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Abstract- FPS games, or first-person shooter games, are a genre 

of video games that have been popular for decades. They are 

characterized by fast-paced action and intense gameplay, and are 

typically played from the perspective of the main character. 

Players use various weapons to eliminate enemies and complete 

objectives. FPS games have been a staple of the gaming industry 

for many years, with popular examples including Doom, Halo, and 

Call of Duty.  

One of the key features of FPS games is their immersive nature. 

The first-person perspective allows players to feel as though they 

are in the game, and the fast-paced action and intense gameplay 

can create a sense of adrenaline and excitement. This immersive 

experience has led to FPS games becoming one of the most 

popular genres of video games, with millions of players 

worldwide.  

FPS games are also known for their multiplayer mode, which 

allows players to compete against each other online. This feature 

has made FPS games a popular choice for esports and competitive 

gaming, with many tournaments and leagues dedicated to FPS 

games. 

 

INTRODUCTION 
First-person shooter (FPS) games are a popular and enduring 

genre of video games that have been around for decades. They are 

known for their fast-paced action, intense gameplay, and 

immersive first-person perspective. FPS games have become one 

of the most popular genres of video games, with millions of 

players worldwide.  

The first-person perspective allows players to feel as though they 

are in the game, and the fast-paced action and intense gameplay 

can create a sense of adrenaline and excitement. The immersive 

experience that FPS games offer has made them a popular choice 

among gamers of all ages.  

FPS games typically feature a single-player campaign mode, as 

well as a multiplayer mode that allows players to compete against 

each other online. This feature has made FPS games a popular 

choice for esports and competitive gaming, with many 

tournaments and leagues dedicated to FPS games.  

The history of FPS games can be traced back to the early 1990s, 

with the release of games such as Wolfenstein 3D and Doom. 

These early FPS games were ground breaking in their use of 3D 

graphics and first-person perspective, and they quickly became 

popular among gamers. Since then, the FPS genre has evolved and 

expanded, with many new games and franchises being released 

over the years.  

However, FPS games have also been the subject of much criticism 

and research in recent years, as they have been linked to a number 

of negative effects, such as aggression, desensitization to violence, 

and addiction. Studies have shown that playing FPS games can 

lead to an increase in aggressive thoughts and behavior, as well as 

a decrease in empathy and pro-social behavior.  

 

It's also important to note that most of the studies done on FPS 

games were focused on a small group of participants, and the 

sample size might not be representative of the whole population. 

Furthermore, the majority of studies were conducted in a lab 

setting which might not be the same as a real-world setting, and 

it's hard to generalize the results from a lab setting to the real-

world. In conclusion, FPS games are a popular and enduring genre 

of video games that have been the subject of much research in 

recent years. While they have been linked to some negative 

effects, such as aggression, research has also shown that they can 

have positive effects, such as improving hand-eye coordination, 

spatial awareness, and decision-making skills. Additionally, FPS 

games have also been used as a tool for training and education. It's 

important to keep in mind that more research is needed to have a 

deeper understanding of the effects of FPS games on individuals 

and society as a whole. FPS games are an important part of the 

gaming industry and culture, and will continue to be so in the 

future. 

 

Materials and Methods 
The materials and methods used in research on FPS games can 

vary depending on the specific study and research question being 

investigated. However, some common techniques and materials 

used in FPS game research include:  

1. Surveys: Surveys are a common method used in FPS game 

research to gather information about players' characteristics, such 

as age, gender, and gaming experience. Surveys can also be used 

to gather information about players' attitudes and perceptions 
towards FPS games, such as their level of enjoyment and their 

perceptions of the game's violence.  

2. Behavioural measures: Researchers may use behavioural 

measures, such as reaction time tasks and aggression measures, to 

investigate the effects of FPS games on players. For example, a 

reaction time task may be used to measure changes in players' 

reaction times before and after playing an FPS game.  

It's important to note that when conducting research on FPS 

games, it's crucial to consider ethical concerns and to obtain 

informed consent from participants. Additionally, it's important to 
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consider the limitations of the research and the generalizability of 

the findings. 

 

 

Design and Participants 
Design and participants are important considerations when 

conducting research on FPS games. The design of the study should 

be chosen based on the specific research question and objectives 

of the study.  

Experimental design: An experimental design is often used in 

research on FPS games. This design involves randomly assigning 

participants to play an FPS game or a control game and measuring 

changes in behavior and attitudes before and after playing. This 

design allows researchers to establish causality between playing 

FPS games and changes in behavior.  

Quasi-experimental design: Quasi-experimental design can be 

used when it's not possible or ethical to randomly assign 

participants to different conditions. This design involves 

comparing participants who play FPS games to a control group 

who does not. Researchers must be careful in interpreting the 

results as the results cannot establish causality and might be due 

to other factors  

Longitudinal design: Longitudinal design is used to investigate the 

effects of FPS games over time. This design involves recruiting 

participants and measuring their behavior and attitudes at multiple 

time points over an extended period.  

 

The participants in research on FPS games can vary depending on 

the specific study and research question. Some common 

participant groups in FPS game research include:  

Gamers: Participants who regularly play FPS games are often 

recruited for research on FPS games. This group of participants 

allows researchers to investigate the effects of FPS games on 

regular players.  

Non-gamers: Participants who do not regularly play FPS games 

are often recruited as a control group in research on FPS games. 

This group allows researchers to compare the effects of FPS games 

on regular players to the effects on non-players.  

Children and adolescents: Many studies have been conducted on 

the effects of FPS games on children and adolescents, as this age 

group is thought to be particularly susceptible to the effects of 

violent video games.  

Military and emergency responders: FPS games have been used as 

a tool for training and education in military and emergency 

responders, and research has been conducted on the effectiveness 

of using FPS games for training.  

It's important to note that the sample size and representativeness 

of the participants are important when interpreting the results. The 

sample size should be large enough to allow for generalizations to 

be made to the population. Additionally, the sample should be 

representative of the population being studied, which should be 

taken into account when recruiting participants 

 

Conclusion 
In conclusion, first-person shooter (FPS) games have become a 

popular and widespread form of entertainment over the past few 

decades. These games provide players with an immersive and 

engaging experience that allows them to explore different virtual 

worlds, engage in combat, and complete various objectives. 

Research on the effects of FPS games has produced mixed results. 

Some studies suggest that playing these games may have negative 

effects, such as increasing aggression and desensitizing players to 

violence. Other studies suggest that playing FPS games can have 

positive effects, such as improving cognitive skills and hand-eye 

coordination. It is important to note that the effects of FPS games 

may vary depending on a variety of factors, including the 

individual player's personality and the specific game being played. 

Additionally, it is important for players and parents to be aware of 

the potential risks associated with playing FPS games and to take 

steps to mitigate these risks. 
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