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This module is designed to equip trainers with the necessary
tools and knowledge to conduct an engaging and informative
session on online gaming and its impact on children. The session
addresses the evolution of online gaming, its various types, the
dual nature of its effect on children, and the regulatory gaps.
Practical solutions and preventive measures are included to
ensure the safety and well-being of children engaging in online
gaming.

The module emphasises interaction and practical learning,
encouraging role-playing and group discussions to reinforce key
concepts. Trainers are also guided on using relatable examples,
digital aids, and culturally sensitive approaches for an impactful
session.

Objectives

By the end of this module, participants will be able to:

e Understand the historical evolution and current landscape of online gaming.

e Categorize online games into types and identify their unique characteristics.

e Analyze both the positive and negative impacts of online gaming on children’s
cognitive, emotional, and social development.

» Assess existing regulatory frameworks and identify gaps concerning child safety.

e Implement strategies and tools for safe online gaming practices.

e Foster open communication with children to address their online gaming habits and
associated risks

Learning Outcomes:
e Define what online gaming is.
e Understand the evolution and scope of online gaming.
e Understand the responsible way of playing online games.
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Key Content:
Definition of Online Gaming:
o Online gaming refers to a video game played over the internet.

Historical Evolution:
o First online game: MUD (1978).
o Key milestones: "Island of Kesmai" and "Habitat" in the 1980s; introduction of online
gaming in India in 1997-98; global hits like Fortnite and PUBG.

Types of Online Games:
o Social games (Sudoku, puzzles).
o Multiplayer browser games (chess, poker).
o Massively Multiplayer Online Games (World of Warcraft).
o Cloud gaming (Spider-Man, God of War).

Activity:

e Setting: Family home

e Characters: Parent/Guardian, Child (aged 13-15), Sibling/Friend

e Situation: The child frequently shuts the door when using technology and shows anger
when the parent inquires about their online activities. Noticing this, the parent decides to
initiate a conversation.

» Objective: To role-play the conversation between the parent and the child, focusing on
expressing concern, asking open-ended questions, and observing the child’s reactions.
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