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PRE-GCSE INSPIRE PROGRAMME
HOW TO DESIGN A SUCCESSFUL 
VIDEO GAME
CLASS 3: MEDICINE AND PSYCHOLOGY
Welcome to the third class in our series on how to design a successful video 
game: Medicine and Psychology. First, we look at some ways games reward 
the brain, and then we will consider some of today’s biggest questions 
around video games: Are video games addictive? If so, is this addiction a 
mental disorder? Keep in mind you are not expected to read every class 
cover to cover: we’ve provided lots of links to further reading and extra 
material, but you are welcome to focus on what is most interesting to you!

subjects covered: Medicine, Psychology

release date: 20 May 2020

competition deadline: 3 June 2020

COMPETITIONS
We encourage you to participate in as many competitions as you can, but 
they are not compulsory. Once all entries have been received, we will 
publish the top five entries for each competition on Inspire Digital, and 
students who submitted the top two entries for each competition will be 
awarded Amazon vouchers.

How to submit your entry:
• Complete your competition entry and make sure it follows the guidelines 

listed for that competition

• Fill out the competition cover sheet

• Email your entry and your cover sheet to us at inspire@sjc.ox.ac.uk

The deadline for all competition entries for Class 3 is 5pm on Wednesday 
3 June 2020.
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Competition 8: Psychology & Video Games ................................................ 6
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Medicine at Oxford ...................................................................................... 6
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7 WAYS GAMES REWARD 
THE BRAIN
Dr Tom Chatfield, an ex-St John’s English 
student, is a British writer, broadcaster 
and tech philosopher. He is a columnist 
for the BBC, international commentator 
and TED Global speaker, and he has 
worked as a writer and consultant with 
some of the world’s leading technology 
firms. Click on the video on the left 
to hear what Tom has to say about 
rewards that can be generated from 
playing computer games.

And on that note, here are 
a few more interesting TED 
talks about the psychological 
impact of games on us and on 
society at large...

Gaming can make 
a better world, 
Jane McGonigal

How games make 
kids smarter, 
Gabe Zichermann
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If you regularly play video or electronic 
games, you are not alone. Whether it is 
beating your friends at the latest video 
game, or spending time exploring a 
new mobile game, playing electronic 
games is widespread. In Europe, games 
are played by more than two thirds of 
adolescents.

At the beginning of 2018 it was announced that gaming addiction is to be listed as a 
mental health condition for the first time by the World Health Organization, but what 
constitutes gaming addiction? And should it in fact be considered a mental disorder? 
Psychologist Amy Orben isn’t convinced, as she explains below…

WHY ARE VIDEO GAMES ADDICTIVE?

This common activity, however, is often 
villainised in the media and public 
conversation as being addictive. Using 
the word ‘addiction’ to describe the 
need to use technologies such as games 
or social media has become a norm 
in conversation. But scientifically, the 
word ‘addiction’ is strictly defined, and 

denotes a very severe disorder. There 
is therefore still a big debate between 
academics whether the drive to game is 
really a severe addictive disorder in its 
own right.

More than 30 academics, including 
academics from the University of 
Oxford, agreed in a paper in 2017 that 
‘gaming disorder’ should not become 
recognised as an official addiction, as 
is currently proposed. Much of their 
argument is based on the lack of good 
quality psychological research about this 
potential disorder. Officially recognising 
gaming addiction as a disorder would 
have huge consequences, and should be 
backed up by sound and robust scientific 
research.

Furthermore, the overuse of electronic 
games is not as widespread as normally 
thought. Studies looking at the diverse 
range of people in the population have 
found that possible addiction rates are 
less than 0.5% in a population. Therefore 
it is not yet possible to say whether video 
game addiction is really ‘a thing’.

We regularly argue that the word 
‘addiction’ is currently too strong to use 
when talking about the drive to game. 
Many people can use electronic games 
and the vast majority will not experience 
any severe negative consequences. 
At the moment, scientists should not 
cause unnecessary concern by labelling 
something as addictive, which hasn’t 
been shown to be extremely bad for you.

To learn more about issues to do with 
adolescent mental health, motivation 
and technology check out the Oxford 
Undergraduate Course in Experimental 
Psychology. Once you graduate, you 
can also enrol in a specialised Master’s 
in Social Science of the Internet at 
Oxford.

Some further questions to think about: 
What preconditions need to be satisfied 
to call something an addiction? What 
consequences does officially classifying 
something as an addiction have? How 
could you test whether video games 
are actually addictive?

Amy Orben, former College 
Lecturer, The Queen’s College, 

Oxford

Professor Andrew Przybylski, 
Director of Research and Associate 
Professor, Oxford Internet Institute

What are scientists saying?

What percentage of people that play 
video games are addicted?

Predatory monetization schemes in 
video games (e.g. ‘loot boxes’) and 
internet gaming disorder

Gaming-addicted teens identify more 
with their cyber-self than their own 
self: Neural evidence

Lost in virtual gaming worlds: Grit and 
its prognostic value for online game 
addiction

Subjects covered: 
Medicine, Psychology

Click here to read this 
article on Inspire Digital!
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If you’re enjoying this class, you might want 
to find out more about studying Psychology! 
You can study Psychology either on its own, 
or with other subjects. Learn more about 
these different options here:

• Psychology at St John’s College

• Experimental Psychology

• Psychology, Philosophy and Linguistics

OXFORD SPARKS: BRINGING SCIENCE TO LIFE
Oxford Sparks is the place to explore and discover science research from the 
University of Oxford. Oxford Sparks brings together resources and information from 
across the University so you can explore and discover our research, and find out 
about what researchers really do in the ‘Meet the Scientists’ section.

Videos & animations 
to help you understand 

complex scientific 
concepts

Podcasts on today’s most 
relevant subjects, like 

coronavirus and  
climate change

Explore the latest 
research and scientific 

discoveries

PSYCHOLOGY AT OXFORD

To prepare for this competition, you should read “Why are video games 
addictive?” on Page 3.

Conduct a small study of your friends and classmates to find out how much 
time they spend on average playing video games. To do this, you may want to:

1. Think about what questions interest you and design an appropriate 
questionnaire of 5-10 questions. Some possible examples are:
• How much time per day do you spend playing games?

• What games do you play?

• Do you play games alone, or with family or friends?

• How does playing games make you feel?

2. Ask at least 5 friends, classmates or family members to complete your 
questionnaire and return their answers to you.

3. Analyse the results of your survey. Some interesting questions to consider 
in your analysis might be:
• What patterns can you find in your data? Try using a chart or graph to illustrate 

these patterns.

• Were you surprised by any of the answers people gave? 

• Did younger people give different answers than older people? 

• Does the data you collected support the statement that video games are 
addictive? Why or why not?

Your competition entry should consist of a report summarising your 
questionnaire and the answers you received, as well as your analysis of the 
results. Your report should be between 300 – 500 words in length. 

COMPETITION 7: ARE VIDEO 
GAMES ADDICTIVE?

CLICK HERE TO 
SUBMIT YOUR  

ANSWER
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Despite a recent classification from the World 
Health Organisation, there remains large 
disagreement in the scientific community about 
whether or not video game addiction is actually 
a mental disorder. Read some of the resources 
linked on this page to form your own opinion and 
then cast your vote!

IS VIDEO GAME ADDICTION A MENTAL DISORDER?

CLICK HERE 
TO CAST YOUR 

VOTE!
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Each class will have a photo, art or short video competition with a prompt based on 
the topic we are studying in that class. In Class 3, we looked at the psychology of 
video games, and we have learned that games reward the brain in many different 
ways. For this competition, we would like you to feature an example of a particularly 
effective rewards system you have encountered in a game. This might be something 
like an in-game currency, level-up rewards or game feedback.

Entries can be photographs, visual art or short (<10 seconds) videos. You should also 
include a short written explanation of your entry (maximum 100 words). To prepare 
for this competition, you should watch “7 ways games reward the brain” on Page 2.

COMPETITION 8: PSYCHOLOGY & VIDEO GAMES

Oxplore is an innovative digital 
outreach portal from the University 
of Oxford. As the ‘Home of Big 
Questions’ it aims to engage those 
from 11 to 18 years with debates and 
ideas that go beyond what is covered 
in the classroom. Big questions tackle 
complex ideas across a wide range 
of subjects and draw on the latest 
research undertaken at Oxford. Click 
the question on the right to start 
exploring some Big Questions...

If you enjoyed this class, you might want to find 
out more about studying Medicine at Oxford! 
Here are some resources to get you started:

• Medicine at St John’s College

• Medicine at Oxford

• Medical Sciences Department outreach 
(summer schools, open days and more!)

MEDICINE AT OXFORD

CLICK HERE TO 
SUBMIT YOUR  

ANSWER
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