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Started Faying
Board Games
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“Paying Fees” is a newly trendy gaming vocabulary, meaning paying for items in online
game. In the virtual world, weapons are categorized as levels. Power of the weapons
increases with level, soas the capability of the player’s character. Similarto some teenagers
who spend a lot in the virtual world, Kwan and Kam-to also fell into this spiral before.
Luckily, they went back to the reality eventually via joining the Centre’s programmes and
playing board games.

Buying Weapons through Various Tactics

Kwan's elder brother loves playing online games. For Kwan, the glamorous tricks and
movements was the reason attracting him to play online games. With Kwan'’s persuasion,
Kam-to was also addicted to online games and started spending money on the weapons in
online games. Over five years in secondary school, Kam-to spent over a thousand to buy
online weapons, while Kwan even spent approximately $20,000 to $30,000.
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We no longer immerse in the
virtual world now and value more
on interpersonal relations

When being asked how they saved the money to buy weapons online, the two students
expressed that they used every means. Kam-to and Kwan both deceived their mothers for
extra money to buy the weapons. Kam-to even joked that one should be “smart” enough
to accumulate money, like asking for “class membership fees” from their parents when
they were signing a school notice. He even said that his parent would not be sceptical if
the frequency of using similar tricks was not frequent. For Kwan, saving the money for
meals was the easiest way. “Enduring hunger in class was inevitable in order to play online
games,” said Kwan, “l could only go back home earlier to have snacks.”

Game Addiction Turned a Family into a Battlefield

While two of them were addicted to playing online games, their relationships with family
also changed. Kwan's parents once met the teacher to discuss about his poor academic
performance. However, Kwan still rushed back to play online games after the meeting.
Unsurprisingly, Kwan's mother got infuriated and disconnected all the online network.
“The character’s movement just stopped at that postures,” Kwan could still remember the
scene as he felt he had lost the whole world when his mother did so. He had thrown his
school bags and books for several times as he was really angry and irrational. For Kwan,
similar situations were not rare, but happened occasionally.

If the above confrontation was described as “battles”, what was happening in Kam-to's
family should be defined as “cold war”. Even when Kam-to actively greeted his mother or
started a conversation with her, his mother never gave him any response. Kam-to's mother
no longer asked him to speed up when they were going to have dinner. She just cooked and
let the meals get abandoned, and then washed all the dishes without making even a sound.
This kind of cold war could last over a week, “Actually it did not happen frequently,” Kam-to
said ironically, “just once or twice a month.”

Board Games Brought the Boys to Reality

Before Kwan and Kam-to became the best companionsin online games, they had been buddies
in joining the Centre’s programmes. Witnessing how two of them got addicted to online
games, the social worker, Ilvan was motivated to invent a board game which included different
characters and elements of online games. Ivan hoped that the board game could bring them
back from virtual world to reality. At first, Kwan and Kam-to knew nothing about the board
games. It triggered their curiosity and they played the game with other teenagers who were
addicted to online games. They said the game was really fresh and creative, which used a disc
to decide characters’ actions and movements. It was more flexible than online games and
required players to work as a team to investigate and protect villagers. Kwan and Kam-to then
gradually spent more time in reality, and built up good friendship with teammates.
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A year later, Ivan encouraged them to share the joy of playing this board game with other
children in fun fair. As a result, Kwan and Kam-to then set up a booth at the Centre every
Saturday afternoon, and gathered a group of fans for the booth. “Actually, the game was
always the same,” Kam-to said joyfully, “but the kids were unwilling to leave until the
parents forced them to.” Eventually, two of them spent most of their time on Saturday in
organizing this booth. Kam-to recalled how they had spent 90 per cent of time on online
games before starting this booth. This booth created much more opportunities for them to
interact with others.

From addiction in online games to going back to reality gradually, Kwan and Kam-to
even joined different competitions to broaden their horizon with lvan’s encouragement.
They formed a team with other board game players and joined a start-up competition.
Writing proposal, doing research on related business, going site-visits, taking videos,
and designing posters, and finally presenting the whole idea and their creativity in a five-
minute presentation, the team created everything on their own from nothing. “I would not
have the opportunity to face audience and promote my ideas without this competition,”
said Kam-to, “Nor would | have the idea to build a start-up or run a business.” The two
buddies no longer immerse in the virtual world now. Contradictorily, they value more on
interpersonal relations, and are motivated to study hard in order to fight for other new

opportunities in life.






