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Video games are enjoyed by today's youngest generation. This research, which
was conducted on a number of youths in Stavropol State Medical University, aims
to show the harmful effects of this silent killer on students. The playing of these

games has to be placed under a microscope and given as much attention as
possible because it is the source of certain health-related issues.
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Background

Video games have always been a disturbing
entertainment amongst the youths of Stavropol
State Medical University, Russia. It has been
observed that quite a percentage of students
play games, irrespective of the time of the day
and other activities that are happening. The
adverse effects of video games on these
students are increasingly disturbing because
these games are more accessible now. Unlike
before, they can be played on any computing
device, such as mobile phones, tablets,
computers, and televisions (Ayenigbara, 2018).
They can now be easily moved from one place
to another.

Aim

The purpose of this research is to
comprehensively examine game-play research
to highlight the negative effects of video games.
This research explores how video games can
be related to obesity, cardio-metabolic deficit,
bad performance in school and work, and
other related aspects.

Introduction

Video games are a source of entertainment for
a wide population and have various effects on
an individual's well-being. Video game addiction
is problematic since it causes psychological
dependency on video games which, in a long

WIJMER, Volume 25, Issue |, 2020

16

www.wjmer.co.uk

run, will hinder the normal functioning of the
individual.

The first effect of video games that this article
will consider is obesity, which is defined as
abnormal or excessive fat accumulation that
presents a risk to health. A crude population
measure of obesity is the body mass index
(BMI): a person’s weight (in kilograms) divided
by the square of his or her height (in metres).
A person with a BMI of 30 or more is generally
considered obese. A person with a BMI equal
to or more than 25 is considered overweight
(Aguilar Cordero M), 2014).

Overweightness and obesity are major risk
factors for a number of chronic diseases,
including diabetes, cardiovascular diseases and
cancer. Once considered a problem only in
high income countries, overweightness and
obesity are now dramatically on the rise in low
- and middle-income countries, particularly in
urban settings (WHO 2020).

The next effect of video games is stress, which
is a physical, mental, or emotional factor that
causes bodily or mental tension. Stress can be
external (from the environment, psychological,
or social situations) or internal (illness, or from
a medical procedure). Stress can initiate the
"fight or flight" response, a complex reaction of
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neurologic and
(medicine.net).

endocrinologic  systems

I will also explain the effect on the
cardiovascular system, which can result in
cardiovascular diseases which can be referred
to as health problems that affect the heart and
blood vessels.

Materials and Methods

The study is a cohort study that included
twenty (20) youths from Stavropol State
Medical University in Russia. All students are
residents in the university hostel. A
questionnaire was used as a means to obtain
information from the 20 respondents. | also
made use of a sphygmomanometer to obtain
their blood pressure during the gaming period
and an hour after they completed their game.
While they were gaming, their heart rate and
respiratory rate were also measured. A
weighing scale was also used to measure their
weight, and a stadiometer was used to
measure their height.

Result and Discussion

Obesity and Video Gamers

The students' level of obesity was measured
using their BMI, which is the weight of the
individual in kilograms divided by the square of
their height in meters (m?). A normal BMI is
between 18.5 and 24.9. A total of 75% of the
participants had an increase in BMI ranging
from 252 to 32.5. Only 15% of the
participants had a BMI within the normal
range.

This can be associated with the fact that, whilst
playing games, gamers generally consume a
significant amount of junk food, which has high
caloric content and low nutritional value
(Ebong, 2014). They also tend to have limited
physical activity and to miss classes in order to
keep up with their gaming habits. This leads to
increased amount of fat stored in the body and
intra-abdominal fat. This is a major concern, as
obesity and excess weight increase the risk of
hypertension, dyslipidemia, and insulin
resistance (Weiss, 2004), as well as Type 2
Diabetes, which is the product of the
aforementioned factors (Steinberger, 2003).

WJMER, Volume 25, Issue |, 2020

www.wjmer.co.uk

Stress and Video Gamers

The stress level was measured by taking the
heart rate (HR), blood pressure (BP) and
respiratory rate (RR) of the participants. These
measurements were taken before they gamed,
during the game, and after the game. Each was
taken twice, and the average was calculated.

The study reported here measured an increase
in HR, BP and RR in the 20 young men when
they played a video game. This game became a
stressor, which causes the stress hormone to
signal the body to circulate more energy by
the functioning of the cardiovascular system
(Porter, 2019). The mean systolic BP for the
entire group was considerably higher during
play than before or after. HR was also
significantly higher during play. In view of these
results, other cardiovascular changes might be
expected to occur during video-game playing.
Although the changes reported here were
minor, even minor cardiovascular alterations
could potentially prove serious in individuals
with cardiovascular disease. It is important to
note that violent video games, which were
played by 100% of the students, increase
aggression, and stress increases aggression.
Players also tend to argue and stay angry for a
while after playing the games. We can say that
the players were under chronic stress,
according to (Dhabar F. S., 1997), because they
played these games for several hours per day
for weeks.

Cardiovascular Diseases

Though the adverse effect of video games in
the heart of the circulatory system was not
directly measured, the possibility of the
students having a cardiovascular problem was
related to their obesity, which 75% of the
students had, and their stress level, which was
present in 100% of the students.

Obesity is a risk factor for cardiovascular
diseases, such as hypertension, atrial fibrillation
and arteriosclerosis (Carbone, 2019). Obesity
causes heart failure by changing the structural
and functional composition of the heart. It
increases the risk of atrial fibrillation and
sudden cardiac death by altering the
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myocardial structure. An increase in BMI leads
to an increase in systolic blood pressure
(Schmieder, 1993), which can be due to the
activation of the sympathetic nervous system
or the renin-angiotensin system (Ebong, 2014)
(Rabbia F. S., 2003).

Stress can result in problems such as coronary
heart disease and hypertension by decreasing
an individual's heart rate variability and
increasing heart rate, blood pressure, and
respiration rate (Porter, 2019).

Conclusion

Video games have a small but definite effect on
BMI, body composition, and stress levels. If not
controlled, addiction can lead to challenges in
the health of youths.
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