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Video games have been debated for decades regarding their influence on society. However,
the majority of games have had significant positive effects, such as improving cognitive
abilities, promoting exercise, and increasing social and environmental awareness. This
report offers case studies of Beat Saber, Minecraft, and Wii Fit and how they have helped to
promote individual and societal well-being.

Beat Saber

Beat Saber (Beat Games, 2018) is a virtual reality (VR) rhythm game that involves physical
movement and coordination. Players use VR motion controllers to swipe through blocks in
time with music, which requires fast reaction and body movement.

Physical Benefits: The game is as much a cardiovascular workout as doing exercise.
Research shows that exercising in VR can improve heart health and endurance [1].

Cognitive Skills: Beat Saber enhances reaction time, hand-eye coordination, and spatial
awareness.

Accessibility: VR technology enables users with mobility impairments to engage in
interactive physical activity.




Minecraft

Minecraft (Mojang, 2011) is a sandbox video game that is open-world and stimulates
creativity, problem-solving, and collaboration.

Educational Applications: Used in classrooms around the world, Minecraft: Education Edition
teaches students math, coding, and environmental science [2].

Cognitive Development: The game stimulates critical thinking, spatial reasoning, and
resource management.

Social Benefits: Multiplayer mode enhances teamwork, communication, and computer
literacy.




Wii Fit

Wii Fit (Nintendo, 2007) is an exergaming console designed to promote fithess and health
through interactive exercising.

Physical Fithness: Encourages users to engage in yoga, weight training, and balance
exercises and makes exercising more convenient and enjoyable [3].

Rehabilitation Uses: Commonly used in physical therapy among injured patients recovering
or gaining mobility.

Social Interaction: Encourages family participation in fithness exercises, as well as
encouragement and responsibility.

These studies show that video games have a positive impact on physical health, learning,
and social interaction. Beat Saber provides a fun way to be active, Minecraft encourages
creativity and learning, and Wii Fit encourages a halistic method of fitness. As technology
continues to advance in the gaming sector, its potential for benefit to society will grow.
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GRADEMARK REPORT

FINAL GRADE GENERAL COMMENTS

Marks Breakdown

1. Engagement With Literature Skills (56%)

References are featured in the work, showing
application of

/ 1 O O research. A bibliography is provided which adheres
to IEEE formatting.

2. Knowledge & Understanding Skills (46%)

A concise introduction is provided as part of the
write-up, giving an overview

of what will be covered in the main body of the
report. This is good to see.

The case studies themselves are too brief - the
assessment

asks for 600 words per study, which should allow
you space to elaborate. More

content and discussion would enhance the work
submitted.

3. Cognitive & Intellectual Skills (42%)

Some analysis is present in the work, though the
short nature of the

submitted piece does not give much room to
elaborate. The work would definitely

benefit from further elaboration.



4. Practical Application Skills

(not assessed in this assignment)

5. Transferrable Skills for Life and Professional
Practice

(not assessed in this assignment)

Overall Mark: 47.8%
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