
BRAIN. Broad Research in Artificial Intelligence and Neuroscience 
ISSN: 2068-0473  |  e-ISSN: 2067-3957 
Covered in: Web of Science (WOS); PubMed.gov; IndexCopernicus; The Linguist List; Google Academic; Ulrichs; getCITED; 

Genamics JournalSeek; J-Gate; SHERPA/RoMEO; Dayang Journal System; Public Knowledge Project; BIUM; NewJour;  

ArticleReach Direct; Link+; CSB; CiteSeerX; Socolar; KVK; WorldCat; CrossRef; Ideas RePeC; Econpapers; Socionet. 
 

2022, Volume 13, Issue 1, pages: 213-217 | https://doi.org/10.18662/brain/13.1/278  

 
 

Adaptation in 
Affective Video 
Games during the 
Covid-19 Pandemic 

Vlad Constantin BANDAC¹,  
Cristina STEFANESCU2  
 

1 “Elisabeta Doamna” Psychiatriy Hospital; 
Galati, Romania. 
2 Dunarea de Jos University of Galati, Romania. 
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Parents' negative attitudes towards games and family quarrels are 
shown to be predictors of gambling addiction among adolescents. 
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Introduction 

Player behavior takes precedence over different activities, as 
different activities area unit taken to the boundary. 

Low management over behavior. Even once the negative 
consequences occur, this behavior continues or escalates (Casvean et al., 
2021; Sandu & Damian, 2018; Sandu & Nistor, 2020, Terec-Vlad, 2020). A 
diagnosing so means a "persistent or recurrent" pattern of behavior of 
"sufficient severity" has emerged, consistent with the ICD (Luca et al., 
2020). 

Ends up in vital impairment in personal, family, social, academic or 
activity functioning. The impact is real and will embody sleep disorders, diet 
issues, physical inactivity (Baroiu et al., 2021; Grigoras & Ciubara, 2021). 

Research Methodology 

This paper uses the medical literature to identify the evolution of 
adaptation in affective video games during COVID-19, to determine the 
beneficial effects and to reveal some recommandations for video gamers. 

Discussions 

Though the utilization of games might not perpetually be helpful, 
exer games (a new generation of video games additionally called exergaming 
or active video games) seem as an alternate, feasible, attractive, and safe 
thanks to exercise for many folks (Pandele et al., 2021; Radulescu et al., 
2020). Exer games, a replacement generation of video games additionally 
called exergaming or active video games, area unit associated with the 
thought the thought massive body movements with engaging digital games 
(Nechvatal, 1999; Taylor, 2002; Tozour, 2002). Visual and sensory system 
stimuli area unit combined with differing kinds of apparatus that enable 
users to maneuver to play. Exercise games, like classic video games, may be 
contend in multiplayer mode, which may facilitate increase social interaction 
in a very home surroundings. Presently, there area unit many sorts of games, 
like people who simulate cardiopulmonary exercise (e.g., walking, running, 
and cycling), sports (e.g., basketball, bowling, tennis, Ping-Pong, baseball), 
swimming, Ping-Pong, volleyball, beach volleyball Compared to on-line 
games, exercise games appear additional advantageous as a result they induce 
helpful physiological and psychological changes that aren't sometimes found 
in typical video games. Exercise games area unit able to improve levels of 
physical activity, performance of daily activities, muscle strength in older 
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adults, heart rate, bodily property balance, psychological feature perform in 
older adults and relieving anxiety disorders (Silistraru et al., 2021). Games 
area unit glorious in increasing motivation for exercise, and exercise plays a 
very important role in managing the harmful health effects of social 
isolation, like a decrease in physical activity and a rise in inactive behavior 
(Bakkes et al., 2008; Manovich, 2002; Millington, 2006; Nareyek, 2004). 

Research Results 

The findings of beneficial effects are: 
• Improved sensitivity to visual distinction in fifty hours of video 

games, for a amount of 10-12 weeks 
• Rising attention and application 
• Action video games improve players' ability to quickly and 

expeditiously find the targeted stimulant in a district to district parts. 
• Players are able to focus and watch moving objects, though there 

are several distractions close. 
• Rising distributive attention 
• Action video games stimulate players' concentration, attention, 

perception and memory, developing their ability to create fast choices and 
solve issues expeditiously and safely. 

Conclusions 

The recommendations are: 
• Manage stress effectively - Regular exercise in stress management, 

deep respiration, yoga or meditation to scale back stress and raise your 
mood, having personal time, area and reflection. 

• Get correct sleep - sleep hygiene by keeping a sleep diary with the 
period and time of sleep. 

Must: 
• Be chosen for an exact time to travel to bed 
• Avoid hour games 
• Make sure that electronic play devices aren't hold on within the 

room 
• Check that the room is quiet and dim. 
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