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Abstract
In the past thirty years, the video gaming industry has boomed globally, and has proven itself to be a major source of entertainment,
 information, and social interaction for youth and adults alike. The impact of video gaming is something commonly discussed in 
several different fields, including communication, psychology, and sociological studies. The researcher will discover how deep the 
roots of video gaming actually go, if a sizeable impact has been made on countries around the world, and what the future of the 
video game industry has to offer to the global community. 

     Video gaming is a term that is sneered at by parents, quaffed at by politicians, and misunderstood by people around the globe. 

Not only does the video game industry offer many benefits to the growth and economic development of a nation, but it also 

provides a method of entertainment, informational, and social interaction for its users. The researcher will attempt to do several 

things while conducting his research in the area of video gaming. Firstly, the researcher will attempt to determine if video gaming 



plays a significant role in the development, either socially or economically, in the growth and development of semi-periphery and 

periphery nations. Secondly, the researcher will attempt to measure the accuracy of past studies conducted in different nations 

around the globe and determine whether or not those past studies are impactful or not. Finally, the researcher will decide if a 

difference exists in the video game industries in key nations around the globe, varying from periphery to core nations. 

     The researcher has developed three hypotheses to accompany the differing levels of understanding of the subject of video 

gaming’s impact globally. The first hypothesis, H1, contains the idea that a positive correlation exists between video games and 

global empathy and understanding of other cultures. The second hypothesis, H2, says that individuals participating in the playing 

of video games will be more likely prepared to become a societal leader, government official, or opinion leader in their own 

community, thereby creating a more stable global community through empathy. The final hypothesis, H3, states that the amount of 

video games currently being played in any given country will be positively correlated with the annual GDP, cultural artifacts 

exported, and percentage growth as a nation. These three hypotheses will determine whether or not video gaming does indeed have 

a significant impact on the global community that has been erected over the past 50 years. 

With the ever-increasing levels of computer-mediated communication taking place in nations in the semi-periphery, periphery, and 

core, it is not a far reaching statement to say that video gaming is becoming one of the most popular pastimes in young people 

around the globe. Video games are a major source of entertainment for a particular demographic in America, particularly 18-36 

year old males. Several interesting things have been developed in the world of video games, since the industry is experiencing a 

current expansion in a new demographic worldwide: adult women (2012 Sales, Demographic, and Usage Data). This is a very 

impactful occurrence, because up until recently, video gaming has been an area which has been scoffed at by the older, more 

“mature” audiences, and has been thought of as “childish”. Typically, video gamers are portrayed in the media almost always with 

negative connotations, with incidents like the shooting in Columbine High School, where two students played a particularly violent 



video game, Doom, and went on a killing spree in reality. Another stereotype given to gamers is a middle-aged man living in his 

mother’s basement, but recent evidence conducted by the Entertainment Software Association shows that 47% of all gamers are 

women. Even more surprising, a larger portion of gamers around the world are women above the age of 18, than young men under 

the age of 18. 

With the demographics of video gaming evolving with the new societal standards developing around the world, video gaming is 

becoming less like a socially unacceptable hobby and more like a respectable and interactive pastime. But, before the impact of 

video games can be analyzed and discussed on a global scale, it must be given an operational definition. According to Matthew 

Gallant (2009), a professional software and game designer, a video game is “Software which displays images on a video screen, 

interacts with a player or players, and is intended to provide challenge and/or produce an aesthetic response in the viewer ”.  This defi

nition of video gaming is the most accurate, and least biased that is possible. Not all video games invoke some sort of inherently 

violence response, nor do they “brainwash” youth into spending every waking second playing them. Now that the operational 

definition of video gaming clear, it is possible to delve into the actual determination of the impact of video gaming on different 

countries around the world. 

     Globalization plays a key role in the understanding of video gaming’s impact in periphery, semi-periphery, and core nations 

around the globe. Something that limits the scope of globalization is the idea that individuals from different countries are separated 

by cultural, societal, political, and religious barriers. This lack of understanding causes a social disconnect and a sense of apathy 

towards individuals living in a different culture, thus hindering efforts to create a more stable and less volatile global community. Bu

t, as a major step towards defeating the unfair bias against another culture or cultures, video gaming has begun to adapt to the 

changing global climate. According to a study conducted by Christin Bachen, Pedro Hernandez-Ramis, and Chad Raphael (2012), 

participants were asked to have a seat at a computer station where they began playing an interactive simulation game (p. 427-439). 



The game was no shooter though, but rather it was a simulation of everyday life in a different culture, where one would have to 

struggle to find food and water, deal with cultural differences, and experience what an individual would undergo on any typical day 

in that nation. The findings of this study were completely conclusive that individuals who were placed in the role of another, 

regardless of geographical location, wound up being incredibly more empathetic towards cultural differences and the struggles of 

the role they were placed into (441). This helps the researcher establish that video games are not detrimental in any way towards 

global, cultural, and societal understanding. 

     With the establishment of global beneficence hosted in particular video games, the researcher is led to affirm H1, that video 

games inherently allow individuals to experience the lives of someone residing in a different culture, and thereby encouraging 

global empathy, as well as giving greater levels of cultural understanding. To truly be able to accept H1, additional resources and 

research are required, but a lack of primary research is currently present in the field of global empathy in video games. H1 is 

accepted with stringencies of the limitation of credible first-hand studies. 

      Another major key in understanding the role of video gaming on a global scale and its overall impact on society is 

understanding the difference in cultures and the adaptation of video games to suit that culture. A big influence on H2 is the study 

which took place in Iran in 2010, by the National Center for Biotechnology Information (p. 133-134). In this study, 444 participants 

were selected from middle-schools around the country, and had their habits studied while they were playing video games. Some 

scholars have argued that this is a very typical social experiment to measure the reaction of individuals, mainly children, to 

violence in video games, or the reaction to video games in general. This study, however, was impactful because it did not just look 

at a typical white, or Hispanic demographic, which most quantitative studies on video games are performed with. This 

demographic is focused on a country that is not considered one of the wealthiest, or most socially accepting of anything 

“Americanized”.  The study discovered that adolescents playing video games were much more likely to have higher levels of 



mental-well-being and stability compared to those whom have had no video game access at all. Of course, the proctors of this 

research took into account demographics, previous mental well-being, past acts of aggression, and social history. This leads to the 

question of whether or not that video games are influencing the youth around the world to become more socially diverse and underst

anding, more communicative, and more mentally stable than before. Oddly enough, while portrayed in the media as dangerous, the 

study showed that the gamers that played games moderately were much more likely to have a more stable sense of reality than those

who had absolutely no access at all.

     Online multiplayer games have recently become even more popular than ever before, allowing players to interact with other 

players around the world. This of course has a great impact on the cultures of players, because while immersing themselves in a 

digital world in which nothing is technically “real”, they are forming relationships and understandings about different players’ 

cultures. Not only do online multiplayer games like EVE Online, Guild Wars 2, the Call of Duty franchise, and the Halo series 

provide a venue for players to learn and grow as empathetic citizens of a global community, but they each also provide a very hands

on approach to growing as a leader. Through the interactions that take place on a digital landscape, online multiplayer games are all 

focused around achieving a goal, and quite frequently that goal is impossible to achieve by oneself. In the online periodical, 

Simulation and Gaming (2012), writer Timothy C. Lisk states that, “With their increased popularity, games open up possibilities for

simultaneous learning on multiple levels; players may learn from contextual information embedded in the narrative of the game and

through the risks, benefits, costs, outcomes, and rewards of the alternative strategies that result from fast-paced decision making” (p.

 1-2). Lisk, during his research, also finds that these games involving distributed teams require all individuals participating to 

discover and distinguish ideological leadership traits in themselves and their fellow players. Ipso de facto, online multiplayer 

games are effective tools in creating leaders to solidify a global community. 

     Another type of game that is commonly misunderstood, unrecognized, or undervalued is the historical genre. Several games 



which are incredibly popular have their roots completely immersed in the rich history of a foreign culture. For example, the game Sh

ogun Total War 2: Rise of the Samurai has the player take control of a daimyo during the mid-sixteenth century. In this game, the 

player must forge alliances with different cultures, adapt his/her faction to the ever-shifting cultural-empiricism taking place in 

Japan, amass armies in order to maintain the safety of their own regions, all while striving to become the Shogun, or emperor of 

all Japan. Shogun Total War 2 was the 18th top selling computer game in 2011 according to the NPD Group/Retail Tracking 

Service (2012 Sales, Demographic, and Usage Data). This accounts for players being immersed in a different culture, adapting to it, 

and understanding the importance of another culture’s heritage, religion, and political idealisms.

     Having established that the historical, societal, and leadership traits that video games portray in a positive light, or sometimes 

even require an individual to possess to continue playing at the same level, H2 is almost certainly accepted, with the stricture that 

the video game usage must be moderate, not excessive. With the acceptance of H2, the final answer to be sought after is the 

understanding of amount of video games being played around the world and their actual impact on GDP, cultural growth, and 

economic sustainability. 

     Video game usage may just be described as an activity pursued in countries with sustainable economies where an excessive 

amount of GDP leads to fat children and fatter adults, but the researcher believes that video gaming is becoming something that is 

not necessarily restricted to core or semi-periphery nations. According to the Institut für Medien-und Kommunikationspolitik, a 

communication research group in Germany, nine out of the ten highest grossing video game publishing companies are hosted in 

either the United States or Japan.  The only company that was a top grosser in 2011 that was not in Japan or the US was Ubisoft Ente

rtainment, a game development company located in France. Of course, this data is skewed as far as informational usage of video 

game developers adding to the GDP of a particular nation, but it is still valuable to see which nations are in control of monitoring 

the social and cultural impacts that their video games contain. 



     Due to the privacy of personal records in countries apart from the US, where the information about everyday individuals is very 

easy to attain, there is a severe lack of information about the number of gamers in countries around the globe in peripheral nations. 

Some nations that allowed their data to be pervaded were Turkey, which has 21.8 million gamers, which is approximately 30% of 

the total population (Infographic 2012 – Turkey), the US which has 98 million social gamers (2011 PopCap Games Social Gaming 

Research), which is approximately 31% of the total population (US and World Population Clocks), and the UK which has 20 million 

gamers (2011 PopCap Games Social Gaming Research), which is approximately 33% of the total population. According to the 

World Bank public records, the current GDP of these countries differs greatly, which is no surprise considering that Turkey is a 

periphery nation, whereas the US and UK are both core nations. Turkey’s GDP in 2011 was roughly $773 billion US, the UK’s 

GDP was roughly $2.43 trillion, and the US’s GDP was approximately $15.09 trillion. It is obvious that these three nations are 

completely different as far as economic growth, population, and culture goes. In one area that they are very similar though is the 

number of gamers per average household, differing only by a small percentage in each country. 

     This leads the researcher to reject H3, by proving that each country, although greatly differing in total population and economic 

status, all share a common percentage of gamers per capita. This is a very interesting finding, because there is hardly any research 

on the total state of gaming as a global cultural artifact. Eventually, the global community will understand how important video 

gaming is and accept that it is a field which deserves a lot more research and time put into it. Of course, all of this qualitative data 

really does not put an accurate view on what video gaming is as an actor in the global community, nor does it show the impact on 

individual cultures and societies. 

     In conclusion, the acceptance of H1 and H2 lead the researcher to accept the fact that video gaming does have a particularly 

significant impact on nations around the globe. The rejection of H3 really only proves that video games do not exist solely in core 

nations, but rather are enjoyed equally by citizens around the world. With the interaction of these individuals from core nations with



other gamers from nations in the periphery and semi-periphery, a more stable and comfortable global community will become a 

more rational and acceptable idea. Video games are a wave of the future, but at the same time they are determining the state of the 

world today. The leaders of the United Nations, Parliament, the media, and political systems around the entire world will be shaped 

and molded by video games. Video games will no longer be treated as a hobby, but rather will be fully realized as a tool for 

development of leadership qualities, teambuilding efficiency, and cultural understanding. 
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