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ABSTRACT
	This dissertation comprises an academic report concerning the awareness of the cultural value within video gaming products as well as their worth as a self-expression tool that reflect social aspects of the concerned society in which they are built while still maintaining their commitment to engage the public into a leisure activity.
This text will convey the possible interpretations of the same features in order to support a better comprehension of what a video gaming product can become and communicate towards its audience.
	In the first part of this document all the necessary information about what makes the definition of a videogame, as entertainment and a cultural icon, will be explained. Following the aspects that convey the definition, this essay will try to explain exactly how they can be found in the video gaming experience in order to back up the idea.
	Consequently, the first chapter of the main body will treat the meaning behind video games and their importance as a cultural icon within the actual society. This means that different classifications of what a video game can be considered will be presented as well.
	Second chapter will contain the main three features that were considered worth mention for backing up the main idea or hypothesis of this academic document. These features will be the technology enhancement and its contribution towards the evolvement of video games into what they have become and can express nowadays, how the addition of storytelling affected other ways of communicating values in video games and how the concept of fun within these products can be understood as a design tool based on various values and ideas.
	Finally, the third chapter of this essay will cover the features that limit a video game to be a product even though they still permit the product to self-express different ethics and contain cultural value. These features are be the commitment to be fun and the boundary that exist between a video game as a product and as an art piece, how art is understood within video games and how video games are made of art and design equally.
	
	This document will be enclosed with a definition of how all these aspects support the main hypothesis as well as a section considering further work that could help produce a better dissertation that could cover better all the necessaries features for a better awareness of the matter. 
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INTRODUCTION (HYPOTHESIS)
	This document serves the purpose of an academic dissertation for the module M6X01791 of the academic course BA Creative Computer Games Design at UWTSD (University of Wales Trinity Saint David), produced by the concerned student Alexandra Lucía Pinto Cabrera. 
The focus of this dissertation is the interpretation of video games as a valuable object for social and cultural research. This means that the research hypothesis that is going to be examined and developed would be the social reflection aspects and their cultural value in video games, and how they enrich video games in a cultural level. The argument will also cover the self–expressing value of video games development design and features and the real nature of video games as a product. This dissertation will seek to provide a simple analysis of some of the possible features within video games that can mainly be offered as tools for expressing cultural values and reflect social conflicts or ideas, in order to support the idea of video games having a complex nature within a market product and a cultural product.



Research Hypothesis
The social reflection aspects and their cultural value in videogames, and how they enrich videogames in a cultural level.
Discipline
Videogames theory / Contextual studies based on videogames  


LITERARY REVIEW	
VIDEOGAMES: DEFINING THE OBJECT OF STUDY
WHAT ARE VIDEOGAMES?
The abundant selection of games, as well as the differences within their own intricacy have always created a debate for theorists and scholars when trying to bind the term to a wide variation of interactive experiences that sometimes don’t have much in common.
Cambridge dictionary defines them as “a game in which the player controls moving pictures on a screen by pressing buttons”. A much reduced approach for the term when we take into consideration the existence of other products that actually contain graphics or buttons and are not considered videogames, like a Tamagotchi.
“Prima facie, it is difficult to spot the immediate similarities between a game with no graphics, no sound and text-only input player (…) or a beatmania game in which the player is required to physically input dance steps on a pressure sensitive mat and a world puzzle game played on a mobile phone screen…” (Newman James 2004, p. 9) 
This means that these moving images, the graphic aspect of the term “videogame” is not the base of the practice. Or better said, it’s not the presence of these images that create the experience, but the computing aspect of creating an engaging experience with them through a computer.
Graphics, sounds, interfaces, gameplay – experience – and story; all of them are several of the relevant aspects that nowadays are present in videogames and allure the public to go and try new experiences. But in the same way, a game is not only one of these aspects, but an experience designed by using different choices from these characteristics. It would be the mix of all these aspects into one experience the key to engage the gamers into buying these goods. The possibilities offered within the game, in any of these terms, could be that one aspect that a certain part of the audience is looking for.
Due to this reason, videogames industry counts nowadays with a huge variety of products that offer totally different experiences to their buyers, innovating again and again in order to offer fresh ideas. In this way, videogames definition keeps trying to bind an ever-growing market into a short term.
 	If it’s true that all of them show different content in various approaches, all of them share in common the fact that is an entertainment activity that engage the public into a computer-generated interaction through technological media, communicating back and forth information in many different way, being an “embodied experience”. 

WHAT IS ENTERTAINMENT ITSELF?
Cambridge dictionaries comprehend the term entertainment as “the act of provide amusement, distraction from one’s regular thoughts” or as “affording pleasure or amusement from an action”. 
 Comprehended as that, we could say that leisure activities have always been part of any culture and part of the same human actual experience while living; instinctively humans will try to go for whatever gives them pleasure, even if the concept of this pleasure varies from individual to individual. 
In cases as gamers, this audience counts with different likes and meaning of pleasure as well. This can be seen in the variety of genres, – a classification tool that have provided names to different types of experiences found typically in gaming industry-, found nowadays in games. These go for something more adrenaline base as shooters of horror games, to pacific and creative experiences as life simulators. 
Following this definition we can say that videogames are indeed a form of entertainment for their buyers, comprehended as a leisure activity in its basic core that can actually bring a huge variety of experiences, covering as well their audience’s tastes.

THE CULTURE ICON OF VIDEOGAMES; THE MYTH
“For many commentators, it appears that videogames are imbued with a quite insidious potency. (..) I this willingness to view games as addictive and drug-like, we must note an equal and somewhat patronizing unwillingness to acknowledge any sophistication in players’ use of media…” (Newman James 2004, p. 4) 
It is commonplace, to find videogames in popular culture normally affected by a negative way of thinking as the act playing them is understood as mere leisure activity that don’t bring any new knowledge to the participant. In popular culture and certain academic backgrounds videogames are still considered to be a tool for isolation and a way of disconnecting from the world surrounding the player, affecting primary the user capability of socialize and wasting their leisure time in other respectable activities. Such is the concern that public figures like Prince Charles in UK joins this debate as it can be seen in the BBC News Online, in their interview “Prince battles video games”.
Moreover, in popular media is still easy to find the figure of a “nerd” gamer; a player who has become isolated from its world, converting it into a marginalized figure in society hierarchies that get attached so much to these activities, - or even drug-like addicted-, that may end up becoming the “other” of a social crowd. Sometimes, this figure becoming an important element in which the actual real gamers find themselves being reflected after being rejected from that part of their surroundings that consider them exactly like that.

"I think there's a big confusion about what video games are (…) and usually when we talk about video games and do research on the internet, this is what usually comes up. Video games are violent, they're addictive, but most of the time they're not branded as being cultural, or being a form of cultural expression."(Sheffield Brandon 2013)

Even though several studies have been proposed and carried in order to prove these aspects, or as well in order to prove the capability of games for manipulate their audiences’ behaviour –conflict or violent use in games-, none of them have proved to support these ideas entirely. 
In fact, other studies have started appearing in order to block this popular believe, this myth of the loner gamer, in order to normalize the gaming industry and show the possibilities that these products can provide to the buyer. An example is the research conducted by Funk (1992), Emes (1997) and Kestenbaum and Weinsteins (1985), in which they conclude that the idea of that connection between the action of playing and social withdrawal cannot be supported by current findings, since any study investigating the consequences of interacting with violent content and psychopathological effects do not present a consensus.
 Social interaction has been proved to be one of the main selling points for part of the gaming audience, even after the massively market of single player has been established. This example can be seen in games like MMOs (Massively-Multiplayer Online Role-Playing Game) in which the hard-core gaming is established in co-operative work between various gamers at real time –an example being FFXIV Online (Final Fantasy XIV Online), in which hard-core dungeons are based on parties up to 8 to 16 members- , or the use of multi-player games for family or friendship meetings increasing the past few years in big enterprises plans like Nintendo’s consoles Wii (2006) and Switch (2017), both designed for family and friends sharing, advertised as well as such. 

In addition, videogames have always been considered a big part of the entertainment market, and their complexity have come to grow massively along the technological enhancement found in the later years, with the creation as well of development tools – both software and hardware production-. With this change in their intricacy game developers have been able to introduce new aspects to the games.
The production of text and the development of more complex plots for certain games produces totally new genres, such as visual novels with a high interactivity capability. The immersion level in these products produced a change in the academic theorists behind game development, making the gaming industry a controversial subject that would consider topics as videogames being a new form of art, the morals expressed in these products, the designer responsibility behind its creation or the cultural value of video-gaming activities. 










CHAPTER 1
SO, ARE VIDEOGAMES SOMETHING ELSE OR MERE ENTERTAINMENT?
	This is the main question that this document will cover; the idea of how the videogames can be interpreted in such various ways that to consider them only entertainment is still a debate that is far from reaching a conclusion due to all the different interpretations that can be applied to them. 
Video games through the advancement of technology and the implementation of new features such as storytelling, enhanced visuals and much developed design theories and techniques for producing different effects in the players, have produced a big change in the conception of the video game product. As the culture icon of videogames keeps evolving and transforming, various emergent ideologies surrounding their effect on the audience arise.

“The more general denigration of “mere entertainment” is partly responsible for the lack of seriousness in the treatment of videogames, “one of the commonest points I hear about why videogames are not an art form is that they are just for fun. They are just entertainment”. The deprecation of “popular” and particularly “youth” culture (…)” (Newman James 2004, p.6) 

James Newman, in his book Videogames (2004) talk in this way about the lack of interest upon the matter, as well as how the actual scholarly background of videogames still lacks credibility or support due to the popular belief of video games being just toys without any kind of cultural value. In order to support this idea of the video game product as a still-to-be-interpreted material, this document will treat different matters that have been considered back up for supporting the matter and how actually video games can be seen from many different perspectives as a product of culture.

THE MEANING BEHIND A VIDEO GAME
“Video games are part of contemporary culture, and therefore are worth as much scholarly devotion as a work of art, film, opera, play or religious ceremony. Both art and games can be examined and decoded to reveal the sensibilities of our time. By denying video games' rightful place in contemporary culture one is rejecting an accurate representation of culture.”(Poulsen Diana 2011)

Their significant form of expression in today’s culture and the lack of dedicated academic or scholarly attention makes video games development needs contribution of different theorist into the search of the video game meaning. As videogames seems in the surface to be usually a cluster of clichés of genre fiction and a formal system of laws apply to events in the game world, their meaning may lay in something deeper than the storytelling meaning or semiotic readings of their characters behaviour and actions.
D.B. Weiss’s satirical novel Lucky Wander Boy parodies this search for the video games interpretation with the obsessive search for a meaning within them coming from its main character Adam Pennyman. In the novel, Adam get questioned if it’s necessary a meaning for such activities, and in its hunt for an answer he gets tangled in different ideas until it gets unreasonable. Following this example, video game academics and developers find themselves in the same pursuit for what makes a videogame meaningful, from anthropologist to sociologist to game theorists, resembling Adam into his search down the rabbit hole.
The main idea taken from the novel, as it has been interpreted, is that videogames mean something else, totally different from what the scholar Adam though it would be like, as they are not to be interpreted as symbolic texts but most like a cluster of social activities and self-expression acts, like a complex social network in which different values and ideas are represented in order to provide an experience.

“Not only can the game not be understood without playing it, but also the game is only part of the experience. Meaning is not embedded within the game, but rather is revealed through use.” (Newman James 2004, p. 26)

 In this way, playing would mean to read a story and get amused, and to interact with the game would be interact with these values and ideas, giving the result of an experience –as Cambridge comprehends “something that happens to affects how you feel”-. It is comprehended as it is in the core of this experience and the values represented in the game that something meaningful can be found.

As a result of the wide range of theories applied to them, being studies from sociologist to anthropologists, media specialists and academic scholars, video games have been placed in a varied sort of conceptual families, from the family of common cultural practices such as chess or as new forms of narrative as interactive fiction and communicating media. 
All of these would have in common that they are products fitted for transmitting cultural values in the time they are created. Video games would be comprehended as a medium of the entertainment concept at the time –concept of fun, of new accepted values or comedic influences-, the values reflected in the societies that creates them and the technological level that this societies use at the epoch –product as an example of the advanced technology of the time-. 
This doesn’t mean that the representing values behind a game takes prominence over the actual game core, being this its mechanics and its entertainment, but they are actually the same. Video games design is a practise that have evolved in academic background in the late years; the theories behind the creation of video games experiences and their way to manipulate people or create emotional reactions to the practice have also evolved parallel to the technology and psychological practices enhancement, representing in each time period new ways of acting upon the production of these interactive experiences.
 It’s the actual combination of all these factors that create the experience expected by the audience while it transmits all these values, sometimes notorious and unalike from the common ground, sometimes so familiar in the audience surroundings that are comprehended as ordinary and expected.
Some of the different factors that are going to be taken into consideration for backing up this idea of the social reflective meaning of video games are the following ones; the technology enhancement and its value for sharing ideas and values, the introduction of hypertext –how the storytelling unfold entire cultures, conflicts and values-, the concept of fun –and the different approaches towards a “global idea of amusement”- as well as the limitations that constrain the video game to a “entertainment tool” but how this does not stop the game from expressing something else.





CHAPTER 2
WHAT MAKES A GAME SOMETHING ELSE 
TECHNOLOGY ENHANCEMENT AND HOW IT PERMITS NEW WAYS OF SELF-EXPRESSION

“There is nothing wrong with this. Entertainment is one of the things that make life worth living. But we are missing something if we relegate games exclusively to the province of play, and dismiss their unique capabilities as good only for the occasional thrill. Specifically, we are overlooking the fact that games' ability to focus attention in a safe and pleasurable context also makes them the perfect tool for communicating information.” (Gardner Patrick 2001)

The improvement in technology and game features conveyed new ways of expressing and sharing information towards the audience. From the implementation of hypertext for the creation of a narrative to the application of interactivity structures and artistic features, the complexity of the task grown parallel to the possibility of new and unique representative aspects of the designer’s inner world.
As it has been explained previously in this document, videogames are a computing based creation and, consequently, this bring an inexorably connection with the ever-growing technological market and its developing goods, from mechanisms like computers and their enhancement to the creation of new tools based on the videogame development procedures and their needs. 
Frequently the launch of video game consoles and products is nowadays related to the reference of the technological development advance towards the intent of perfection in gameplay and design potentials. Same goes for the complexity and diversity of their visuals, audio and aesthetic choices, affecting the prospects of the audience and the designers’ scope of a valuable product.
While technology was simple, the cost of producing a video game was low as its team was reduced and required development and management was manageable and less complex in terms of artistic features. With the increasing complexity and availability of new technology and artistic ways to represent the experience, the development teams and their management and methodologies has grown in size and complexity of scope, this also applied to the ever-growing audience expectations.
	
	This rising difficulty in the product intricacy is supported by the existence of many factors as it has been described previously. The part that technology played at the time of enhancing video gaming production is a significant one, but it needs to be comprehended not as the cause itself but more like the design tool that authors and designers have used for conveying their creations and attaining a superior product and experience. Technology work as a transmitting media for information, for conveying ideas, and this is also represented in the creation of new artistic ways of self-expression in the video game industry. 
New designing tools such as better modelling, sculpting and digital painting software are a noticeable example of these new artistic methods. Even though they can be considered merely a necessity of growing in complexity for achieving more stunning results in order to catch the audience attention, they also serve the purpose of permit artists to meet better standards and create new and surprising creations. 
Another example could be the addition of fictional hybrid storytelling and how different values and cultural aspects are represented in these fictional virtual worlds; as it could be the representation of certain culture’s clichés or character stereotypes, being these one of the main more noticeable changes in western and eastern products, sometimes carrying censorship or mistranslations.
In this way we can comprehend technology enhancement and video games complexity growing as an example of the search for perfection that creative activities usually represent. The look for better graphics, better stories, better mechanics and more acceptance in the audience represent the need of their developers to express better the world that is inside them, their ideas and needs, as well as their audience needs.
In short, development and enhancement of video gaming industry is self-expression coming from the need of the audience and the developers of a better experience and the rewarding feeling of going through them, and in this form of self-expression we can find the value of video games as a tool for sharing information and experiences, while still maintaining a scheme for being a market product.

ADDITION OF HYPERTEXT: INTERACTIVE STORYTELLING AND WHAT IT CONTAINS

“Storytelling isn’t an idle leisure activity that humans developed to while away the hours: It evolved for serious purposes, as a necessary component in the development of human culture. Without storytelling, humans could never have communicated complex information...” (Crawford Chris 2005)

As Chris Crawford says in his book “On Interactive Storytelling”, “the nature of stories is the one of complex structures surrounding the actions of people; a series of events concerning the development of a person and the struggle, the conflict that makes them fascinating”. For this reason, stories are purely based in the sharing of information and even though they are opened to a possible deep semiotic analysis. Stories usually are created from the inner world that is invented in its creator mind. They are complex creations based on the interaction of different figures and conflicts, representing what are called fictional worlds.

These fictional words that are unfolded through the story advancement are social structures filled with figures and their ambitions, conflicts and the expression of their values and morals as well as how they crashed in order to create a continuation to a series of events. In the case of videogames, the narrative usually follows the story of a hero and the story unfolds based on the action of playing, being considered playing through the game as the action of reading the outcome of the narrative. 

A noticeable proposal of a storytelling structure, usually seen in video games, it´s Joseph Campbell’s Hero´s Journey. This is a common pattern structure that references symbolic elements from the real world and transform them into supernatural icons into the story to reflect certain iconic literature figures. The structure follows the story of a hero, from its beginning, through the core of the conflict and its return to the normal daily life after all the plot. Through this adventure, the hero meets characters that help him find virtues within it and develop into a grown mature character.

This structure is one of the accepted by IRIS project, the European Network of Excellence dedicated to Interactive Storytelling and Narrative Theories.

In this way, interactive storytelling in video games should be comprehended as a system in which the story conflicts with the action, it dictates the course of them, but in which gameplay and interactions wrap and embrace the story and possibly creates the illusion of changing the course of the same for the player to feel part of the fictional world and its conflicts.

And as the nature of stories is the recreation of an inner world in the creator’s mind, it means that the player goes through this expressed fictional world, connecting to the values and morals that the conflicts in the plot arise. Videogames nowadays are not so distant from other communicating media like books and films; all of them represent these stories through different methods; books through text only, films through visual and audio approaches, and finally games by all of them, text, visuals and sound.
	
THE CONCEPT OF FUN 
We have covered how video game transmit information thanks to the enhancement of its development processes and tools, as well as how the addition of hypertext opened the doors to one of the most notorious systems of self-expression, interactive storytelling, as a tool for both designers and players to use I order to enrich the experience. 
Now in this segment of the document we will cover one of the main features of video gaming products. This feature being the concept of fun; and how it representation and understanding can be designed for fitting its purpose under an expressive form by the use of technological elements now available in the market.

Easily comprehended, the level of fun depends on the player conception of the actual idea of amusement, but in the same way it is attached to the designer’s will and its own idea.
 If it’s true that the expression of fun or comedic elements are extremely linked to this fact, there’re other details that may alter the way the player understand the game and how several actions of behaviour –that in other context could not be so fun- are considered the bit of amusement that produces a rhythmic video game experience.
For example, considering the severe connection between story and gameplay, it is important to recognize how different events in the gameplay can be transformed from dramatic to comedic in order to provide enjoyment to the player and keep the fluent gameplay fresh and less repetitive. The series Katamari is a good example for understanding this. 
Katamari (Namco, 2004) consists primary in a simple collectible driven gameplay in which the player is supposed to roll a ball around the levels in order to collect items and make the ball bigger and more interesting.  A fitting example is the Elementary School level when the player is supposed to roll over hundreds of schoolgirls and add them to the katamari –the ball-; something that could be disturbing if the visual style wouldn’t be so charming and the schoolgirls wouldn’t do squealing sounds when being hit by the ball. In this way a horror like situation was changed into a somehow enjoyable circumstance in which certain players could find a memorable fun time.
	Following this direction, we can say that the experience that the designer’s concept of fun in terms of gameplay and story can affect different the audience in different ways, as they can try to lead it to an actual approach through the use of different tactics or elements like the visuals or the sound available nowadays.

In this way, the entertainment found in a game is designed and tested for being percept in a specific approach. This is one of the main ideas based on the implementation of audio visual elements and the usability of hypertext for creating an open setting with no creative boundaries; producing the sensation of freedom in the player, which will incite the player to experiment with the different features that the game provides.
In this freedom of choice to work around in the level the player will find the challenges and limitations that will create the experience and the view of the game world with its rules and events, and it is in this game world in which the player will immerse and find the aspects of the game that are likeable and produce amusement.  This means that the fun is strictly connected to the player activity; to the exciting situations and puzzles that are presented and motivate the user and how they affect it.

“In this way video games are not merely to be viewed as restrictive rule systems and recognition is given to the necessity of exploration and deduction as well as the player’s ability to ignore or even subvert a designer’s intuition. A player can develop tactics and strategy, perhaps exploiting weaknesses or flaws in the game, or they may even define their own rules within the game…” (Newman James 2004, p. 28)

Since video games can be understood in this way as different “playgrounds” in which the player can perform different activities in order to get amused, we can understand the concept of fun in videogames as many different ways. 
We can comprehend “fun” as the actual creative interactive activities that the player performs within the game world, as the different designed challenges that incentive the player’s will to overcome itself and as a series of events that produces amusement in the player due to the use of humourist choices. 
These design or player choices a form are for this reason a form of self-expression within a virtual game world, now possible after the enhancement of video gaming development tools and the addition of certain elements like interactive elements in story or audio visual components.


CHAPTER 3
WHAT LIMITS A VIDEO GAME  
THE COMMITMENT TO BE “FUN”
However, if it’s true a videogame nowadays can contain many new features, story content or flashy visuals, video games are made for entertainment, for moving people and engage them into a total new experience. Video games are made to play, not to watch; it’s the interactivity part of it that creates the core of the experience. 
Different genres exploit the introduction of new features in ostentatious intents of creating very appealing experiences, like Visual Novels, heavily hypertext based video games in which players interact with the story and the characters in very particular situations for achieving different outcomes. For example, visual novels nowadays is a growing market that already counts with big hits like Life is Strange (2015)  or The Walking Dead (2012), famous for presenting difficult situations in which morals and values hang from a thin string for the lapse of some seconds in which the player needs to reach a decision. 
There is a necessary commitment to be “fun” in video games industry, as they are products for impress and engage the public into actions and creative processes. The boundary between a mere visual product and a game lay in the limitation of the product to be designed as entertainment system. As it was stated at the beginning of this document, the meaning behind the creation of the video game does not surpass or block the core of gameplay and fun, but it merges with it for enhancing the experience.
Oxford dictionary describes the action of design as “the purpose or planning that exists behind an action, fact, or object”. Video games need to be comprehended as a design product, and by being design it means that it has to fit a purpose, which in this case is to engage. The fact that video games have evolve into something more complex does not remove the core, but improves it into a better design product that fit the ever growing standards of its audience as well as permits them new creative actions within this cyber space.

THE BOUNDARY BETWEEN A VIDEO GAME PRODUCT AND A PIECE OF ART
	Following this idea of a video game restricted by the necessity of commit to be a product, the debate about the artistic value of video games come to present a big controversy. 
Since video games present nowadays an ever-growing artistic value and new methods for artists to represent their inner world into these virtual experiences, it is easy to say that video games are not entirely art since art is free of design, but the design inside a video games is strictly intertwined with artistic approaches in order to mode the audience, engage them into stunning visuals and satisfactory experiences.
"Seeing ourselves as a cultural form of expression, or even an art form, means we need as an industry to be more creative. We need to stop creating every year the same games over again. “(Sheffield Brandon, 2013)
All design and artistic features are fitted within a computer based product and technology restricts as it develops itself, creating and enhancing progress that goes parallel in order to fit an audience that every year expects superior outcomes. As a result of these technological boundaries and it purpose to be a market product videogames cannot only be seen as art, but a product with artistic value within it.  Art and video games are connected and enhance each other, they are not the same neither separated beings. 



CONCLUSION
	Values, whether community-specific or philosophical, can fit into an interactive design model so they're continuously expressed both in the work and in the creation of it. They can appear in the reward structures, in the point of view, the narrative premise, player rewards and strategies, and in any other aspect including community of play and the context of the experience. (Diana Poulsen 2011)
Now that this essay has concealed all the different factors that were deliberated as worthy to comment in order to back up the awareness of the social reflective meaning in videogames it’s possible to establish the definition of video games as design products with a high and ever changing cultural significance.
Video games as part of the contemporary culture and as cultural products, based on human request and needs, are able to convey different aspects of the temporal line in which they are prepared as well as conceive different values from their creator’s background. Their presence in our present life style and their significance as communicating media makes them worthy of a deeper study as they are suitable to convey a rich spectrum of ideas through and enjoyable leisure activity to different types of audiences.
For this reason the myth of video games as a meaningless activity without cultural worth must be left behind in order to realize the importance of videogames and how they can be used as a respected product and as a valuable self-expression tool for cultural aspects. 

	This dissertation has approached this vision for a better understanding of these diverse social aspects that are part of these experiences and activities, and for generating awareness of the capabilities for conveying thoughts that these goods ensure.

	


FURTHER WORK
	Considering the reduced space available in the present document for developing the consideration of other different matters that may reflect the social and cultural aspects of video games the possible further research for this dissertation would cover a in depth analysis of all these matters as the representation of certain cultural icons from social structures in game fictional worlds and design choices, as well as other possible aspects or features that may also serve to back up this idea.
Possible subjects that could be covered through this essay could be the artistic value in video games towards the aspect of self-expression, the discussion of it relation nowadays with video games design, as well as the value of video games as a tool for solving or supporting social problems through the use of storytelling and certain cultural icons in their plot.
As it has been debated previously, this document hasn’t been able to provide an exhaustive analysis of all these aspects and their structures and how they entirely support the hypothesis. For the prolongation of this dissertation it would be valuable to analyse different structures for representing social icons or expressing certain ethics such as storytelling figures and their moral role in a fictional story and how this represent the designer/creator principles through them.
Further research would be carried for this purpose in order to sustain a veridical resource core.
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