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ABSTRACT 

 Technology in terms of mobile devices is the recent advancement of the last two 

decades. It altered the course of human understanding and corresponding behavior. 

There have been several incidences where we think if the cellular technology is not 

available there would not be other proportional advancements too. With accelerating 

competition in the cellular world every time a new manufacturer comes with advanced 

multimedia features. These features also include the gaming capabilities which consumes 

the maximum time of youth engaged with their cellular phones. With addition connectivity 

of internet, the situation becomes much drastic. Internet connectivity provides a much 

realistic gaming experience to users. The zeal to achieve maximum score and come up on 

score chart online, keeps the youth propagated towards live gaming. It has a major effect 

on youth from all aspects especially on their health, education, finance and sometimes on 

lives too. Our research on the live gaming which in what way affecting lives of youth and 

what we can do to overcome the burning issue. 
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I. Introduction 
 

 Today, one can see the effect of PC and computer games in governmental issues, TV, 

prevalent music, and Hollywood. Several research is led to consider its impact on way of life and 

conduct of the wow power leveling gamer particularly youths. Web based amusement is the most 

looked for relaxation movement pursued by children now days. PCs assume a noteworthy job in 

molding the fate of children. Days are gone when kids wanted to enjoy open air exercises, as 

opposed to running or playing outside youngsters invest the greater part of their energy playing 

web based recreations. Web based recreations without a doubt affect psyches of children's [5]. 

Taking into thought it emphatically is an incredible personality exercise and enables children to 

investigate numerous new things. It incorporates enhancement in recursive and proactive 

reasoning, expanded amiability, and enhanced interpretive aptitudes. 
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Fig.1:- Online Gaming : An addiction to youth 

 

 Research demonstrates that the youngsters who played web based recreations were more 

dynamic and had more honed personalities than their different partners. Some computer games 

have been explicitly intended to show individuals a specific subject, extend ideas, fortify 

advancement, comprehend a chronicled occasion or culture, or help them in learning an aptitude as 

they play but with these minor advantages it has a list of disadvantages combined together[6]. As 

of now in India, an extraordinary piece of youth' relaxation time out of school is spent on PC 

games. The purposes behind youths' appreciation for these recreations incorporate being energized 

and effectively available while specialists and families don't have any legitimate arrangement for 

youth' relaxation time and there isn't numerous alternatives for their diversions. Playing PC 

amusements to some degree can be valuable, yet long haul playing prompts different physical and 

mental complications. Long term association with these recreations implies the players long haul 

pressure, eagerness and troubling and amid the diversion, physical strains and genuine physical 

incitements are encounters. By thoughtful sensory system incitement, this can progressively make 

this framework touchy and prepared for reaction to restricted stimulants, while causes nervousness 

side effects in the player. An examination by Sherry et al (2001) researching the purposes behind 

playing video and PC amusements by teenagers and their diversion needs on 535 young people in 

age 15-20 in the West USA found that 68% of youths had these recreations as their week after 

week excitement. The explanations behind playing these recreations among young men were 

energies and difficulties and they demanded to win. Additionally, sport and savage recreations 

were increasingly appealing for boys.8  

 

Advancement of electronic and PC diversions are an extraordinary danger for youth and 

young people and can prompt mental clutters and despondency in these gatherings. In past 

occasions, kids were included playing with other youngsters, however offspring of today invest the 

greater part of their energy in PC amusements when they comprehend and familiar with them, 

while these diversions can't make any passionate and human relationship. 

 

II. Direct Adverse Effects of Online Gaming 

 
 Online and multimedia games additionally get considerably more negative faultfinders 

since amusements are frequently instituted with issue, for example, careless excitement, improved 

social loner, sexism and industrialism. Research demonstrates that kids who play vicious computer 

games demonstrated an expansion in enthusiastic excitement - and a comparing abatement of 

action in cerebrum regions including poise, restraint and consideration. There was an exploration 

led on a gathering of kids where two activity amusements were incorporated the main diversion 

was the high-octane yet peaceful dashing other was the ultra-vicious. The group partitioned kids 

into two gatherings, and haphazardly doled out the children to play one of the two amusements. 

Following the play sessions, the kids were given MRIs of their minds. The outputs demonstrated a 

negative impact on the cerebrums of the children that played ultra-vicious for 30 minutes. That 

equivalent impact was absent in the children who played peaceful. 

 

III. Blue Whale - The Most Deadly Online Game 

 
 In November 2015, a Russian adolescent posted a selfie with the inscription "nya bye" 

before submitting suicide; her passing was then talked about in web discussions and gatherings, 

getting to be blended with alarm stories and old stories. 
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Fig.2:- Blue Whale - The deadly game 

 

 

 Further suicides were added to the gathering stories. Before long, Russian writer Galina 

Mursaliyeva first expounded on these "passing gatherings" in an article distributed in the Russian 

paper Novaya Gazeta in April 2016. The article depicted the "F57" bunches on Russian online 

networking website VK, that she asserted had impelled 130 young people to submit suicide. 

Mursaliyeva's article was censured at the season of its discharge for lacking dependable 

information and equalization, with the 130 instances of suicide refered to being especially 

hazardous. The number was initially proposed by the dad of one of the suicides, Sergey Pestov, 

who went to the figure 130 by utilizing Russian media sources to search for youngster suicides he 

accepted to be connected to online gatherings and afterward delivered a handout which suggested 

that outside insight agents were in charge of urging Russian kids to submit suicide. After an 

examination by Evgeny Berg for Meduza, Mursaliyeva reacted by saying in certainty there had 

been no less than 200 [12].  

 

Effect on Indian youth 

 

 All through 2017, media in India detailed a few instances of youngster suicide, self-hurt 

and endeavored suicide claimed to be a consequence of Blue Whale, and accordingly, the Indian 

government's Ministry of Electronics and Information Technology, asked for that few web 

organizations (counting Google, Facebook, and Yahoo!) expel all connections which direct clients 

to the game. Some pundits blamed the legislature for making a conviction based frenzy. Indian 

web guard dog the Center for Internet and Society blamed the inclusion for successfully spreading 

and publicizing a "diversion" for which there is little proof.  

 
Fig.3:- Youth Affected by blue whale game 

 

 In India, suicide was the second most basic type of death of youngsters, as per a 2012 

report. The Supreme Court asked the Indian Central government to boycott the diversion, 

following which the administration reacted that since Blue Whale wasn't an application, it couldn't 

be prohibited. At last in January 2018, after a full examination the legislature announced there was 

no proof that any demise was because of Blue Whale saying "The board dissected the web 

exercises, gadget exercises, call records and other online life movement, other legal confirmations 

and furthermore communicated with saved unfortunate casualties related with these occurrences. 

Contribution of Blue Whale test amusement in any of these occurrences couldn't be set up. 
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IV. Prime Reason of Online Games - Exponential Revenue Growth 

 

 

 

 

 

  

 

 

 

 

 

 

 

 

 

Fig.4:- Online Gaming Revenue Growth Rate 

 

 The measurement demonstrates the span of the worldwide internet betting business sector 

from 2009 to 2015, with guage figures from 2016 to 2020. In 2015, the web based gaming market 

had a volume of 37.91 billion U.S. dollars, this figure was determined to increment to 59.79 billion 

U.S. dollars in 2020. [13] 

 

V. Possible Solutions 

 Since computer game fixation so frequently occurs in youth, it's critical for guardians to 

remember they assume a tremendous job in halting computer game enslavement in kids. Mothers 

and fathers ought to be prepared to address this subject, and they can find a way to enable their 

children to abstain from getting to be computer game addicts.  In case you're a parent of a 

youngster who appreciates playing online games, or who hasn't yet begun playing online games, 

the accompanying recommendations may keep a future issue: [3 http://addictionexperts.com] 

¥ Converse with your youngster about the dangers of computer games. Ensure they 

comprehend (at an age-fitting dimension) gaming is intended to be a fun action, yet it 

ought not to be all-devouring.  

¥ Know which computer games your tyke is playing. Most computer games are evaluated, 

however don't accept the appraisals are up to your norms. Check each diversion 

completely, and you may even need to play an amusement with your youngster.  

¥ Cutoff the time your kid is permitted to play computer games. A few guardians make 

video gaming just accessible on the end of the week. This disposes of stresses over 

gaming meddling with schoolwork or evaluations.  

¥ Make computer game playing a sometimes offered reward for an occupation well done. 

For example, if your child returns home with all "A"s on a report card, you may enable 

him to play a most loved computer game for an additional hour or two.  

¥ Screen all PC and gadget action. Kids who need to play computer games will frequently 

sneak around. Make it a training to check your kid's innovation hardware routinely for 

indications of computer game utilization.  

¥ Watch for indications of computer game fixation savagery. On the off chance that you 

advise your tyke to quit playing an amusement, do they all of a sudden lash out? When 

they can't play, do they pull back from you? This is a flag you need assistance 

immediately from a specialist or treatment focus.  

International Journal of Management, Technology And Engineering

Volume IX, Issue II, FEBRUARY/2019

ISSN NO : 2249-7455

Page No: 1231



 

 

¥ Make your tyke mindful of activities other than computer games. Divert their 

considerations on progressively positive exercises, for example, playing outside or 

helping more established neighbors with errands.  

¥ Manage your very own computer game compulsion and recuperation. In case you're 

dependent on computer games, it will be difficult to advise your youngster not to play.  

¥ By monitoring what's going on with your child or little girl, you'll be in a greatly 

improved position to fight off long haul issues related with computer game fixation. 

VI. CONCLUSION 

In light of the exploration and findings, it tends to be concluded that parent negligence 

and stress  is the main factor youth playing on the web video games. Understudy who never played 

online video amusements can be viewed as obsolete and weaklings. At that point they will 

banished from companion affiliation. At the point when youth see their friend playing on the web 

computer games, they progress toward becoming intrigued on the grounds that the rush, fervor 

what's more, various media exhibited in online video diversion. Playing on the web computer game 

is sure when it is utilized just as a type of engagement, unwinding, and to drive out weariness from 

school depletion. Playing on the web video amusements winds up negative when youth are 

dependent and play it unnecessarily. This is shown by youth who spend a great deal of cash, time 

and vitality to play it. Unfortunately, youth feel remorseful of online video amusements extreme 

utilization after experiencing capital forgery, physical exhaustion as well as , decrease in academic 

performance . If the proper guidance by family and friends is provided then online gaming is 

totally curable. 

References 

[1]. Huizinga J. Homo Ludens: A study of play elements in culture. Boston: The Beacon 

Press; 1950 (1938). 

[2]. Sjolie A. Associations between activities and low back pain in adolescents. 

Scandinavian Journal of Medicine & Science in Sports. 2004;14(6):352 - 9.  

[3]. The Swedish Media Council. Ungar och Medier 2012/2013 - Fakta om barns och 

ungas användning och upplevelser av medier. Stockholm: Statens Medieråd; 2013. 

[4]. Diepenmaat A, van der Wal M, de Vet H, Hirasing R. Neck/shoulder, low back, and 

arm pain in relation to computer use, physical activity, stress, and depression among 

Dutch adolescents. Pediatrics. 2006;117(2):412 - 6. 

[5]. www.statista.com , Online game industry growth. 

[6]. Smith L, Louw Q, Crous L, Grimmer-Somers K. Prevalence of neck pain and 

headaches: Impact of computer use and other associative factors. Cephalalgia. 

2009;29(2):250 - 7.  

[7]. Caplan S, Williams D, Yee N. Problematic Internet use and psychosocial well-being 

among MMO players. Computers in Human Behavior. 2009;25(6):1312-9. 

[8]. Tanaka H, Tamai H, Terashima S, Takenaka Y, Tanaka T. Psychosocial factors 

affecting psychosomatic symptoms in Japanese schoolchildren. Pediatrics International. 

2000;42(4):354-8. 

International Journal of Management, Technology And Engineering

Volume IX, Issue II, FEBRUARY/2019

ISSN NO : 2249-7455

Page No: 1232



 

 

[9]. Cummings HM, Vandewater EA. Relation of adolescent video game play to time 

spent in other activities. Archives of Pediatrics & Adolescent Medicine. 

2007;161(7):684-9. Epub 2007/07/04 

[10]. Torsheim T, Eriksson L, Schnohr C, Hansen F, Bjarnason T, Valimaa R. Screen-

based activities and physical complaints among adolescents from the Nordic countries. 

BMC public health. 2010;10(1):324. 

[11]. www.wikipedia.com , The online Gaming. 

[12]. Eklund L. The Sociality of Gaming : A mixed methods approach to understanding 

digital gaming as a social leisure activity [PhD thesis]. Stockholm: Stockholm 

University; 2012. 

[13]. Smed J, Hakonen H. Towards a definition of a computer game. Turku: Centre for 

computer Science. Department of Information Technology. University of Turku, 

(Finland); 2003 Sept. Report No.: 553. 

 

 
R. Bharath Yuvaraj M. SC. Received his B. SC Visual 

Communication under graduate degree from University of 

madras. M. SC Visual Communication post graduate degree 

from St Peter's University, Chennai. He joined as an 

Assistant Professor in the department of Visual 

Communication, A.M Jain College, Mennambakkam , 

Chennai-114.Affiliated to University of Madras, Tamil 

Nadu, India in the year of 2014. He has 5 years Teaching 

experience in the Visual Communication Department. His 

area of interest in the field of Computer Graphics, 3D 

Animation and Visual effects. 

 

Dr. Jayaprakash D is an Associate Professor at Department 

of Visual Communication, Vels Institute of Science, 

Technology and Advanced Studies (Deemed to be 

University), Chennai, India. He has done his PhD Science 

Communication from Department of Media Sciences, Anna 

University, Chennai, India. He has published several 

research papers, a book chapter and book on various 

aspects of Media Studies. He specializes in Digital 

Cultures, Film Cultures, Broadcast Media and 

Communication for Development. 
 

 

International Journal of Management, Technology And Engineering

Volume IX, Issue II, FEBRUARY/2019

ISSN NO : 2249-7455

Page No: 1233


