Introduction

In this dissertation proposal, we will be looking at the at the link between education and games and the way society looks at games as a whole. The three keywords in this dissertation proposal are.

. Society
. Education
. Fear 

Section 2 – finding links between games and education

The way society and most parents look at games as an overall is that they cannot bring a good meaning to a child’s learning as most games that children under the age of 18 will play games that are not for their age group. So, when a parent sees them playing a game like Grand Theft Auto where the main goal of that collection of games is to kill and sell drugs to get power. Games like this will be the centre point that all media will look at and paint them all game with the same views. Showing that all games are not about just killing and shooting but can be a massive part of someone life showing them the way to become a better person when they grow up.

One game that came out in 2015 was a game called Poly bridge. This game teaches people the important of strength and stability when it comes to building bridges. This game makes you build a bridge that can hold up a car that can get across a gap. This game can teach a child to understand the effect weight can have on an object. When the impact of what happens when too much weight is added to a structure. Showing them that not everything is safe to walk on and make them see when something has to much weight on it to see its unsafe. Society can see this as a way of teaching children that not everything you walk on is safe and they need to know when something is safe or not safe to walk on.  

One of the games that teach children and adults is called Kerbal Space Program. This game was released on April 27th, 2015, this game teaches children and adults the way to make a very simple rocket, helicopter or plane. This game shows you what you need to make a rocket fly to outer space. With this game, it shows you the important parts you need to make a rocket fly. This is drag, thrust, and centre of gravity. Kerbal Space Program is a great learning tool for anyone interested in rockets. This game has a real-life impact on the way the player learns. Society will look at this game and it will not be shown in the same light as the other games with killing and drugs, but this proves that a game can help children find out what they want to do when they go into higher education. With the help form one of the biggest space company’s called NASA they game is bring a new element of learning for young children and adults alike.  

Another game that has had a massive impact on the way we understand proteins is a game called Fold It. This game did not start out as a game at first this was an experiment that scientists were trying to find out why proteins fold in the way that they do and with this knowledge they “have the potential to stabilize the aflatoxin hydrolysis transition state”. Scientists tried to find out this problem for more than a decade but with no luck, they could not find it out, so they make it into a game and asked the gaming community if they can help and within three weeks the gaming community had solved the problem and sent it back to the scientists. This shows that the gaming community even though most of society will see it as a waste of time and no good can come from it. Showing that gamers have a massive roll in the work that scientists must work with and with this they have gone to other proteins and are still to the day working out all there is to know and how to fight it.

A different game that can have an impact on the way a child learns is a game called Universe Sandbox. This game focuses on the way the solar system works and shows you the way our solar system looks like. This game has a massive part of education to it as when you start playing it you can see where in the solar system our planets are and how they move around the sun. This will help massively any children trying to understand the way the solar system works. This game lets you change anything about the plants or stars as you see fit. Universe Sandbox let children learn in a fun way while they are having fun. When you are having fun when learning that information will stay with you as it’s a part of a fun memory. The way society can see this game is that this game can be used as a learning tool for physics teachers bringing a new way of teaching to the classroom. Parents can be happy know that this game is not about killing or shooting but about learning how the solar system works and this can lead to a future for the child.

As society is slowly getting better towards gaming we are starting to see that games are being brought into the classroom as a new method of teaching. One game that has been added to classrooms is Minecraft. This game is made for young children to get them being creative, this game is a digital version of Lego in a way as the game is set in a world made from cubes, allowing you to build anything you want the only restriction you will have is your imagination. Making children work as a team to build what they want to show a working progress with team building and problem-solving as they are some of the most important lessons to learn as a child.              

Section 3 – Fear

The worst part of the gaming community is that we are all shown in the same light all-round no matter what the gaming community does. When games that come out that are great for people to learn and have fun with, then when one game that is about killing and shooting and drugs all that work showing that the gaming community is not all killing, and drugs are gone but it’s a place of learning. This is where a lot of people with young children will never let them play games as a result of one games actions. Games have age groups on them as law. So, when someone has a complaint about how violent games kids are playing they need to know that they could not have bought that game because they are not the right age for that game, as a result, it would be the parent's fault for getting the game.

From CNN they say that a child that is exposed to a lot of violent behaviours in games are more at risk to develop a violent way of life. These not all ways true as some people understand the whole age restricted games and then do not buy them for their children thus dropping the risk of them playing a game that in too for their age group. The whole violent part of a game is so that you will get all your anger out in the game and they won’t put it on other people in life. “Avoid games that are age-inappropriate, especially ones that combine violence with sex”.   

With the new era of playing games on your phone and tables, children are getting more and more into games as a whole and they are showing signs of addiction to these games. The game community makes colour full games for the phone aimed at children to get their addition. According to channel 4, “43 percent of parents say they think their children are addicted to screens, and 47 percent believe their children spend too much time in forint of them”. This shows that parents are getting more and more worried about their children not having the right skills in life to be able to work in a team and not have the right set of minds to play outside.  

Parents don’t need to fear to a game as they are in control of what their children are exposed to as every game has an age limit and this is set by law. So, if a parent is in fear of what their children are playing they need to understand that the child did not get that game by its self, the parent got it from them. 

Section 4 - Escapism 

The escapism feeling you can get out of games is the same as only their form of interment soothing you can do for hours and never release about the time that has just flown by. This can come from reading a book or watching a film. Escapism lets us take on the role of another person and live their life or a life that we want to have. This is a great way for children to learn with as if you just have someone talking to you in a class we all know that most children will just sit there and not pay attention. But if you play a game with them or get them to be involved with the class in any way that they find exciting and fun they will learn a lot better and then want to come back to learn more.  

This is the same way children and adults have when it comes to playing games, they just lose them self’s in the games that they are playing. This can be a massive help with the learning for children because if there are invaded into a game that is teaching then live skills and they are having fun they will learn them faster than if someone is just talking to them about it. This can help a lot of children that find it hard to sit there in a class and understand what is going on. They need a form an education that works for them on their level of understanding making the class room a place where all different children can learn in the way the find easier.   



Conclusion

From the research done we are able to see that more and more games are getting involved with teaching children to become better people and give them new skills that we did not learn when we were children. With this we can see that games are moving away from run of the mill where you will have to shoot people and sell drugs. This is moving the gaming community to a new light showing that not everything is bad. There are so many games out there for children to play that will help them in life and the need to start looking at them and not looking at just the violence in games will be the best way to making gaming a part of the education program. Parents do not need to fear gaming as they are the ones in control in what their kids are playing so when they see that their children are playing a game that is too violent for them that game could only bought by an adult. 
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