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Gaming has serious implications for social intelligence

Social intelligence has been a
progressive topic for many aca-
demics and organisations. It is
simply defined by Karl Al-
brecht asthe ability to get along
well with othersand to get them
to cooperate with you.

“Thedefinition initselfrequires
a degree of personal involvement
and interaction. Social intelli-
genceincludes an awareness of sit-
uations and the social dynamic
that regulate it, often called ‘peo-
ple smarts’,” says Teresa Kruger,
executive consulting psychologist
at Work Dynamics.

“Albrecht further classifies be-
haviour towards others as nour-
ishingortoxic. Anourishingeffect
contributes to feelings of value, re-
spect, affirmation, encourage-
ment and competence. Toxic be-
haviour though makes others feel
angry, devalued, frustrated or
simply inadequate,” Kruger ex-
plains.

Bursts of dopamine

For most part, humans and or-
ganisations fry to enhance the
nourishing effect of social interac-
tion. Well, that was until Candy
Crush hit the scene, the ridicu-
lously simple yet addictive game
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that involves matching coloured
candies. Candy Crush is played by
over 93 million people every day,
and it accrues an estimated
$850 000daily through players pur-
chasing lives and boosters to con-
quer new levels.

“It is not just Candy Crush that
rakes in the dough. Mobile games
in general currently account for
33% of all app downloads and an

impressive 66% of all app revenue.
Research into mobile gaming not
only revealed that gamers are
drawn to the mobile platform, ital-
so indicated that they are spend-
ing 46 percent more of their time
onmobiledevices thanin previous
years.

“With new tablets and smart
phones on display at a rapid rate,
there will be even more distrac-
tionsforgamers with savvy graph-
ics and new gaming applications.
The progressive complexity of
games contributes to returning to
the game and bursts of dopamine
in the brain. If the game remained
easy, you would quickly tire of the
jellybean drops. This combination
of technology and game obsession
has serious implications for social
intelligence,” Kruger says.

Empty wallets and red eyes

While the above skills are neces-
sary for holistic development, it
comes at a price. Apart from the
empty wallets and red-eye syn-
drome the games cause, what is
the impact on the social environ-
ment, and Albrecht’s nourishing
effect?

“If we look at research on how
to enhance social intelligence, the
key indicators are:

» To develop an attentiveness to
other people;

» Learn how to interpretcuesre-
ceived from others;

» Monitor our own reaction in
social settings.

“It is not difficult to see how a
simple game found on most mobile
devices and taken into any social
environment can impede on our
enhancement of social compe-
tence.

“Withtheavailability and acces-
sibility of mobile games, it be-
comes increasingly difficultforor-
ganisations to monitor game
trends and behaviours.

“Human capital professionals
should consider nifty and pre-

emptive solutions, such as a re-
view of the social media policy to
include gaming behaviour, creat-
ing greater awareness of the ef-
fects of mobile gaming on the so-
cialdynamic, and having a greater
understanding of gaming trends
and social interactions in their or-
ganisations to proactively analyse
trends and engagement levels.

“It seems that while your high-
score is going up, your social intel-
ligence is going down, and could
ultimately be more costly than the
purchase of a few more candy
lives. The feelings of anger, deval-
uation, and frustration generated,
is unlikely to be sweet,” Kruger
warns.

Games can improve these abilities:

Scientific evidence suggests
that brain stimulating games
like the Candy Crush phenome-
non can increase the following
abilities:

» Following instructions

» Problem solving and logi-
cal reasoning



