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The Allure of Online Gaming:
Understanding the Attraction, Addiction, and Feasibility of Responsible Gaming

Introduction:

Online gaming has become an integral part of modern entertainment, captivating millions of
students worldwide. The convenience, accessibility, and immersive experience offered by online
games have made them an attractive pastime for students. But what drives students to engage
in online gaming, and is this habit leading to addiction? This essay aims to explore the factors
attracting students to online gaming, the risks of addiction, and the feasibility of responsible
online gaming.

E : ing Students to Online Gaming:

Several factors contribute to the allure of online gaming among students:

1. _Social Interaction :
Online games provide a platform for socializing with friends and like-minded individuals
worldwide. Multiplayer games, in particular, foster teamwork, communication, and camaraderie.

2. _Competition and Achievement_:
Online games offer a competitive environment where players can test their skills, strategies, and

reflexes. The sense of accomplishment and recognition that comes with winning or achieving
milestones is a powerful motivator.

3. _Immersive Experience :

Online games provide an immersive experience, transporting players to virtual worlds,
scenarios, and storylines. The engaging graphics, sound effects, and gameplay mechanics
make it difficult for players to disconnect.

4. _Convenience and Accessibility_:
Online games can be accessed from anywhere, at any time, using a variety of devices,

including smartphones, consoles, and PCs. This convenience and accessibility make it easy for
students to fit gaming into their busy schedules.



5. _Stress Relief and Relaxation_: Online games offer a temporary escape from academic
pressures, stress, and anxiety. Players can unwind, relax, and recharge, returning to their
studies with renewed focus and energy.

The Dark Side of Online Gaming:
Addiction

While online gaming can be a fun and engaging hobby, excessive gaming can lead to addiction.
The American Psychiatric Association recognizes Internet Gaming Disorder (IGD) as a mental
health condition characterized by:

1._Preoccupation_: Spending increasing amounts of time thinking about games.

2. _Withdrawal_: Experiencing symptoms like anxiety, irritability, or restlessness when unable
to play.

3. _Tolerance_: Needing to play for increasingly longer periods to feel satisfied.

4. _Loss of Control_: Repeatedly attempting to cut down or control gaming, but being unable
to do so.

5. _Neglect of Other Activities_: Reducing or abandoning hobbies, social activities, or

relationships due to gaming.

Is Responsible Online Gaming Feasible?

While addiction is a concern, it is possible to engage in responsible online gaming. Here are
some strategies to promote healthy gaming habits:

1. _Set Boundaries_: Establish gaming schedules, setting limits on playtime and frequency.

2. _Prioritize Responsibilities_: Ensure that gaming does not interfere with academic, work, or
social responsibilities.

3. _Maintain a Balanced Lifestyle : Engage in regular exercise, socialize with friends and
family, and pursue other hobbies and interests.

4. _Monitor Gaming Habits_: Regularly assess gaming habits, recognizing signs of addiction
and seeking help when needed.

5. _Seek Support_: Share gaming habits with friends, family, or a counselor, seeking support
and guidance when needed.

Conclusion:



Online gaming can be a fun and engaging hobby for students, offering social interaction,
competition, and immersive experiences. However, excessive gaming can lead to addiction,
negatively impacting academic performance, relationships, and mental health. By setting
boundaries, prioritizing responsibilities, maintaining a balanced lifestyle, monitoring gaming
habits, and seeking support, students can engage in responsible online gaming. Ultimately, it is
essential to recognize the potential risks associated with online gaming and take proactive steps
to maintain a healthy and balanced lifestyle.
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Online Gaming A Digtal Frontier of Connection and Competition

In the vast landscape of modern entertainment, online gaming has emerged as a
transformative force that transcends mere recreation, becoming a complex social ecosystem
that connects millions across geographical boundaries From humble beginnings of pixelaled
multiplayer expenences lo immersive virtual worlds that rival cinematic narratives, online
gaming has revolutionized how we play, interacl, and perceive digital entertainment

The ongins of online gaming can be traced back to the early days of the internet, where
rudimentary text-based multiplayer games laid the groundwork for what would become a
global phenomenon As technology advanced, so did the complexity and reach of these
digital playgrounds What began as simple point-and-click adventures and basic multiplayer
scenarios have evolved into sophisticated, high-fidelity experiences that blur the lines
between reality and virtual interaction

“Gaming is no longer just a sohitary actiity,” notes game design theonst Jane McGonigal,
"It's become a powerful platform for global community building and collaborative problem-
solving " Her perspective caplures lhe profound social iransformalion brought about by
online gaming platforms. These digital spaces are not just about competition or
entertainment but have become intricate social networks where relationships are forged,
skills are developed, and cullural exchanges happen in real-time

The economic implications of online gaming are equally staggering. The global gaming
market has grown exponentially, with estimates suggesting it could reach over $250 billion
by 2025 Esports, competitive gaming tournaments that were once niche events, now fill
stadiums and attract millions of online viewers. Professional gamers have become
celebrities, with top players earming millions through spensorships, streaming, and
tournamenl winnings

However, the landscape of online gaming is not without ils challenges. Issues of toxicity,
addiction, and mental health concerns have become increasingly prominent. The immersive
nature of these games can lead o problematic behaviors, with some individuals struggling to
maintain a healthy balance between wirtual and real-world experiences. Game developers
and psychologisls are increasingly collaborating to create more responsible gaming
environments thal priaritize player well-being

The technological infrastructure supporting online gaming has also undergone remarkable
transformation Cloud gaming services. advanced networking technologies, and increasingly
powerful hardware have made Il possible 1o creale seamless, low-latency experiences thal
were umimaginable jus! a decade ago Games like "Forinite” and "League of Legends” have



demonslraled how online platforms can become global cultural phenomena, lranscending

traditional entertainment mediums

Interestingly anline ganing has become a significant arena lor cultural exchange and
understanding Players from different countnes, backgrounds, and linguwslic traditions

converge in shared virtual spaces,. challenging tradihional barniers of communication A
teenager in Brazil might collaborate with a player from South Korea in a complex sirategic
game developing skills of teamwork and eross-cultural commumication that extend far

beyond the game's immediate context

Educational institutions and corporations are increasingly recognizing the patential of gaming
plattorms Senous games and gamified learning expenences are being developed 1o teach
everything from complex scienlbific concepls to leadership skills The engagement and
interactive nature of these platforms offer unprecedented opportunities for expenential

learning

The psychological dmensions of online gaming are equally fascinating Researcher Nick
Yee's studies have revealed that players often seek more than just entertainment—they're
locking for experiences of mastery, social connection, and immersive storytelling The sense

of achievement gained from overcoming complex in-game challenges can translate into
increased confidence and problem-solving skills in real-world contexls

As virtual ang augmented reality technologies continue to advance, the boundaries between
physical and digital expenences will become increasingly porous. Online gaming will likely
evolve from being a form of entertainment to a comprehensive platform for social interaction,

education. and collabarative expenences

"“We're not just playing games anymore,"” argues technology philosopher lan Bogosl, "we're
constructing alternative social realilies that challenge our understanding of interaction and
community " This perspeclive highlights the profound philosophical implications of online
gaming—t's no longer just about scoring poinls or compleling missions, but about creating

complex. dynamic social ecosystems

Ethical considerations also play a crucial role in the ongoing evolution of online gaming
Issues of dala privacy, in-game economic models, and lhe psychological impact of game
design are subjects of increasing academic and public discourse. Game developers are
being challenged to create expernences that are nol just entertaining bul also responsible

and supportive of player well-being

The COVID-19 pandemic further accelerated the significance of online gaming,
demonstrating its potential as a crucial social connection tool during periods of physical

isalation Multiplayer games became lifelines of social interaction, providing communities
with spaces to connecl, communicate, and find solace durning challenging times

As we look loward the future. online gaming stands at an exciting crossroads of technology,
psychology, and secial interaction It represents more than just a form of entertainment—it's
a dynamic. evolving medium that reflects and shapes our understanding of digital

communication. community. and human connechion



The journey of online gaming is far from over. With emerging technologies like artificial
intelligence, blockchain, and more sophisticated networking infrastructures, we are likely to
witness even more profound transformations in how we play, interact, and understand digital

experiences.

In conclusion, online gaming has transcended its initial perception as a niche hobby. It has
become a global cultural phenomenon that offers insights into human behavior,
technological innovation, and the ever-changing landscape of digital interaction. As we
continue to explore these virtual frontiers, one thing remains certain: the world of online
gaming will continue to surprise, challenge, and inspire us in ways we have yet to imagine.
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Introduction

As the famous saying goes like “Gaming provides a sense of achievement that
the real-world lacks” by Jane McGonigal, it has been observed that the online
games are designed in a way such that the expectations which fail to meet at
reality has been experienced at online gaming. Absolutely, whichever
entertainment that turns into habit is an addiction and online gaming s
again an entertainment at the end of the day. Technically, it is definitely

feasible to have responsible online gaming which comes out of awareness
and self-control.

Reasons for addiction

In recent research and studies, it has been observed that gaming triggers the
release of dopamine called the good feel hormones in the body which
maintains the addiction. Psychologically, when one meets with levelling up
and accomplishing things, it reflects with a sense of deep achievement.
People who long for in-person appreciation dive in this area that offers a
sense of belonging. Interestingly, it has also been observed that multiplayer
platforms provide facilities for maintaining friendships with other players as
well.

An escapism medium

In certain cases, gaming platformsactasa medium of escapism for teens. The
longing for interaction, they receive from online games. They get into the
imaginary world they dream of and startliving it. This happens when parents
are always work oriented and don’t spend time with their children.
Especially for single children, this condition is very intense. The limitless
exploration and adventure experienced adds to the addiction. The gamer
turns into a gaming character and lives it. The scenario here coincides with
the quote “In gaming, you're not just watching a story unfold- you're the hero
living it”. There are cases not only with teens but also with adults which are
that one surviving through depression and anxiety choose it to be
distraction. But at this point, the gamer fails to understand that whatever the
escapism is, it is not the reality. And connection from it should be moderated.
This notion is best resonated with the quote “Escapism through gaming is
like a vacation — you can visit, but don’t live there”.

ul




Certain games which are popular among students are “Minecraft” and
“Civilization” that is both fun and learning about strategy, architecture. The
peculiar thing that online games offer is the combination of animation and
fun. Probably, that is the most significant reason for the students to build an
addiction to it. However, it becomes very difficult to resist the cutting-edge
graphics experience that the gaming platforms offer with.

Impacts and consequences of gaming addiction

Whatever the entertainment is, if it exceeds the limit, it is dangerous. The
impacts of online gaming platforms aren’t just mentally and physically
affecting, but also emotionally suppressing and dangerous with
inappropriate sites. This can affect studies, physical exercise, anxiety and
depression if fails in game accomplishments. The screen time exceeds more
than 8 hours statistically, results in eye strains, blurred vision and headaches.
Blue light exposure disrupts sleep patterns. Physical health problems like
musculoskeletal disorders like joint stiffness, carpal tunnel syndrome and
postural issues due to prolonged sitting hours. Obesity and associated
conditions like diabetes or cardiovascular problems arise. Further, late night
gaming gradually leads to insomnia, chronic fatigue and other sleeping
disorders. Psychologically, gaming addiction can induce social isolation, and
competitive nature induces frustration. However, exposure to violent games
heightens aggression within oneself. Neurological effects like ‘brain reward
system alteration, craving rewards which gradually leads to decreased
sensitivity towards rewards in real life. Consequently, it impacts attention
span, memory and increasing risk of seizures. Eventually leading to poor
academic performance and substance abuse links. The World Health
Organization declared “Gaming disorder” as a mental health condition in
2019. Countries like China imposed strict gaming hours restrictions on

minors.

Dangers of online gaming

One of the most controversial and alarming cases that has been reported in
2017 is the famous ‘Blue Whale’ game case. It had resulted in extremely
harms and even suicides of vulnerable teens. This could be

dangerous self- e :
ple of not getting Into unauthorized and non-authentic

the perfect exam




g companies is prioritizing profits over player
experience for which they fac

e criticism as well. Significantly, The Cyberpunk
2077 controversy where the

game met with numerous bugs failing to meet
with the expectations of the paid users.

Censorship of online games

Censorship is brought to implementation to control the predative and
vulnerable population. Certain games which exceed the limit of management
are banned in the area. One of the most famous games called “PUBG” has

been banned in India and China due to over addiction. Other games like

“Grand Theft Auto” has faced censorship for promoting violence and illegal
activities. It has been observed that the younger Qn.es playing games try to
imitate the same thing in reality, whereas the gaming platform becoTnes a
sensitive area of learning and imitation_. It should ne.ver promo?e any illegal
activity that turns negative to societ'y via the upcqmlngdgeneratlons. In that
Case, censorship will be the best option to be considered.

Responsible gaming

: ' tain measures and taken seriously in
i 1o is feasible if cer i ) /
};Espons;-blilgaillffl%egulation from the gamer’s side. Setting proper time
lon. Firstly, seli-

L.l



Jimits, t:jlking regular breaks, balancing priorities and playing for temporary
distrfelctlon and relief from reality, Secondly, supervision from parents is
required. Game choices, framing rules, encouraging offline activities and
openly communicating the consequences of online gaming. Thir dly,
awareness and regulation for educators and policymakers. By incorporating
digital literacy, enforcing regulations etc. Parental controls over gaming
applications, in-game warnings and support resources showing signs of
excessive gaming shall be implemented. Online platforms should discourage
toxic behavior and encourage respectful behaviors. Report systems should
be strengthened, and immediate actions should be taken from them.

Conclusion

In a nutshell, responsible gaming reflects on improved physical and mental
health condition, academic performance, reduced risk of addiction and
vulnerability of falling into criminal offence. Enhanced gaming experience
through moderation and focus is experienced. As the famous quote goes like
“Every coin has two sides”, every activity has its merits and demerits. It is
significant to realize the demerits and filter them out the merits. By this
positive action, online gaming could be a beautiful pass time. As the quote
says “Gaming is a joy when it's balanced. Responsibility doesn’t Kkill fun - it

enhances it.”
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Dr.Mahalingam College of Engineering and Technology
Pollachi — 642 003

Department of Science and Humanities
Rostrum Club- Attendance Sheet (2024-25)

TOPIC: lll-Effects of Online Gaming Addiction (English and Tamil) for B.E/B

I
SIGNATURE

Tech students
16.12.2024

S.NO NAME ROLL NO DEPARTMENT/YEAR
E R.M.Inbavalli 727624BEC025 ECE/l YEAR ey -
727624BCS174 '/_/_—{P— :
2 P Archana CSE-C/IYEAR | A
727624BCS191 ﬁ
3 R .Saniya kapoor CSE-B/| YEAR é LN
_B/I YEAR
f>4 AN.vasima beqam | T27624BCS022 | CSE-BIIYE \faortnor—
727624BCS098 EAR | s
2 Rakshana CSE-B/1Y! l"’vﬁ{"F
2 THISH 7276238CE008 CIVIL/I YEAR @u\ﬁj\/—‘ .
YEAR .
" S. Nikilesh Mano | 727624BECT12 ECEB/I NE
Kannika 727624BEE097 EA/IYEAR | L. M:?D fl f
8 parameshvari £F o] = =X
D. 5. Manoj 727624BAM048 T VAR _
9 ’k":;g
727624BEV041 VLSI/ 1 YEAR _;eu&ﬂ%
10 Sarmatha V L -
727624B1T124 0 a
» M. Abishek IT B/ YEAR f_gkieL
12 Malathi.A ( 727624BIT095 IT A/ | YEAR Vg lthi
T jayanthi [ . '
ro7eoEvos | EECVLSIVIVEAR | Sa
13 EE(VLS) J
14 SelvakaviyaG | 7776248EE019 EEE-ATIYEAR | Sobudacy &
RMADHUWITHRA | 7576245EE03¢ EEEA/IYEAR | m&
/kf St

s
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Pollachi - 642 003
Department of Science and Humanities

Rostrum Club- Attendance Sheet (202 4.25)
( mil) for B.EJB.Tech studen;;d

TOPIC: II-Effects of Online Gaming Addiction (English and T 16.42
[SNO | NAME 'ROLLNO | DEPARTMENT/YEAR SIGNATURE |
727624BIT094
1 G.Dhivya rani 7.8/ YEAR ‘_ %‘t‘f
| ya rani //PV‘S
1 |
Mohammed | 727624BEC032 > |
2 thameem. B ECE/ | YEAR W |
__—_’___"/’/”/J
A.D Subaran] ————
| aariana | 7prgpoece0n | Cvil/IVEAR /M
07624BCS149 | CSE B/IYEAR / &
At
- —
To762488C001 | CYS/! YEAR w[
1
_________._’__’__i__.,—/,,r'—
727624BIT003 /T A/1YEAR W{&,
___;____,___,#,__,__f;g_,,_,..,——ﬂ
727624BEV053 VLSl
| YEAR Cf{/:b«[:wl"”'m
I ST,
7628850025 | CYBER SECURITY/
| YEAR _
ECEA/IYEAR ALl
)
—EVEERSECURITY 1 -
VEAR oy oA
]
Mechanical /
E050 | YEAR 6'@!
_______‘—-——_“__/_/—/—/_’_____._._.—-———-—-—-"_"‘
757620811115 T A TYEAR
P N
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Dr.Mahalingam College of Engineering and Technology
Pollachi - 642 003
Department of Science and Humanities
Rostrum Club- Attendance Sheet (2024-25)

TOPIC: lll-Effects of Online Gaming Addiction (English and Tamil) for B.E/B.Tech students

16.12.2024
|

ENO NAME ROLL NO DEPARTMENT/YEAR SIGNATURE

26 K.deepanial 727624BIT103 T A/l YEAR -

27 V. Jaisri 727624BEAD13 | YEAR

EE A/ YEAR
28 Soundaraya. S 727624BEE049 E
A.Haripriya 727604850057 | Cyber security/ | YEAR
29
30 Sanjay.s 727624BEC008 ECE/I YEAR

Ms.R.Vidhya (AP/English)
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Dr.Mahallngam Colloge of Englncerlng and Technology VP-208%
MCET Clubs/Chapters/Associatlon-Rostrum Club
22.04.2025

Note submitted

Sub: Seeking permission to conduct Linguaskill exam orientation-reg

Weare delighted to inform you that, NIA-CLP team with rostrum have planned
to organise an orientation programme for conducting Linguaskill exam at MCET
Campus through the expertise resource person from Cambridge Assessment English. In
connection with this, refreshment, lunch and a Memento to the Guest Speakers has to be
arranged. Hence, we request you to kindly Sanction the amount and approve the same.
Budget Proposed: Rs.2200/-

S.No | Day&Date Items Quantity | Amount Mode of Arrangement
1 Tea&Snacks | 10 100 Canteen
2 26042025 | Lunch 2 100 Hostel(Mess)
3| Yy Y entoto | 1 2000 NIA Book Depot
resource
person | =]
Total 2200/- | =
22572k o
Budget for FY 2824=25(SEM 2)
Particulars Proposed Actual Amount | Available Amount
Budget(Rs.) Spent till Budget(Rs.) requested(Rs.)
date(Rs.)
2200/- NIL 25,000 2200/-
Budget for
" | planned
activities )

The budget for the above mentioned details will he utilized from the Rostrum
Club Eudget. [n this regard, we request your kind approval to sanction the above -

—

mentioned requirements.
[ s 7 |=>f&}uﬂ
Club Y c Club Coordina o:'}

N By panlt AT

: \ AY
G’-\"\ \- \-'l\ Vet "/-‘\’_..h e {__,\.' <
Associate Dean-(Med@~¥ | ' Vice: Principal ~* Principal
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Dr. Mahalingam College of Engineering and Technology
An Autonomous Institution
NIA-CLP, English Division & Rostrum Club

A Report on LinguasKill Orientation Programme

28.04.2025

On behalf of NIA-CLP centre, English Division & Rostrum Club organised the
Linguaskill Orientation Programme for the MCET students on 26.04.2025 from 9.30 am
to 4.15 pm. The prime objective of the programme was to limelight the academic

aspects of Linguaskill certification and its benefits.

The programme started with a welcome note and it is packed with interactive
activities, detailing on four skills of language and its recognition in the international
context. Ms. Sathya Dharini, Cambridge Presenter was the resource person. Her
academic excellence includes Ph.D. in English Literature, a TEFL Course and cleared
National Eligibility Test. Linguaskill training aims to improve Professional
Communication skills require at workplace and help the students to get certified in
Linguaskill examination conducted by Cambridge English Language Assessment.
Linguaskill training enhances four language skills of the student such as Reading
Comprehensive Skills, Business Writing Skills through mails, short report writing,
preparation business proposals and memo. Creating work related ambience by
conducting mock speaking tests for more realistic experience and to improve oral
communication. Students learn work specific vocabulary and basic grammar for
communication purpose. Certification boosts employability opportunities of the student
and excellence in business related communication. The last session ends with a vote of

thanks.
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