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Game online – from the original idea as a hobby for fun, killing time and reduce stress, has become a global cultural phenomenon, a form of culture are interacting with art other and the other media types. There is no denying the positive aspects of online gaming as practice for the player to look sharp, quick reaction capability, ability to concentrate … However, there are unpredictable effects to the young people. Time spent on education has been affected by playing time. In addition, violence in the game was a big impact to the actions of the youth. Furthermore, the money poured into the game is just a waste. Gamers did not hesitate to give real money to buy virtual weapons, armor … In particular, when the war on virtual worlds become real-life war, the hobby is really becoming a threat to society. 
Body 
Positive aspects 
• Firstly, players must make quick thinking, fast analysis and decisions. • Another key point, online games teach the young people about teamwork and cooperation when played with others. Many games are played online and involve cooperation with other online players in order to win. • Besides, it requires players to have strategies. For instance, while developing a city, an unexpected surprise like an enemy might emerge. This forces the player to be flexible and quickly change tactics. • Also, when they’re tired and bored, a quick way to relax is to play, and online game can help them to interact with their friends through the Internet. 
Negative effects 
• On the contrary, children who play more violent video games are more likely to have increased aggressive thoughts, feelings, and behaviors, and decreased social helping, according to a scientific study. • Moreover, studies have shown that the more time a kid spends playing video games, the poorer is his performance in school. • Identically, wasting money on virtual things is meaningless. • Not to mention, too much online game playing makes the young… R 
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