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The Power of Games

~Press Start~

Video games are everywhere.  It believed that over 75 percent of American youth have video 

game consoles in their home, with 40 percent on a typical day where they play them (Glazer, CQ 

Researcher).  Some dedicate more time than others, but overall the powerful influence of video games 

is very much real.  Some games are focused on violent expression whereas others aim to educate and 

instruct the player or students through simple interaction.  I think it is reasonable to discern, that games 

are neither good or bad on its own, rather, games are a tool 

for the developer to make something of their own design 

and vision.  Video games can be engineered to be an 

outstanding benefit to people of all sorts.

~Choose Your Character~

Just who are these gamers, and how often do they 

play, is the question that ought to reflected in any open and 

curious mind.  Using the Entertainment Software 

Association, there are plenty of statistics that details on who 

are these people.  According to the graph on the right, the 

majority of players, at forty-four percent, are aged between 

eighteen years and 49 years old.  Interestingly enough, a quarter of gamers are more than 49 years old. 
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Games as of recent are being adapted to appeal to a large variety of groups and populations

~Upgrade Complete~

Evolution of games.  Video games have evolved in a many diverse ways. In each generation of 

video game consoles, the graphics are considerably better than its predecessors. Also, the types of 

games grows as innovation utilizes different concepts and ideas. The way the player interacts with 

games has also been changing, as it allows users to play these games in new and interesting ways. Such 

innovations include the analog stick, trigger buttons, touch screen, and motion control. These 

innovations continue to progress as new technology are developed. 

~Level Up!~

Stress Reliever.  Naturally, tasks, events and other things can cause and build stress.  Games 

provide the ability to relieve stress.  Most especially, they help children in hospitals cope with painful 

procedures they may be going through.

The results have been overwhelmingly positive: in a UCLA study, children who were not 

playing an interactive game while having an IV inserted reported four times more pain. A 

University of Australia study ended with researchers citing "strong evidence" supporting the use 

of virtual reality and video games while kids were undergoing painful procedures. (Douglas)

Peripheral Vision.  Another ability that video games can enhance, is to obverse multiple 

instances that appear in front of them.  This helps the player to take in all that they see and understand 

the situation that is before them.  This ability is valued highly in tasks that heavily requires multiple 

focuses to maintain overall organization and fluidity.  For example, an air traffic controller has to 

understand the flight path of multiple airplanes and instruct them to follow paths they would determine 

to flow evenly and effectively.  “Those who played the first-person shooter Unreal Tournament (the 

paper did not say which version of Unreal Tournament was played) experienced greater improvements 

to visual acuity and peripheral vision than subjects who had played Tetris” (Surette).
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Internal Reflexes.  Video games also teach players to think and act quickly on their feet to 

overcome certain obstacles that may surprise the player.  This aspect specifically is found to be most 

successfully developed through the effects of playing an action-based game versus non-action games. 

“The process which allows the action gamers to be more decisive is called probabilistic inference. In 

probabilistic inference, a person will constantly accumulate small pieces of visual or auditory 

information as a person surveys a scene” (Perna).

Spatial Cognition.  Games can grant players to have a powerful understanding of 3D space. 

Again, action-based games seem to have the ability to augment as well.

we found that playing an action video game can virtually eliminate this gender difference in 

spatial attention and simultaneously decrease the gender disparity in mental rotation ability, a 

higher-level process in spatial cognition. After only 10 hr of training with an action video game, 

subjects realized substantial gains in both spatial attention and mental rotation, with women 

benefiting more than men. (Feng, Spence, Pratt)

The most popular aspect of games would have to be the characteristic that enhances the co-ordination 

between the hand and eye.  This ability has a significant impact how players interpret information and 

organize it in 3D within their minds.

Problem-Solving.  Many games challenge players to solve a variety of problems and puzzles 

that act as obstacles in games.  ABC News' John Berman reports that,

Children who play such video games exhibit what experts call "fluid intelligence," or problem 

solving.  "They have to discover the rules of the game and how to think strategically," said 

James Paul Gee, a University of Wisconsin-Madison curriculum and instruction professor. "Like 

any problem solving that is good for your head, it makes you smarter." (Berman)

Team Collaboration.  As online games become more prominent and far-reaching, the concept of 

3



teamwork becomes heavily emphasized and focused.

companies are turning more and more to video games as a way of building bridges between 

employees, or even between employees and management. And while there may be hierarchies 

to follow during the workday, it seems like chains of command often go out the window once 

co-workers get their game on. (Terdiman)

Logic Comprehension.  There is more to games than to be playing them.  Making games also 

gives people an understanding in logical comprehension.

~Low Health!~

Although games have many promising aspects, games can be abused and crafted into things that 

negatively influence, desensitize, and numb the mind.  They can also create obsessions, a type of 

blood-lust, and or a slothful attitude.

Addiction.  Easily, games have a potential to pull people in and occupy a great amount of their 

own time, just so that they can get further, break a high-score or show up another player in competitive 

online play.  Logically, game developers seek to lengthen the game, by adding components to increase 

playability.  Such elements include alternate missions, different character choices, branching level 

design, exploratory concepts, downloadable 

content, multiplayer and a mass of other ideas 

and concepts.  Each of these has the ability to 

consume a huge chunk of the user's time and 

focus.  

Additionally, several studies attempt to link 

the addiction of video games with slothfulness 

and obesity.  Although it still appears to be an 

issue, some developers work to encourage or 
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require the player to move their bodies to interact with their games.

Violence.  Video games are associated with a lot of stigmas, but the one that harbors the most 

drama towards games would be its violent content.  There are several cases where shootings and violent 

games were linked in investigation.  As such, video games are now a major consideration among 

investigators when determining the drive of these shooters.

Despite the potential harm, there is a lot of great potential that video games can be used for.  All 

that is needed, is inspired direction, moderation, and honest purpose.  Already games are being 

implemented into a variety of organizations and institutions.

~Extra Life~

According to the research of the Federation of American Scientists, students remember only a 

tenth of what they read and a fifth of 

what they hear; while they recall 90 

percent if they do the job hands on, 

despite it being actual or simulated 

(Glazer, CQ Researcher).

In the provided picture 

shown to the right, eighth grade 

students in a math class are playing 

a game where they “zoomed 

through virtual tunnels and zapped 

competitors with a blue freezing light“ (Hu, The New York Times).  The action would then freeze and 

an algebra problem would be presented to the player.  In a sense, this is like the popular educational 

game of “Jeopardy”, but with a modern twist.  When problems were presented in a virtual environment 

of a video game, the task of learning became more enjoyable than lectures and study guides.  The aim 
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is, to target the student's appeal and then teach through the medium of that appeal.

Games in schools are also used to 

combine with physical activity to promote 

exercise and health.  Dance Dance Revolution 

is a classic dance game that are used, but other 

adaptive technology is always being developed 

to accommodate more and varied physical 

activities.  For example, in the picture to the 

right side, students of Kirksey Middle School 

enjoy special equipment that augments the 

appeal of riding bikes and inserts  them into a 

virtual world where they race and compete (Henning, Time Magazine).  If they are motivated 

appropriately, they will succeed.

~Warp Zone~

Just as effective, games plays a significant role to teach adults also 

how to handle risk-heavy tasks, by training in carefully crafted 

simulations, practicing in a risk-free environment.  Jay Barnson, an 

acquaintance of a sort, dabbles in developing computer games, but his 

day job is to aid in developing simulations for crane operations for 

GlobalSim, a company specifically organized to provide simulations to 

reduce accidents, and save time and money (Barnson).  Simulations 

can relate to games, as they both have objectives, consequences and 

the ability to train the user to become better coordinated and experienced.
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~A Winner is You~

Overall, games are becoming more and more far-reaching, inventing new genres, changing how 

we play, connecting the world through social games, and becoming a part of the average person of 

modern civilization.  The power of games has virtually infinite potential, and a host to limitless 

imagination and application.  I, personally, will be looking to wield the opportunity games offer. 

Games are going to keep changing the world, and I want my hand on the wheel of it.  After all, the 

purpose of this fantastic medium and tool is to inspire others to make something of themselves.

~The End?~
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