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Abstract

People are more likely to become sociopaths, indulge into psychotic
behavior, or suffer introversion as a result of over emersion in online
gaming communities.

In this thesis, the objective is to collect the data from real-life online
gamers and to analyze the addiction circumstances, and to suggest the
ways by which online gaming addiction could be eliminated.

Among of the reasons many people begin online gaming is because they
lack real interaction with others thus search for a sense of community or
a way of life that is absent in their own reality and usually show signs of
being an introvert prior to becoming an online gaming addict.

Online gaming is one of the negative aspects of modern life as well as the
improper use of technology. Online gaming can be healthy if used for fun
hence without involving cash spending and/or gaining cash; provided
such is controlled in terms of time and circumstances. However, it is not
only the money spent, but also the time incurred for gaming or trying to
change personality to a negative one so the gamer will enjoy the game
and by the time the real personality of the gamer is changed.

Nonetheless, online gaming became to various segments of society a
direct threat to their being and welfare. Online gaming is not limited to
children with spare time; rather the majority of online gamers are mature
people of both genders and all ages.

The impact of online games and gaming does not affect the individual
only, rather it impacts the society in general and by that the society in
generally is paying a dire price for such claptrap gaming online.



