation is essential while handling difficulties and frustration at school and other challenging life contexts. 
	Similarly, video games have been closely linked to emotional benefits in children. According to Granic, Lobel, and Engels (2014), playing video games is among the best ways of managing the moods, and developing positive feelings in children. In the same line, games which have short-term commitment and minimum crossing point such as Angry birds improve the players’ moods. Similarly, such games result in relaxation and they eliminate anxiety. These findings are parallel to those of a study conducted by McGonigal (2011); who deduced that playing video games generate strong positive emotions. In view of this, positive feelings broaden the number of behaviors that are deemed as achievable and motivating. Similarly, positive emotions may help the children in developing social relationships, coping with failure and developing morale in their quest for achievement. Therefore, the ability of video games to generate positive feelings in children inspires them and helps them develop connectivity. Despite the benefits discussed above, research findings have regularly linked video games to detrimental effects on children.
	There is a lot of concern regarding the effects that violent video games could have on children. As such, numerous studies have been carried out towards addressing this issue. A study carried out by Anderson et al (2010), revealed a strong correlation between violent video games and increment in aggressive cognitions, affects and conduct. These effects are both instantaneous and long-term. Besides, they are replicated in real life situations. Similarly, a meta-analysis of 136 peer-viewed articles linked violent video games to physical aggressiveness, physiological stimulation as well as aggressive thinking in children. In addition, violent video games were found to diminish empathy in child players (Anderson et al, 2010). 
	In the same line, longitudinal studies reveal that interaction with video games aggravates the conditions of children who already have attention problems (Gentile, et al., 2012; Anderson et al., 2010). In another study, playing video games was attributed to decrement in proactive cognitive control. This is a kind of executive function that is responsible for the preservation of information in the working memory (Anderson et al., 2010). Notably, aggression behavior negatively affects elements such as socializing and school performance in children. It is also linked to indiscipline, misconduct and oppositional defiant disorder (Prot et al., 2014). Therefore, violent video games yield detrimental effects which affect the social, academic and health of the child.
	Another negative impact of video games on children is addiction otherwise known as pathological gaming (Prot et al., 2014). The intended purpose of video games is entertainment. However, when playing video games starts to yield negative outcomes in various areas such as academic performance, social relations, psychological functioning among others, it is regarded as pathological gaming (Gentile et al., 2012). Pathological gaming has been found to depict trends of co-morbidity trends common to other types of addictions. Some of the co-morbid and primary disorders in children include anxiety disorders, impulse control disorders and personality disorders (Prot et al., 2014). In addition, pathological gaming co-morbid with depression, attention deficit disorder, and depression Gentile et al. (2011). On another dimension, Prot et al., (2014) found that most studies that have investigated the potential outcomes of pathological gaming have revealed serious problems such as poor academic performance, sleeplessness, and suicidal thoughts in children and teenagers. Based on these studies, there is no doubt that addiction to video games yields negative health, social and academic consequences. 
	Video game playing is also considered as a risk factor for obesity. Notably, childhood obesity has been declared as a global epidemic (Lu et al., 2013). The amount of time that children spend playing video games is a significant contributor to the rising levels of obesity in children. This notwithstanding, childhood obesity is related to numerous health conditions including cancers, shorter lifespan, higher chances of adult morbidity; just to name but a few (Lu et al,. 2013). Children who spend more time playing video games are likely to miss out on physical activities and socialization. This effect is more common in cases of pathologic gaming. On the other hand, a study has linked playing games with increased food intake. According to Chaput et al. (2011), the energy expenditure is significantly higher during the video game play time than in rest conditions. This is because; although the player is not engaging in any physical activity, factors such as heart rate and mental workload significantly raise the energy expenditure. In the same line, increased food intake for video game players was present even in the absence of hunger sensation.
	Just like many elements of life, video game playing is double-sided. Multiple researchers have revealed many benefits of video playing, including enhancement of cognitive skills, generation of positive emotions, as well as motivational benefits. In turn, these benefits have positive effects on various aspects of the child players including academic, health, critical thinking, socializing, and coping with failure among others. On the other hand, interaction with video games may yield negative effects on child players; including addiction, aggressive behavior as well as the development of lifestyle diseases. These outcomes pose various threats to the well being of the child. In view of this, this paper recommends moderation of video game playing for child players. Parents should limit the amount of time spent playing. In the same line, they should restrict the types of games that their children interact with. For instance, the can encourage beneficial games such as the shooter games while discouraging violent games. This way, it will be possible for the child to reap the benefits of video game playing while eliminating the negative effects.
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