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An Analysis of the Impact of Different Types of Video Games
on Mental Health

Tian Yidan Sun Hongmei Xin Meiqi Chen Dan Li Yusen

School of Management, Tianjin University of Traditional Chinese Medicine, Tianjin

Abstract: As a primary form of entertainment for the masses, video games have diverse impacts on
psychological well-being. The influence of video game genres on psychological benefits varies. The
effects generated by game are jointly determined by player motivations, game characteristics, and social
backgrounds. Specifically, the social aspects of gaming can enhance players’ prosocial behaviors; sports-
oriented games not only promote physical and mental health but also enhance players’ immersive
experiences. Meanwhile, the impact of violent games on aggression is influenced by a combination of
individual and societal factors. In conclusion, the psychological impact of video games is influenced by
multiple factors, and integration with other fields can provide players with a more enriching experience.

Key words: Video games; Psychological benefits; Social gaming; Exergames; Violent games
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