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Abstract: E games have quickly influenced the growth of child, which has increased 

scientific research day by day and raised societal awareness. The effect of E games sometimes 

also known as video/mobile game on kids’ psychological development are still warmly 

contested, with experts emphasizing that young children may be, vulnerable to the effects of 

playing E games. Artificial intelligence (AI) has surfaced as a revolutionary asset in the field 

of psychological research, providing advanced techniques to examine intricate behavioral 

patterns. Through the use of machine learning techniques and natural language processing 

(NLP), AI is capable of analyzing large datasets from gaming interactions, social media, and 

psychological evaluations to reveal detailed insights into children's behavior. With collecting 

data from few longitudinal study, retrospective studies and cross-sectional studies that might 

address the connection between various forms of E game playing and the psychological 

development of children, the present paper adds to the conversation on gaming's benefits and 

drawbacks. The Present review-based study was made to address the Psychological Problems 

faced by the children. The research papers were reviewed such as Elseiver, PubMed, Google 

Scholar, Web of Sciences etc. This study concludes that AI has an crucial role in E games 

effects the psychological behavior of children in both the ways either good or bad but reviewed 

article suggests that it affect more in a negative way. 

 

 

1. Introduction 

E games have quickly influenced the growth of child, which has increased scientific research 

day by day and raised societal awareness. E games have quickly and widely spread to become 

a part of every child’s development [1][2]. The effects of E games on children's psychological 

development are still hotly contested, with experts emphasizing that young people may be 

especially, vulnerable to the effects of playing E games [3]. As a result, E games have received 

a lot of interest from researchers who are looking into how they may contribute to 

aggressive/hyperactive thoughts and actions, emotional issues including despair, and 

hyperactivity & inattention [4]. According to these words filtered from the research, E games 

are a fascinating kind of entertainment that deftly shapes negative reinforcement cycles and 

thought pattern [5]. On the other side, recent research has started to exploring E games as a 

pedagogy for teaching positive mental habits [6]. According to this view point, a lot of Es games 
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 encourages co-operation and communication in addition to helping players deal with difficult 

feelings like dissatisfaction. Additionally, E games appear to offer a setting for the satisfaction 

of self -deterministic wants, positive impact on psychological well-being [7]. With data from 

few longitudinal study, retrospective studies and cross-sectional studies that might address the 

connectivity between various forms of E game playing and the psychological development of 

children, the present paper adds to the conversation on playing benefits and drawbacks. 

 

2. Psychological influences of Digital Gaming 

 

While Researching About the digital games, a question that is popped out very frequently was 

the level of gaming experience which can effect on mind’s Thinking Capacity. Many Authors 

highlighted the four characteristics that could discuss and explain the time spent by the children 

on Video Gaming that can lead him to addiction. Those four characteristics will be: quantity of 

time children spent in playing E games, Content of the Game as it plays an important role in 

conveying message by the game. In Previous studies it has been found that the content affects 

the behavior, attitude and skills of the game player. Another aspect of gaming is form; it refers 

to grow knowledge. It is enclosed with the issue of Practicality. Mechanics is another aspect 

which refers to both input and output devices that are used for gaming. Depending on the 

interface Involvement would be different. If compared with two groups of children, one who 

is experienced in comparison with the other found to be more attentive, enhanced thinking and 

had more logical abilities[8]. 
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AI- Driven tools 

Artificial intelligence (AI) has surfaced as a revolutionary asset in the field of psychological 

research, providing advanced techniques to examine intricate behavioral patterns. Through the 

use of machine learning techniques and natural language processing (NLP), AI is capable of 

analyzing large datasets from gaming interactions, social media, and psychological evaluations 

to reveal detailed insights into children's behavior. For example, AI can examine gaming data 

to detect behavior patterns, like heightened aggression, problem-solving abilities, or social 

interaction inclinations that may result from playing games. Additionally, AI-driven sentiment 

analysis can offer a clearer insight into the emotional reactions provoked by various game 

types, emphasizing their possible beneficial or harmful impacts.[10] 

Moreover, tools powered by AI facilitate longitudinal studies by effectively monitoring 

behavioral changes over time, providing researchers the opportunity to link gaming habits with 

developmental results. This ability is especially useful in differentiating the impacts of different 

game types, like violent games that may encourage aggression compared to educational games 

that improve cognitive abilities. AI's predictive analytics can foresee potential risks, including 

gaming addiction or social isolation, by detecting early warning signals from user behavior 

trends. These innovations illustrate how AI not only enriches research depth but also offers 

practical suggestions to improve gaming as a means for positive growth while reducing 

negative impacts.[11] 

 

 

Hypothesis and Design 

The Present review-based study was made to address the Psychological Problems faced by the 

children. Firstly we focused upon the Types of Video game or E games children plays either 

cooperative or violent. After that we have discussed the negative and positive aspects of the 

gaming and its outcome such as psychological behavior, Violent activity by the child, peer 

relations with parents and other family members. 

 

Method used in the Study 

This retrospective study was done to assess the psychological changes faced by the children 

either positive or negative. The Data was collected from Different online Platforms such as 

Elseiver, PubMed, Google Scholar, Web of Sciences etc. There was No limit for the collection 

of the research articles. The last search was completed on 20th July 2023. The searches of the 

articles were conducted by using combinations of keywords like Psychological Behavior, 

Gaming, E games, Child behavior, Child Psychology, addiction to games, benefits, 

disadvantages etc. Some more searches were identified by reviewing the bibliographies of the 

selected articles. Only the studies written in English was included and no restriction of 

publication data was imposed. Also, there is no such limit of age for the participants. We tried  
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to collect All types of Gaming Data such as E games, Outdoor games and indoor games but 

most of the article were available on E games or you can say video games We excluded studies 

who were other than English language and was unable to justify our study.We identified few 

studies following different criteria for the assessment of psychological behavior changes in 

children. Out of which few studies had positive impacts of video games on child psychology. 

On the other hand few had negative results regarding the effect of E- games. 

1. Positive Approach towards E-games 

In a recent reviewed study that has been reviewed for the E gaming potential to afford 

psychological advantages. This perspective concentrates on gaming as a meaningful & modern 

way of play. In another study done by Isabela Granic et al. it has been mentioned that playing 

E games aren’t sedating and slothful, on the contrary these games promotes a huge variety of 

cognitive talent especially, for games like shooter games (also known as action games,) many 

of them are violent. A meta-analysis that was published by Uttal et. Al 2013 it has been 

concluded that these commercially available video games improve the level of skills compared 

with the effect of official high school or college/university courses aimed at enhancing these 

same basic skills. 

According to another research articles, effect of the E- games vary in terms of several levels 

that are focused on different aspects of learning. This study has stated that digital games are a 

powerful tool in learning as they are active and a good problem solver. It also could be used I 

developing social skills in children. There are very few studies that shows positive effects of 

playing E games. Olson et al. has done a study in 2010 to investigate why American adolescents 

play violent E games. The boys were questioned how they see the importance of video games 

in their social relationship, as well as how they believed that violent games can influence their 

thoughts, behaviors and feelings. The author found that the boys play E games to express their 

fantasies of power and glory. A study offered behavioral and neural proof of generic positive 

effects from E games training on cognitive abilities of control with advancement competitive 

to those observed in younger adults has a habit of playing action video games. One of the 

studies suggests that E games could be treated as a therapeutic way to distract children from 

several things such as in pain management and in physiotherapy and occupational therapy for 

the patient who are physically handicapped, learning disabled, emotionally disturbed. 

 

 

2. Negative Approach towards E games 

One of the studies that showed the positive impacts of E games has also stated the negative 

effects of digital gaming. The research article has pointed out that playing E games for a 

continuous interval can cause physical pain like Nintendo thumb, seizures, muscle, joint pain 

and skin problems. Few researchers have also stated that playing continuous games affects the 

school work as the child get addicted to that and involve themselves with a longer period of 

play. A huge amount of psychological research in the E games literature has focused on the 

connection between negative outcome and violent video games among children and 

adolescents like hostility, aggression and decreased empathy. Anderson et al. 2010 enlisted over 
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150 studies that have experimented the effects of E games on negative outcomes like hostility, 

decreased empath and aggression. In addition, E games addiction and pathological gaming 

have been experimented in over 100 research articles. In few Cross-Sectional studies, E 

gameshave been connected to a wide variety of negative approaches like lower marks in 

school, depression and anxiety and low self-worth, low life satisfaction. Some Other research 

have been found problematic gaming to be linked with societal problems like lack of friends, 

isolation and reduced social skills. Gaming frequencies plays a very important role in changed 

behavior of children. 

 

3. Temporary vs Stable Effects of Playing E Games 

Talking about the temporary effects also called short Term effects, these are the effects in which 

an individual plays E games for a short amount of time i.e., 15 min. Mostly, Temporary effects 

are assessed in any experimental studies taken place in hospitals, schools and laboratories. 

Although stable effects, also known as long term effects are those that occurs through repeated 

exposure throughout a long amount of time and these types of effects are being assessed in 

cross-sectional research studies. For some reasons, the effect of violence in video games may 

differ as a function if discussing either short- or long-term effect. This could be due to the 

similar level of impulse that can have several impacts on factors that encourage aggression. 

 

Discussion 

The goal of this study was to assess the psychological changes in the behavior of children 

whether positive or negative and to provide insights about effects of playing E Games on 

children’s psychological development. The potential of negative impacts on children’s behavior 

is might be the main concern among the public and researchers. Violent E games in specific 

have hugely seen as having hazardous control on children’s behavior giving a raise to 

aggression, violence and discouraging pro-social behavior. Although the review in this study 

has revealed advantages and disadvantages both. This study revealed the Short and Long-term 

effects of playing E games. Children are attracted towards various types of games depending 

on their individual differences and interest on a variety of factors including personality 

differences their own interest, needs and mood. Artificial intelligence (AI) provides a new 

method for examining the psychological impact of E-games on children. Utilizing sophisticated 

AI technologies, researchers can examine extensive datasets produced during gaming to detect 

behavioral shifts instantaneously. For example, machine learning algorithms can identify 

patterns of aggression, pro-social behaviors, and cognitive growth by analyzing children's 

interactions with different game components. These insights enable researchers to investigate 

the complex connection between gaming and psychological growth, surpassing conventional 

survey techniques. AI is capable of sorting E-games into categories like violent, educational, 

and social simulation games and linking these to particular behavioral results in children. For 

instance, by utilizing natural language processing (NLP) and image recognition, AI can 

examine game content to identify possible psychological triggers it might contain. This allows 

researchers to explore how various game genres impact both short-term and long-term 

behavioral outcomes. 
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If discussed according to future reference, according to a study there are few drawbacks that 

needs to be addressed first, there are few researches that focus on both positive and negative 

aspects of gaming, we tried to overcome this drawback in the present study. Secondly, the 

majority of studies that includes both negative and positive effects are seen to be based on 

surveys assessment. Although retrospective assessment and self-reports are useful, relying 

totally on these data limits the authenticity of the study. Instead of this, a multi-method 

approach should be taken in which objective observations are taken for in-game behavior that 

are linked with immediate and stable effect. This method could help in a better way to 

understand psychosocial and neural behavior of the child playing game. 

Conclusion 

In the modern world the new technologies emerging day by day and with that emerging 

technologies we see both good and bad effects in this study. This applies to digital games as 

well. E games in the present is an evolution of past games and it affects the lifestyle and 

behavior of children whether it positive or in negative way. This study concludes that E games 

effect the psychological behavior of children in both the ways either good or bad but reviewed 

article suggests that it affect more in a negative way.AI Plays an important role in analyzing 

the psychological effects a it is very difficult to keep kids reach out from mobile and games on 

children A behavioral change could be seen in an individual such as depression, aggressiveness, 

discouragement and disconnect from social life. The frequency of playing per week and hours 

per day plays a vital role in the change of behavior of the child. We should limit the time of 

playing for the children and should encourage outdoor gaming more as to make children 

physically fit. E games can be encouraged if provided for a limited time to play. 
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