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This essay will explore what the Game World is and what it can contain. This essay will also look into new gaming trends, such as Virtual Reality and Augmented Reality, these technologies allow us to see how fast games are developing and how important it is for games industry and for its future.

Game World
“Games entertain through gameplay, but many also entertain by taking the player away to an imaginary place—a game world” (Adams, 2018)
Successively created and credible world is often a driving force and one of the most important elements of a good game. Sometimes the creators amaze us with the interesting history of the presented world, other times we can not take our eyes off the fauna and flora or we get the impression that we are part of a living society.
Game World is a fictional reality created for the needs of the game, in which events with the participation of the player-driven hero take place. The game world consists of both the places visited during the game and the characters who inhabit them along with the relations between them. The game worlds found in modern video games can be divided due to the construction. The relatively easiest to create, and also the best suited for games with a linear story design, are closed worlds - consisting of a series of corridor locations that the player's character passes in the order set by the creators. Opposite them are open worlds, providing the player with almost unlimited freedom of exploration (without loading screens) and many activities to do; they are usually used with a sandbox game model. The compromise between these two paths are semi-open worlds - in the games that offer them, the characters go to various locations that can explore freely, while completing subsequent role-playing tasks opens access to new places. The richness of the game world is generally assessed through the prism of the variety of elements from which it was built (eg locations, independent heroes, opponents, plot background). It is particularly important in sandbox games, where players are supposed to have a lot of freedom to act. So developers often decide to build large lands with a large number of independent characters, places to visit and related events.

Virtual Reality

The image created using the information technology of artificial reality - objects, characters, spaces and events existing only in computer memory. The forerunner of virtual reality is the American artist and computer scientist Myron W. Krueger, but the concept itself was proposed by futurologist Jaron Lanier. Virtual reality is not a new concept. For the first time it appeared in the mid-nineties - at that time devices appeared on the market that were to transfer players to the digital world. Thanks to them, you could observe events from a first-person perspective - the user could control the camera's movements by moving his head. In other words - he was supposed to be under the illusion of being in this other world. At least in theory, because the practice turned out to be brutal - technological constraints stood in the way of achieving the desired effect, just like the equipment itself, which was inconvenient. And all of this was accompanied by nausea and dizziness. Virtual reality has been forgotten until 2012.

“You'll probably never go to Mars, swim with dolphins, run an Olympic 100 meters, or sing onstage with the Rolling Stones. But if virtual reality ever lives up to its promise, you might be able to do all these things—and many more—without even leaving your home.” (Woodford, 2018)

In video games, virtual reality is a reality of the world of the game, and thus an image of a world that does not exist in real terms with all the visual, auditory or tactile sensations that flow from it. Some of the games are usable applications that in time came to the world of multimedia entertainment. Such are primarily all kinds of flight simulators, both military and civilian units. But simulators are not limited to aviation. Practically created simulators of all vehicles, machines and even entire systems - such as airports, stations, amusement parks. The other form is products using the FPP perspective. They are mainly so-called shooters. The next form are MMORPGs that implement visions of entire worlds, which are followed by characters (avatars) of even several thousand players, realizing their goals determined by the story.
The form of relaxation in a virtual reality environment does not necessarily have to be games. For this purpose, specially created environments can be used, designed to relax in the surroundings of a virtual oasis, where you can calm the mind with the help of images, music or even scents soothing the mind.More and more often, their models in the world of virtual reality are prepared by institutions and organizations that in this way are interested in their counterparts in the real world and thus increase the attractiveness of the offer and make visits once in the virtual world, two in nature. Thus, virtual models of the most interesting parts of cities (cultural and commercial centers) or famous buildings (eg the Forbidden City in Beijing) are created. Some work in the form of separate applications, others become part of global projects (Google Earth, Second Life) constantly developed and improved.
In practice, virtual reality is conceived as a system consisting of specialized software and hardware. Due to the multitude of systems, it was assumed to define them as virtual reality. The role of the software usually focuses on two layers. In one, with the support of hardware accelerators, it is used to transform the environment into image and sound. Due to the three-dimensional nature of the environment, it is associated with a huge amount of mathematical calculations. Sometimes we deal with real-time calculations. In some cases, calculations are made before the actual projection. Then we usually deal with the final effect of much better quality and with incomparably greater precision. Often too, additional equipment supports the feeling of so-called immersion or cavity in a computer-generated environment.
Stimulation with 3D visual impulses, especially over a longer period of time, can cause various reactions of the body (eg epilepsy) especially when visual sensations differ from gravitational ones. An important aspect is also the diseases of the joints and the spine. This is one of the disadvantages which, due to the long use of different simulators, usually causes negative effects in games.

Augmented Reality

“AR is rapidly growing in popularity because it brings elements of the virtual world, into our real world, thus enhancing the things we see, hear, and feel. When compared to other reality technologies, augmented reality lies in the middle of the mixed reality spectrum; between the real world and the virtual world.” (Reality Technologies, The Ultimate Guide to Augmented Reality (VR), 2018)
AR is a technology that "mixes" the digital reality with the world in which we physically reside. Images from our physical world recorded by the camera are synchronized with computer graphics and 3D animations. This is done so that people have a sense of unity in these two areas. Unlike virtual reality, which immersing people into a three-dimensional simulation, detaching people from their physical world, the augmented reality seamlessly combines two parallel orders.To move in the world of augmented reality, all you need is a smartphone with the right application or special glasses.
Augmented reality does not have to be limited only to the image. In theory, the real world can be enriched by computers also by sound and even by smell. There are many areas where such an extended reality taking on many forms can be applied. You can change here medicine, where the digital image can be helpful for the doctor during the procedure. Thanks to the appropriate technology, pilots of aircraft could use the data on the cockpit window to see the terrain even in the fog.Among this, education can be mentioned, where Augmented Reality materials could encourage children to be active while studying, and for older people to become a source of additional materials that go beyond classic text and graphics. The augmented reality can also be used by tourists moving around a foreign city looking for directions on the destination or people visiting museums, whose augmented reality can serve additional multimedia materials for each of the exhibits.
The extended reality consists of both software and hardware. In the latter case, all sorts of smartphones and tablets can be considered as the basic device allowing access to Augmented Reality. Mobile gadgets have touch screens, high resolution cameras and all kinds of sensors, including GPS receivers, accelerometers, compasses. By combining all these data, special software can take care of the generation of content.
The history of augmented reality is much longer than modern mobile devices, and the subject is not limited to devices with their own screen and camera in the palm of your hand. It can also be a visor on the head and translucent glasses, or even projectors generating images on any surface. The whole field is constantly evolving, although so far the majority of the most interesting ideas are just concepts and prototypes.
One of the most popular AR games is Pokemon Go. This is game where users scour the world around them through the prism of cameras built into smartphones to find the heroes of the series and capture them using virtual pokeballs. Importantly, instead of staring at the screen or wearing virtual reality goggles, Pokémon Go players have to leave their homes and roam the real world - the greater the distance they go, the more they will be able to discover.Pokémon Go is not an unusual game. Mechanics are simple (in the end we mainly catch Pokémon), and fights can be very repetitive. Nevertheless, the title gives us the chance to experience an extremely immersive experience that stimulates the imagination of both young and adult players.
Pokémon Go also reminds how a strong rival of virtual reality (VR) is augmented reality (AR). Today, people are increasingly focused on computers capable of handling VR sets and we are constantly talking about products such as Oculus Rift, HTC Vive or PlayStation VR - in this noise it is easy to overlook the huge potential of augmented reality.
Pokémon Go is a kind of equivalent to Wii Sports for augmented reality - widely available, easy-to-learn experience, attractive for both people who play and do not play games on a daily basis. It is a product that places this extraordinary technology high in the consciousness of the whole society.
Although the idea of ​​the AR for several years trying to go beyond the laboratories of technological giants, there is no shortage of problems with turning theory into practice. Technology is still not perfect yet. Eyes of the user of the glasses may get tired too quickly. There are legal uncertainties regarding the protection of privacy (the effect of using the camera).

The way these three themes are connected is leading to a question how games will change our world in the future and what effect it will have on the society. It would be interesting to explore different theories and convictions of different cultures all around the world. It would be ideal to look at cases studies of how game and new technology are connected together. A major theme to investigate will be new technologies and how they are used for games and what effect they will have in the future on the society.

Dissertations Questions
The main research questions that would be explored will be - How games will change our world in the future? What effect the games and new technologies will have on the society in the future? What are the theories of different cultures around the world about gaming in the future? How technology can change our world? And also, if our world can become a game?
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