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1S aming making you ant-social?

BT finds out if the average amount cf time spent by a person
playinj video games being recorded at 18 hours every week,
s a cause for ccneern

he tHme you spend play-
ing video games may
act wally have fts ac van-

tages. Tak 2, for instance, a new
study, presented by the
University of Iowa, which sug-
gests that gaming slows down
mental desline among adults.
On the otl er hand, young par-
ents today have a totally differ
ent point of view They fear
that the nember of hours their
children spend gaming is
directly related to the decline
in the nuriber of hours they
spend playing or commun: cat-
ing with real people. The aver-
age amount of time spent hy a
person pliying video ganes
hasbeen recorded at 18 hours a
week. With the numbers ee
ing a steady rise over the last
few years, BT finds out if there
is any truth in the statement
that the nest generation could
be one that lacks social skills.

Bangalote-based entrepren-
uer and socialite Batita
sharma vo.ces the concerr of
many parents when she ssvs,
“Every time I ask my suns
something wvhen they're play-
ing a game, they just nod their
heads without saying anyth
ing and [ kn >w they're not pay-
ing attention.”

However it's not only cliil-
dren that peple are concerned
about. It is reported that a
huge percer tage of adults zre
s0 addicted o gaming devices
that they prefer playving to
attending a social gathering

Counsellcr Meera Ravi
points out, “loday, people can't
function if they dont hase
their cellphones with them.
This holds good for both men
and women. This ‘accessory”
not only int-udes on privacy,
but it also affects relation-
ships. Getting the highest
soore on 4 game has becone
more imporiant than sharirg
real quality time. They tend 1o
get so involved in the game and
often neglect or ignore the pe»
ple around them.” And for all

i Ahuga percentage
of adulls are also
addicted to their

gaming devi

those whe insist that gaming is
what they indulge in ¢ kill

boredom, Meera  asks,
“Twenty vears ago, when Lhere
were no video games, did peo-
ple die of >oredom™

Contraclicting the fact that
gamers ek adequate social
skills, the gamers themsilves
argue tha a lot of the games
they play inolved social biter
action tco, albeit wviriual,
“Games lilwe Call of Diety, and
such othex, require a lct of
interaction with ofhers wihin
the game itself, even though
there is no facetoface en o
nter” they point out.

A plece on the topic by
Washingten-based resezrch
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specialist Amanda Lenhart
highlights the fact that the
average teen generally plavs
online gumes with friends and
family Singer and musician
Richa Paul reacts, “It's £ 1right
to indulre in a bit of guming
every ncw and then — sav for
instance when vou are waiting
at the airport or travelling by
plane. Bt | don't under stand
why one would engage n the
virtual world when vou can be
socially active in the real
world, Leave those gaming
controls, go out and got a life”

— Contributed by
. Sneh: Kalra




