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THE DEVELOPMENT OF ONLINE GAMING IN HUMAN LIFE 

Introduction 

 With the rising of technological society, computers have gradually entered the daily life 

of every household. From how people do business to personal leisure, communication between 

people, and more, computers have completely changed everyone's life (Schindler et al., 2017). 

Computers are divided into two parts: software and hardware. Usually, hardware is the world of 

engineers, especially electrical and computer engineers, while software is dominated by technical 

training in computer science. Due to the wide range of computer applications, various fields 

related to computer applications have emerged, including information science, information 

system management, data processing, and computer programming.  

In real life, people often have many stress (Milani et al., 2018) and anxiety disorders 

(Wang et al., 2018), so in order to get rid of these negative effects, all kinds of entertainment are 

needed. The computer is a technology that can provide entertainment functions, and the 

computer game industry is connected to every industry. After all, computer games can provide 

players with a virtual space in the game, and to a certain extent, people can escape from the real 

world (Kowert et al., 2014a). In this virtual world, players can play roles that cannot be played in 

the real world. At the same time, the inventions of different levels of computer technology have 

given people many experiences and enjoyments that cannot be experienced in real life. 

 Among people of different age groups, people who play games tend to be younger 

(Entertainment Software Association). Each generation has different ways of relaxing and 

entertaining, and games are how most of the new generation of young people choose. So how are 

young people affected by video games? During the development of children’s minds, it is critical 

https://www.frontiersin.org/articles/10.3389/fpsyg.2019.01731/full#B45
https://www.frontiersin.org/articles/10.3389/fpsyg.2019.01731/full#B59
https://www.frontiersin.org/articles/10.3389/fpsyg.2019.01731/full#B88
https://www.frontiersin.org/articles/10.3389/fpsyg.2019.01731/full#B44


to know the influence that would have on youth, as their minds are still unstable and often 

influenced by other factors.  

For this reason, the principal aim of this exploration would start with the connection of 

this research topic with the development of gaming, the performance of this research, and the 

related resources. My CS capstone course will focus on the software engineering side of video 

game development. My STS research will focus on how video games can influence society and 

the controversial viewpoints behind game development. 

  



THE STAGE BEFORE DEVELOPING A VIDEO GAME 

Video games’ influence on human civilization development is unquestionable, but 

different people have different opinions on whether the impact of video games is positive or 

negative. In this era of Internet prevalence, the explosion of information will make people's life, 

entertainment, and social interaction more convenient (Kowert et al., 2014b). However, at the 

same time, the internet is also forcing everyone to accept information that has nothing to do with 

them, and it is not easy to distinguish between true and false. People's hearts will have various 

reactions to feelings, and as long as they receive information, they will have corresponding 

emotions. Many young people lack experience in filtering information, but because of 

prematurely accepting much wrong information from the game, they will grow wildly towards 

the crook part and silently ferment (Wood and Griffith, 2007; Jeong and Kim, 2011). In order to 

prevent the consequences of misguided, an early collection of games that would have various 

consequences on young people's behavior will be a necessary stage. 

As a new gaming designer, choosing the right type of game and developing a suitable 

product is a vast challenge. The work of indie game developers is often either an epiphany or 

adding new ideas to existing work. Since a new idea is always hard to generate, the best choice is 

to innovate on the basis of the predecessor. Similarly, developing brand-new games requires 

more time and cost in learning the basic knowledge of game design. In this case, it is essential to 

find all different perspectives on the game before making innovations to the existing game. 

However, if it is possible to make changes and innovations to a game from its original, it still has 

unavoidable absences (Festl et al., 2013). With different user opinions, developers could have a 

better idea through brainstorming and limiting all the bad influences.  
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THE BACKEND PORTION OF THE RESEARCH 

 For the purpose of investigating the different perspective viewpoints on online gaming, 

the technology under examination would be the functionality of different types of online gaming 

since they can have their meaning, mainly for study or entertainment purposes. Finding different 

viewpoints from both the guardians and the youth's sides would be essential for this research. For 

example, "Civilization" (Wyrm, 2017) is a game that the creature of it is people. In this game, 

one of the people's attributions is happiness. Players must build theaters and other entertainment 

facilities to maintain happiness. When happiness drops, people riot. Therefore, entertainment is 

critical.  

However, different people think differently about video games; for example, some 

believe that games poison young people. Many young people addicted to online games eat 

irregularly, do not rest well, avoid studying, and are unwilling to interact with society. Gaming 

can make adults unable to concentrate on work, and adults addicted to games spend more than 3 

hours a day or even play games all night (Von, 2019). Those people also think that the essence of 

the game is to make people detached from reality, so it is impossible to produce direct 

production benefits for society. On the opposite side of the viewpoint, the games also allow 

people to replenish energy after production work, thus making production activities more lasting 

and effective. This viewpoint would think that playing games will lead to some indirect benefit 

to social production. The relevant social group of this research is all the game players, the 

guardians of those players, and game developers. To be more specific, game players are one of 

the relevant groups of this research because gaming affects players' psychological growth, 

especially for young people. Since the leading reason for this research is to determine the game's 

impact on players, reduce the harmful impact and ultimately turn the impact to the good side, the 



game players are the primary social group. The purpose of the guardian becoming one of the 

social groups in this study is to compare the psychological attitudes of different people towards 

games since parents have considerable authority over the time their children play games. If all 

parents are against gaming, young people will no longer have access to the gaming world (Skoric 

et al., 2009). Finally, game developers are the last group to be identified in this study because the 

primary purpose of this research is to make games suitable for players, and parents will not 

accuse games of the cause of misleading young people. The main reason for identifying these 

social groups is to connect them from the beginning of game creation. The cycle, in this case, is 

that those game developers are the ones who develop the games, the players are the ones who 

play the game, and the guardians are the one who controls the time youth play the games. 

This research will use actor-network theory as one of the methodologies. The actor-

network theory will significantly help in finding out the relationship of the various social groups 

and provide a more visual view of the layout of the research topic (Latour, 1996, pg373). The 

"Actor" in this theory refers to humans and non-human objects, such as concepts, technologies, 

organisms, organizations, and thoughts. In this research, the "actor" would be online gaming and 

all the social groups since the definition of the actor is anything that changes the state of things 

by making a difference. "Network" in this theory is the connections by actors through actions, 

and the network nodes in this research are the relationship between all three social groups to 

online gaming.  

The other methodologies are discourse analysis, synthesizing previous literature, and case 

studies. Discourse analysis is a valuable tool to combine with synthesizing the previous literature. 

With the multiple writing literature on the gaming topic, summarizing other authors' viewpoints 

and using this summary as a reference is also helpful in this study. For example, research shows 



computer games have a history back to 1952("Video Game History"); with its 70 years of growth, 

many people are writing about how games affect people. I would elaborate on the previous 

literature and summarize a few cases about this topic since this issue is still debatable in today's 

society (Petry et al., 2014).  

  



THE PRIMARY RESOURCES AND TIMELINE 

 One of the primary sources in this research is "Do Artifacts Have Politics". The online 

gaming industry is the focus of attention and discussion from all classes of society. It should 

come as no surprise then that it associates with politics. Langdon Winner's article "Do Artifacts 

Have Politics?" illustrates that all technologies relate to politics. In his article, he mentions, "It is 

no surprise to learn that technical systems of various kinds are deeply interwoven in the 

conditions of modern politics." (Winner 122). This opinion makes sense since the core issue of 

current game politics is freedom and control. The political issues will affect the different 

viewpoints of the three social groups and the direction of developing online gaming. 

 Another primary source is Adam Chapman's “Digital Games as History” book. In his 

book, he provides a lengthy introduction to detail the different game types and puts his efforts 

into the learning perspective of different types of games. "We worry about the state of history 

education, that too few study too little and that the general public is disinterested and have too 

little knowledge of the past." (Adam Chapman, 2016, pg5). His writing brings up the idea that 

gaming can help people remember the past. Moreover, by putting history into gaming, the 

players who play the game will be likelier to remember the history when having fun. 

 The third resource is "Play Between Worlds: Exploring Online Game Culture" by T. L. 

Taylor. Taylor mentions, "He proposes that there are a variety of types of activities people prefer 

in multiplayer games and that we can characterize such players through a basic taxonomy" (T. L. 

Taylor, 2006, pg69). Since it is easy to figure out the characteristics of each player, the gaming 

world must be a way for people with the same character to get together. This resource is essential 

because it is one of the positive viewpoints regarding online gaming. 



The final resource is Kenneth Chen's "How Playing Video Games Affects Our Minds and 

Behaviors" prospectus. In his concluding section, the author picks a side and points out that 

video games affect our minds and behavior, and in most cases, the effect is on the positive side. 

The author's point of thought provides this research with a more detailed knowledge of the 

theoretical side of gaming effects. 

Per our current STS course plan, I will finish the final prospectus and at least 10 of the 

annotated bibliography before December 6. Then I will find out if I should write any additional 

bibliography, and if so, I will add them to my paper over the winter break. At the same time, I 

will also report the outline of this research during the winter break, for example, by using bullet 

points, listing out ideas about the main sentence, how to write each section of the paper, and 

planning the critical content of my final report. That way, I will have a general idea of what my 

research paper will look like before starting the next semester when I start writing my formal 

essay.  
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