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Research Proposal: Computer Games – Social Aspect
Social Effects of Computer Games on Children in the United States
	What are the social effects of computer games in children? This is a question that is worth exploring in the modern context as computer games continue to gain momentum. The social effects of these games are highly documented, both positive and negative. Adolescents emerge as the most affected group with the aspect of identity formation being at risk. Since it is an inevitable undertaking and one that is recognized as part of the budget in families, moderation becomes a major aspect of consideration in a bid to address the addiction problem which yields negative outcomes, particularly for children. At a time when the popularity of computer gaming is increasing and attributed to various causes, the frequency of playing these games and the social effects associated with the same become critical aspects of consideration to ascertain the magnitude of such effects on an individual and the society at large.
[bookmark: _GoBack]	Data collection for the proposed research project entails a consideration of published books, peer-reviewed articles, and news articles that contain information aligned to the aspects of focus. Peer-reviewed articles are worth using in any research paper as they contain factual information that is founded on empirical research data. The information is also credible since it is reviewed and approved by a panel of professionals thus reinforcing the reliability as a source of research data. News articles from credible and prominent newspapers are also credible as they contain first-hand information of issues as experienced in the society at the particular time of reporting. My plan in obtaining these resources entail the use of google scholar in the search process. The search terms will be founded on the subtopics to be adopted as well as themes that will emerge in the course of writing the research project. One way through which to identify peer-reviewed articles is to verify that they are published in a credible journal and have a page containing references at the end. The article should also have an author(s) who are mostly affiliated to educational institutions. 
	Preliminary research has already given a starting point. In an article by Geoffrey Ream, Luther Elliot and Eloise Dunlap, “Trends in Video Game Play through Childhood, Adolescence, and Emerging Adulthood,” video games emerge as an inevitable phenomenon in the US context with up to 99% of males engaging in it while females are quoted at 94% (1). Another article by Eshrat Zamani and four other authors, “Comparing the Social Skills of Students Addicted to Computer Games with Normal Student,” discusses the socialization process and how it has been affected by computer gaming with the rate of addiction being at 10% in the US (59). A third article by Christian Volmer, Christoph Randler and Mehmet Horzum, “Computer Game Addiction in Adolescents and Its Relationship to Chronotype and Personality,” computer games are only second to social media in popularity (1). 
	The popularity of computer games and the addiction levels in children are already covered in the preliminary findings. I also have basic knowledge about the frequency of computer gaming among males and females in the US as well as some effects of the same. The area that is yet to be covered and which would necessitate further research is the cause for computer gaming and the specifics about children and their involvement.
Works Cited
Ream, Geoffrey L., Luther C. Elliott and Eloise Dunlap. “Trends in Video Game Play through Childhood, Adolescence, and Emerging Adulthood.” Psychiatry Journal (2013): 1-8. Doi: http://doi.org.10.1155/2013/301460
Volmer, Christian, Christoph Randler and Mehmet Horzum. “Computer Game Addiction in Adolescents and Its Relationship to Chronotype and Personality.” SAGE Journals (2014). Doi: https://doi.org/10.1177/2158244013518054 
Zamani, Eshrat, Ali Kheradmand, Maliheh Cheshmi, et al. “Comparing the Social Skills of Students Addicted to Computer Games with Normal Student.” Journal of Addiction and Health, 2.3-4(2010): 59-65
