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What is a Video Game?

A video game is a game that involves interaction with a user interface to generate visual feedback on a video device. The electronic systems used to play video games are known as platforms; examples of these are personal computers and video game consoles. These platforms are broad in range, from large computers to small handheld devices. Specialized video games such as arcade games, while previously common, have gradually declined in use. The terms related to games are gameplay, storyline, action and feedback. Gameplay is followed by using video- audio- and other devices which make user feel involved into the world of game.

History

[image: Tennis for Two, an early analog computer game that used an oscilloscope for a display.]The video games’ history starts in 1947, where the idea for a "Cathode Ray Tube Amusement Device" was conceived by Thomas T. Goldsmith Jr. and Estle Ray Mann. It was a primitive device consisted of radar display and game controller which provided user to control a vector dot on the screen to simulate a missile, being fired on targets represented by drawings fixed to the screen. The first video game as it is now recognized was ATARI’s PONG. It provided Atari 2600 console which needed to be put through the television. It was the early prototype of what we now call a console. Its commercial success led other companies to develop numerous Pong-clones and their own systems, spawning the video game industry. 

Platforms

[image: A typical retail display (in Geneva, Switzerland) with a large selection of games for several major consoles]Platform - the specific combination of electronic or computer hardware which, in conjunction with low-level software, allows a video game to operate. The term "system" is also commonly used.
 There is also the term a "PC game". It refers to a form of media that involves a player interacting with a personal computer connected to a high-resolution video monitor. A "console game" is played on a specialized electronic device that connects to a standard television set or composite video monitor. 
There are now three commonly used and recognized consoles. These are X-box 360, Nintendo Wii and Playstation 3.

Genres

A video game, like most other forms of media, may be categorized into genres based on many factors such as method of game play, types of goals, and more. Because genres are dependent on content for definition, genres have changed and evolved as newer styles of video games are created. As the production values of video games have increased over the years both in visual appearance and depth of storytelling, the video game industry has been producing more life-like and complex games that push the boundaries of the traditional game genres. Some genres represent combinations of others, such as massively multiplayer online role-playing games.
The most common genres are action, Role-playing game, MMORPG, quest and simulator.

Video Games’ Influence 

Criticism and Controversy
[image: C:\Users\user\Pictures\180px-JackThompsonAttorney.jpg]The problem of video gaming is very important for modern society. Indeed, the main part of playing audience is children. The fact is that video games have become more realistic. They now provide photorealistic graphics, audio environment, and gameplay. And sometimes the things taking part on the screen are not suitable for children.  As an example, try to imagine a five-years-old boy playing Gears of War, where is lots of blood, flesh, violence and strong language. What do you think will happen after a week of playing the game? Well, everything depends on the child, but we can say that at least he’ll become terrified. 
 (
Senator Jack Thompson in a debate at California
 University
)Like related forms of media, computer and video games have been the subject of frequent controversy and censorship, due to the depiction of graphic violence, sexual themes, advergaming (a form of advertising in games), consumption of drugs, consumption of alcohol or tobacco, propaganda, or profanity in some games.
 (
Source:
 Harvard University
)[image: http://culturalpolicy.uchicago.edu/conf2001/papers/Image11.gif]
The fact that some video games allow players to act out crimes and reward the player for doing so has also been seen as a source for concern. A frequently-cited example is the extremely popular and controversial Grand Theft Auto Series by Rockstar Games, in which a principal game activity is carjacking. Once a car is stolen, the player can run over pedestrians. The player may also purchase guns to shoot at and kill rival gang members (or pedestrians) as he completes missions for crime bosses. The game also became a center of controversy concerning attitudes toward women, because the player is able to pick up a prostitute, have sex to replenish health, then kill her to take back the money spent. It should be noted, however, that any activity of this sort in the game is done completely by choice and players are punished for committing crimes by the police. Considering this game allows one to freely choose, it could also be noted that the game is similar to real life. (A later game in the series, Grand Theft Auto: San Andreas goes a step further, with levels that require the gamer to murder corrupt police characters before the game will advance.) Groups that have objected to the game have raised concerns over underaged persons playing, although the games typically receive mature ratings in the US and 18 ratings in the UK and are not specifically aimed at children.
The game's immediate prequel, Grand Theft Auto: Vice City came under similar criticism, also for implying allegedly racist hate crimes: The game, taking place in "Vice City" (a fictional Miami) in 1986, involves a gang war between Haitians and Cuban refugees, and the player often serves both gangs to plot against one another. Haitian and Cuban anti-defamation groups highly criticized the game for these actions, including using phrases such as "kill the Haitian dickheads" (a phrase used in the game, actually referring to the Haitian gang with which the character is having a shoot-out). After the threat of being sued by the Haitian-American Coalition, Rockstar removed the word "Haitians" from this phrase in the game's subtitles.
 (
Ghost Recon: Advanced Warfighter
)[image: Games such as Tom Clancy's Ghost Recon Advanced Warfighter 2 are regarded as male-oriented video games.]Video game violence critics generally agree that violent video games are at least as bad an influence on children as are television shows with the same level of violence and cruelty, and most seem to believe that video games are more Threatening to a child's well-being, because the video game player uses the controller to make an on screen character act out the violence personally. It was widely reported that the killers in the Columbine High School massacre were, like many teenagers, fans of first-person shooter games. They had recorded a videotape before the massacre in which they said they looked forward to using their shotguns just as in the game Doom. It can be argued, however, that these teenagers were already mentally disturbed before playing the game, and thus the game did not directly cause their actions
Controversy of speeding and evading the authority in racing games has surfaced when a copy of Need for Speed: Most Wanted found on one of the street racer's car in Toronto in January 19, 2006, when two street, named Alexander Ryazanov and Wang-Piao Dumani Rossracers, both aged 18 were involved in an accident resulting in a taxi-driver's death, named Tahir Khan. Nevertheless, the police did not find any connection between the game and the incident. 
The First-person shooter is the other type of video game, with arguably the highest immersion factor, since the player "sees through the eyes of the character the player is controlling". The 1993 first-person shooter Doom, caused some activists and parents' groups to blame it (and other FPS games like it) for the shootings at Columbine High School. Critics of FPS games claim that the immersion factor is just too high, and that the U.S. armed forces uses them for training their soldiers.
The most common argument against video games is that they promote violence. A counter-argument commonly expressed in the video game community is that playing these games does not motivate players to actually commit acts of violence in reality; playing a first person shooter does not cause most people to commit murder. A US Secret Service study found that only 12 percent of those involved in school shootings were attracted to violent video games, while 24 percent read violent books and 27 percent were attracted to violent films.  An Australian study found that only children already predisposed to violence were affected by violent games. 
Within the video game industry itself, there is not much self-criticism about excessive sexuality or violence, as it is generally agreed that video games are for a wide range of ages, as with films and books, and are not always toys for children. The industry also argues that video game publishers have as much right to explore adult-oriented, mature themes as do movie studios or book publishers. Some developers and publishers find some of this type of content distasteful and do not produce it, but in general there is not much agitation to set limits on adult content for the industry as a whole. 
Currently, some educators have begun to address "the controversy over the effects of violent gameplay on gamers" and have also discussed ways in which teachers might incorporate video games into their classrooms, as is the subject of the book Playing to Learn: Video Games in the Classroom written by a Ph.D. at Brock University. 
[bookmark: Sexual_themes][bookmark: Social_development]
MMORPG (Massively Multiplayer Online Role-playing Game)
MMORPG is the youngest genre, first appeared in 80’s. Then it was text role-playing game, where players had to imagine the game world by themselves. Then developed technologies made it possible to create high-realistic online RPG with thousands of players. The first MMORPG created in such a way was Ultima Online by Richard Garriot. It created a sensation among players. It provided realistic (note that we talk about 90) graphics, advanced Massive online gameplay including strong interaction between players. In one word – it was an absolute success. It was the newest experience that had blown up gaming community. 
[bookmark: Economics]But first of all let’s talk about the features of MMORPG genre.
[image: C:\Users\user\Pictures\250px-WoW_Box_Art1.jpg]MMORPG game is a game that provides large community to interact among game world. 
 (
Highly developed character of EverQuest
)[image: A highly progressed character from EverQuest 2, with mount.]The game world also called setting, usually fantasy or futuristic. The game has its own storyline; however, players are able not to follow it if they want. The main feature is, of course, interaction between players. They form guilds, unions, orders and so on. The main aim of these organizations is to help its members in solving Game quests. Players earn money or bonuses for doing quests. They develop their game characters; get respect, new skills and abilities. 
Every MMORPG has its own currency. As we said, doing quests, players get money. They can be spent on armor, weapons and other game items. The researches done have shown that economics of World of WarCraft is 77th richest in world between Russia and Bulgaria. The problem is that there are such people known as game traders make exchange operations within the game community. They change real money to game gold coins. And players are ready to spend their 10 dollars to get 500 gold. Another way to spend your real money is to buy a 70-level character. This cost 500 dollars. Do you want more? No, thanks. But there is another, the most difficult problem. Actually, the game is so magnificent in player’s opinion, that most players spend all their free (and sometime work) time playing. For many players MMORPG is the second life, and this life is better than the real one. They join fantastic adventures, fight in epic battles. Of course it is more exciting than real life that makes you think and work. That is the main problem. They are ready to spend all their time, money and power playing their favorite MMORPG. 
Age Ratings
But there are few ways to warn a parent about game content. These are services for game ratings. The examples of these are ESRB, which operates in America and PEGI, which is recognized by Europe. We will pay them special attention.

PEGI 
Pan European Game Information (PEGI) is a European video game content rating system. It was developed by the Interactive Software Federation of Europe (ISFE) and came into use in April 2003. The PEGI system is used in 30 countries. It is not associated with the European Union.
Participation is voluntary, at the discretion of the game developer. To obtain the ratings for any piece of software, the developer completes a questionnaire, which is then evaluated by the Netherlands Institute for the Classification of Audiovisual Media (NICAM) and ratings are given. It's based on the Dutch Kijkwijzer system as well.
[bookmark: Age_ratings] Age ratings
PEGI has five age categories. In Portugal, local legislation conflicts with some of the ratings and they are changed accordingly. Finland changed its legislation to fully adopt PEGI beginning 1 January 2007.
	Age categories 
	3+
	7+
	12+
	16+
	18+

	On CD-box 
	[image: http://upload.wikimedia.org/wikipedia/commons/thumb/6/67/PEGI3.svg/60px-PEGI3.svg.png]
	[image: http://upload.wikimedia.org/wikipedia/commons/thumb/6/6d/PEGI7.svg/60px-PEGI7.svg.png]
	[image: http://upload.wikimedia.org/wikipedia/commons/thumb/f/f4/PEGI12.svg/60px-PEGI12.svg.png]
	[image: http://upload.wikimedia.org/wikipedia/commons/thumb/1/18/PEGI16.svg/60px-PEGI16.svg.png]
	[image: http://upload.wikimedia.org/wikipedia/commons/thumb/3/31/PEGI18.svg/60px-PEGI18.svg.png]


[image: C:\Users\user\Pictures\img012.jpg]
PEGI is a voluntary system. In the United Kingdom, if publishers of a game choose not to use the PEGI system it will be given a rating by the BBFC or in certain cases given no rating at all. However, it is not illegal for persons under the age to play the game, as it is a system of helping parents of children to make informed decisions on buying the game. It is entirely the parent's choice whether to purchase a game for a minor.
[bookmark: Content_descriptions]


Content descriptions
The seven content descriptors are:
	Icon
	Content descriptor
	Examples

	[image: Image:PEGIbadlanguage.svg]
	Bad language
	Grand Theft Auto, Fallout 2, The Warriors, Killer 7

	[image: Image:PEGIdiscrimination.svg]
	Discrimination
	Original War

	[image: Image:PEGIdrugs.svg]
	Drugs
	Grand Theft Auto, Fallout 2, Deus Ex: Invisible War, The Warriors, NARC

	[image: Image:PEGIfear.svg]
	Fear
	NiGHTS: Journey of Dreams, Silent Debuggers, the Silent Hill/Resident Evil games

	[image: Image:PEGIviolence.svg]
	Violence
	Grand Theft Auto, Fallout 2, Doom 3, Resistance: Fall of Man, Max Payne 2, Mortal Kombat, God of War , The Club , Counter-Strike: Source, Devil May Cry 4

	[image: http://upload.wikimedia.org/wikipedia/commons/thumb/f/fc/PEGIgambling.svg/60px-PEGIgambling.svg.png]
	Gambling
	42 All-Time Classics, Fallout 2, God Hand, Street Hoops, Grand Theft Auto: San Andreas


[bookmark: Where_PEGI_is_used]


The Other Side of Gaming
 In previous chapter we’ve shown you the harm games do. But there is another side. 
All that researches actually don’t prove the harm to psychology. Only 20-30 percent of gamers have shown changes in behavior. Other studies, however, reach the conclusion that violence in video games is not causally linked with aggressive tendencies. This was the conclusion of a 1999 study by the U.S. government, prompting Surgeon General David Satcher to say, "We clearly associate media violence to aggressive behavior. But the impact was very small compared to other things. Some may not be happy with that, but that’s where the science is." A meta-analysis by psychologist Jonathan Freedman, who reviewed over 200 published studies and found that the "vast and overwhelming majority" did not find a causal link, also reached this conclusion. 
It has been shown that action video game players have better visuomotor skills, such as their resistance to distraction, their sensitivity to information in peripheral vision, and their ability to count briefly presented objects than nonplayers. They found that such enhanced abilities could be acquired by training with an action game, involving challenges to switch attention to different locations, but not with a game requiring concentration on single objects.
As a form of multimedia entertainment, modern video games contain a unique synthesis of 3D art, CG effects, architecture, artificial intelligence, sound effects, dramatic performances, music, storytelling, and, most importantly, interactivity. This interactivity enables the player to explore environments that range from simulated reality to stylized, artistic expressions (something no other form of entertainment can allow) where the actions of the player operating as a single, irreducible variable. In this respect, every game scenario will play out a slightly different way every time. Even if the game is highly scripted, this can still feel like a large amount of freedom to the person who is playing the game.
A related property is that of emergent behavior. While many games including card games and sports rely on emergent principles, video games commonly present simulated story worlds where emergent behavior occurs within the context of the game. This is something that some gamers find appealing as it introduces a certain level of randomness to a game. The term "emergent narrative" has been used to describe how, in a simulated environment, storyline can be created simply by "what happens to the player." Emergent behavior is not limited to sophisticated games, however- generally any place where event driven instructions occur for AI in a game, emergent behavior will inevitably exist. For instance, take a racing game in which cars are programmed to avoid crashing, and they encounter an obstacle in the track: the cars might then maneuver to avoid the obstacle causing the cars behind them to slow and/or maneuver to accommodate the cars in front of them and the obstacle. The programmer never wrote code to specifically create a traffic jam; yet one now exists in the game.
In Steven Johnson's book, Everything Bad Is Good for You, he argues that video games in fact demand far more from a player than traditional games like Monopoly. To experience the game, the player must first determine the objectives, as well as how to complete them. They must then learn the game controls and how the human-machine interface works, including menus and HUDs. Beyond such skills, which after some time become quite fundamental and are taken for granted by many gamers, video games are based upon the player navigating (and eventually mastering) a highly complex system with many variables. This requires a strong analytical ability, as well as flexibility and adaptability. He argues that the process of learning the boundaries, goals, and controls of a given game is often a highly demanding one that calls on many different areas of cognitive function. Indeed, most games require a great deal of patience and focus from the player, and, contrary to the popular perception that games provide instant gratification, games actually delay gratification far longer than other forms of entertainment such as film or even many books. Some research suggests video games may even increase players' attention capacities. 
Learning principles found in video games have been identified as possible techniques with which to reform the U.S. education system. It has been noticed that gamers adopt an attitude while playing that is of such high concentration, they don't realize they're learning- and that if the same attitude could be adopted at school, education would enjoy significant benefits. 
Online multiplayer games provide players with the opportunity to compete in real time with other players from across the globe over the internet. MMORPGs build on this concept with the establishment of vast, online communities existing in persistent virtual worlds. Millions of players around the globe are attracted to video gaming simply because it offers such unprecedented ability to interact with large numbers of people engaged simultaneously in a structured environment where they are all involved in the same activity.
Even simple games offer potential benefits to the player. Games like Tetris and Pac-Man or Galaga are well-designed games that are easy to pick up but difficult to master, much like chess or poker. Despite their simplicity, simple games may also feature online capabilities or powerful AI. Depending on the game, players can develop and test their techniques against an advanced computer player or online against other human players.
The U.S. army has deployed machines such as the PackBot which makes use of a game-style hand controller intended to make it more familiar to use by young people. 

According to research discussed at the 2008 Convention of the American Psychological Association, certain types of video games can improve the gamers’ dexterity as well as their ability to problem-solve. A study of 33 laparoscopic surgeons found that those who played video games were 27 percent faster at advanced surgical procedures and made 37 percent fewer errors compared to those who did not play video games. A second study of 303 laparoscopic surgeons (82 percent men; 18 percent women) also showed that surgeons who played video games requiring spatial skills and hand dexterity and then performed a drill testing these skills were significantly faster at their first attempt and across all 10 trials than the surgeons who did not play the video games first.
The Conclusion
Since computer had been invented it has come to our lives forever bringing the new form of entertainment for all the mankind. The reaction on video games may be different. Many people claim that video games devastate children’s psychology, kill their free time, and don’t bring anything useful. But on the other hand researches show not the harm, but the good games due to children. They develop not only children’s intelligence abilities, but even physical skills.  And it must be clear that games, like any other form of entertainment, like films or books, should be controlled in content.  If the right game used in right situation it may bring much fun and do good not only to children but to the whole family. 
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