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Introduction
Video games can be perceived in a number of different ways. The way in which they are perceived can be dependent on what games that person is exposed to or what they have heard from other people. The media has a big impact on the video games industry as a lot of people take what they say literally and they form their own opinion on the games that the media talk about, or video games in general.  A lot of the games in which the media talk about are violent and derogative. The media can sometimes blame tragic events that have happened in real life on video games. This can have a serious impact on what games can feature. The media seem to always focus on the bad that games do and not the good, this is important because not all games are designed the same way or feature the same mechanics such as violence. A lot of video games are used as a form of teaching such as simulation games. These can help trainees learn new skills or even help kids learn basic skills in school. I aim to conduct research on my keywords in relation to the video games industry and games in general to form a question to research next year for my dissertation.

Realism
Realism is a term that isn’t particularly liked or used in video games. Realism hints to the fact that a game would have to follow the same rules that we live our everyday lives in the real world. In games those rules wouldn’t make sense or would result in a dull boring experience. As said in Scott Rogers Level Up “shouldn’t be bound to realism: this is a game after all” (Rogers, 2014). In the book Level UP! Scott Rogers explains that realism isn’t important in games. You don’t need to see or do everything that can be seen or done in real life. In a driving game/ racing game you don’t have to fuel up the car of change the tyres every hundred miles. This would slow down the game and make it less enjoyable. 
Some games such as simulation games can take realism to the extremes. Unlike other games, simulation games allow the player to do most things that you can do in real life. A great example of this is The Sims. In the Sims your goal is to live your life as the character, you can cook food, get a job and even exercise (The Sims 4, 2014). All of these things wouldn’t normally be found in a video game but simulation games are another genre of games that allow this experience. [image: ](The Sims 4, 2014)
In video games realism is overlooked or purposely left out in favor of the games enjoyability. In most games you as the player do not want to be participating in activities that you can do in your day to day life. Video games are used as a way of escapism from the real world, People don’t want to be eating food to stay alive or being stuck in traffic on the way to work, they want to fly through space or drive forever without having to worry about fuel. This form of non-realism is what makes a lot of games enjoyable and fun. The last thing a player wants to be doing in a fast-paced racing game is to pull over on the side of the road to change tyres because they have worn down over the past 100 miles. 
Realism isn’t just seen inside of video games; it can also be seen inside of movies or books. In a lot of films, you don’t see the main protagonist stopping to eat or go to the bathroom, unless it's for comedic or story effect. This is because these forms of realism are boring for the audience. The audience don’t want or need to see these in the film. The reason they’re watching the movie or reading a book is to escape from their lives and experience something that doesn’t obey the rules of realism as the real world does. 
Some games also come across as being both realistic on some aspect but also very un-realistic in others. although many players considered “Grand Theft Auto: Vice City as a highly realistic game regarding its audio-visual characteristics, when asked about the credibility of its protagonists, the same respondents referred to the game as highly non-realistic"(Ribbons et al., 2016). This is an ongoing struggle for games designers, to make a game feel realistic enough to be interesting but also not to feature the boring parts of reality. Players like to see some realism in games because it allows them to connect with the characters, they might do similar things or have similar interests. It is a lot easier for a player to connect with a character who is a human and has similar problems to themselves, then to an alien race that has no connection to humans in any way.
In video game development the designers will not design every part of a building that the player will be playing in. The developer will only model that parts of the building that the player will see. There may be no bathrooms or kitchens, just hallways and important rooms to the story. To the player they may think subconsciously that the bathroom is there but in actual fact it isn't. The game doesn’t allow the player to travel through a closed door or into a room that doesn’t actually exist. 

Perception
The word perception comes from the Latin word “percieō” which means to excite or to set in motion and the word “percipiō” which means to take possession of (The pocket Oxford Latin dictionary, 2005). This can mean that the word perception is to understand something and to take possession of that knowledge, make it unique to yourself. This is why perception can be such a personal thing. What people perceive is the way that they see it. This can be seen across all art, from modern art to fine art. The artist had their vision on their piece of art and then the viewer who is admiring it can have a totally different perception to the piece because they didn’t know what the artist was either feeling or thinking about when making the piece. 
The same can be said for video games. Although art and video games don’t cross over that often they have the same principles. The creator/ developer put their vision into motion and created a form of art in a video game. People can view it and experience it the same way people experience modern art but just in a different setting, instead of walking through a gallery or an exhibition to experience a piece of art, a person could either sit at a desk to experience a game for what it is, or a more modern way people can experience games is through VR, virtual reality. This can allow the person to experience the game as if they are actually inside of it. This change of environment can alter the persons perception of the game and therefor can have an impact on how they feel about the piece. 
We as people are able to perceive things based on learning. “A simpler case in which learning is clearly important involves ambiguous figures such as the familiar duck-rabbit figure...which would clearly not present itself to us as either a duck or a rabbit unless we were familiar with and could recognize features of both ducks and rabbits.” (Akins, 1996). [image: ]
To be able to perceive something in a certain way the person must first understand what the piece is and how to interact with it. If the person does not understand the piece or game, they cannot perceive the game in the way the developer intended it to be. For example, if a person doesn’t understand how a virtual reality game works or how an environment in that space is supposed to be interacted with then that person can then perceive the game or artwork in a bad light. This can then lead to a bad or negative reaction on the viewers part.
This is why perception in games is such a big thing. A lot of reviewers will play the first part of a game and then review it for others to see. By doing this, the auther of the review will not of experienced the game in its entirety and therefore not experiencing the game in the way the developers wanted the player to experience it. The review made could possibly be a negative one, giving the game bad light. When other players read this review, it can then alter their perception on the game. Now that they have better knowledge given to them from this review the player now can see another side to the game that the developers perhaps didn’t intend for. This can be seen in the game (Call of Duty: Modern Warfare 2, 2009). In this game there is a mission called “No Russian”. In this mission the player has to walk through an airport killing civilians. In the previous missions the player is taught that they were undercover and going against a terrorist organization. Going into that mission without playing the rest of the game would and did give a bad reputation to the game and the developers who made it. When the media got a hold on this information, they used it against the video games industry and the developers behind the game to turn people away from games, and in theory alter people's perceptions on how they view video games. 

Simulation
Simulation in games can be seen in a number of different ways. There are many different ‘simulation’ games on the market today. Some of them are gameplay based such as games like “Farming simulator” (Farming simulation, 2019) or “Flight simulator” (Flight simulator X, 2006). These games are designed to give the player a real-life experience, such as farming or flying a plane. These games can get really in depth and allow the player to do many things that other games perhaps would not. The players can fuel their vehicles and participate in activities usually not found in other games. This is because it is another genre of game. Most games don’t allow the player to do certain things because it goes against what the developer intended for the game. For example, the video game “Outlasts” (Outlast, 2013) Is a horror game that traps its player inside of a mental asylum. The game doesn’t allow the player to escape without solving the challenges inside, such as finding the key or fixing a door. The game will not allow the player to walk out of the door to end the game. This is because it would go against what the developers intended for the game and how they wanted the player to experience it. In simulation games the rules of gameplay can be different, the developers set up the game so the player can do much more than they would be able to in other games. The player has free will to do whatever they want to, within moderation to the games limited rules. 
Other simulation games such as “The Sims” (The Sims 4, 2014). Allow the player to live a virtual life, they can take control of a character and control what they do in their life. What they eat, what they do as a job and who they are friends with. The player can also customize this character to represent their selves or live life in the game as someone completely different. This game can be seen as a sort of ant farm game. Like an ant farm the player is peering into their life and observing what activities they participate in. The game does set challenges inside of the game for the player to aim to complete but the main gameplay mechanic is to play with the character and live out your imaginary life inside of the game. 
Simulation styled games can also be used to help companies train their employees certain skills without endangering them or anyone else. For example, a company can buy a flight simulator and use it to train future pilots without having to risk the lives of the trainee or the flight instructor. This simulation game can be used as an alternative to basic training to teach future pilots how to fly before entering a plane. The flight simulator will use all of the same controls as a standard aero plane and also feature a full moving cockpit for the pilots to use. This gives them a full immersible experience. 
[image: ]
(Experiences, Simulator and Minutes, 2019)
In contrast to what I have discussed about realism in games, for simulation games the gameplay is all about realism. The more realistic the game can be, then the more of a simulation the game becomes. An article about game simulations stated that “Games are active media requiring constant physical input by the gamer: action, doing, pressing buttons, controlling... Because of this, a game must be realistic in doing and in action” (Kriz et al., n.d.). This is accurate because there needs to be a relation between the actions of the player and the game character in complex simulations, especially in those teaching. The simulation needs to respond to the players actions in a realistic way to make the simulation accurate to the real work. Without this there would be a disconnect between the player and the game.

Conclusion
From evaluating the articles and books that I have read in relation to games in reference to these key words I have discovered that, realism in games is not very important for most games, it takes back from the gameplay and can make a game more boring for the player, this can be the complete opposite for simulation games though as they rely heavily on realism and references to real world activities and rules. I have also discovered that perception can be highly important for video games in their gameplay experience and also in the media's exposure of the game to the audience. The medias perception of games can be seriously damaging to the video games industry, this can be because people can have their perceptions changed after having different information being exposed to them. This can then possibly cause a biased opinion on certain games. For my dissertation I plan to answer the question, Is the medias perception of video games biased and how can this effect the industry for the future?
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