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1. Introduction
The purpose of this report is to debate if all video games are malign to society. The initial debate supposed to be a practical activity but due to Covid-19 Pandemic it was changed to a written report.
From the ancient history humans proved themselves as being social beings as when they started working in teams for farming or hunting to provide food for their families and later to assure of their safety against animal attacks. This is a basic need for food, shelter, safety as identified by Maslow illustrated in the Pyramid of Hierarchy. Later in time the humanity started to build tools from a simple hammer or a knife to much more complicated tools and machinery these days. 
In the modern ages it become possible to have the basics needs satisfied in shorter time and with less physical efforts gaining more time spend for other activities like art, music, science, leisure and sport. From the 8th Century B.C. to the present Sport is the most common activity as games, and the first records of the ancient Olympic Games dates to 776 B.C. and are held on every four years since. The name originates from the location where were held, Olympia, Southern Greece, during the religious festival honouring Zeus, where the competitors proved their physical strength. (History.com, 2018).
The history of games begun with the Olympics and continued to develop with the mind games such as puzzle, cross words, sudoku, chass, scrable and the list is continuous. The ancient Romans loved the word puzzles including with their capital city name Roma when the inverse word is Amor. (Raphel, A. 2020)
In the modern days of the present, video games have a significant importance in our life as may be considered as part of our society`s culture, replacing the other board games or cross-words games. In which way video games influence our habits, culture, and what are the impacts in society they will be discussed in the following debate chapters.



2. Main Findings
The mobile technology boom that took place in the past recent years opened the doors to a new type of gamers. It may be said  that Gaming as an leisure and etertainment  industry knew its origin in the 1950s when gaming blossomed at a science fair. However, in the early years a game machine was unveiled at the New York World`s Fair in 1940 with a game based on an ancient mathematical game named Nim. Later in 1967 ‘The Brown Box’ was a first play at home game, displaying different games as ping pong, checkers and four sports games. 
There are few gaming companies which they had released games on the market such as Sega with sports games in 1966, Atari was selling in-house games in 1973 until 1985. More than fifteen companies begun to develop video games in an emerging market with such a high demand for games. (Chikhani, R. 2015)
A significant advance in online gaming was made in the early 1990s when the internet as it is known today became part of the public domain in 1993, in the same time with a rapid evolution the Personal Computers technology between 1995 and the early 2000s. (Chikhani, R. 2015). Technology allows millions people worldwide to enjoy videogames as from 1.82 billion in 2014 to 2.7 billion by 2021. (Gough, C. 2019).
As the number of video gamers increase every year, it could be said that videogaming is part of our culture and have positive and negative influences and impacts regarding and shapes the significant aspects such as physical and mental health, social life and behaviour, economy and budgeting. Some study suggests that video games help us to learn or my suggest that make young people more aggressive. (Dana.org, 2020).
2.1. Physical and mental health positive and negative aspects
The way of how video games affect players could be seen on five  aspects such as the amount of time spent, the content what players can take with them in the real life, the structure, which involves some requirements from players, mechanics, and the context. (Gentile, A.D., 2009)
There are an extensive amount of positive benefits of video games, for instance they are highly stimulating, reaching al most all parts of the brain and may lead to a high level of thinking as well as developing fine motor skills. Furthermore, it has been observed that video games may help persons who suffers from mental disorders such as depression, anxiety, antisocial personality disorder, post-traumatic stress disorder, attention deficit hyperactivity disorder and Azheimer`s disease. The positive facts in this field of study suggests that video games can develop positive structural brain changes (Daugette, A. 2019). According to the psychologist C. Shawn Green from the University of Wisconsin, playing videogames the brain` physical structure changes in same way  as when learning to read, navigating using a map or even playing the piano.
Tumbokon, R. (2020) illustrates more positive effects of video gaming which involve enhancing mental skills such as problem solving and logic when playing puzzles, hand-eye coordination, fine motor and spatial skills when playing shooting games, planning, resource management and logistics when playing strategy games, multitasking, quick thinking, accuracy, strategy and anticipation, reading and math skills, memory, concentration, reasoned judgments, taking risks, teamwork and cooperation, management.
However, there are some evidence that many mental health and illness problems have their roots in childhood. One in five young persons under the age of 20 have symptoms ranging from anxiety and depression to the severe psychotic disorders. (University of Glasgow, 2020). The average age of gamers in the present is now 35 years old, having video game addiction turning on the tablets or smartphones several time a day. According to Center for Online Addiction,  some of the signs of gaming addiction are feeling irritable when trying to cut down gaming, lying friends and family, increasing amount of time for gaming, thinking of gaming during other activities. (Neurocore Centre.com, 2018).
Furthermore, if played for longer, video games may also have negative effects on health such as obesity video-induced seizures, postural, muscular and skeletal disorders such as tendonitis, nerve compression, carpal tunnel syndrome along with social isolation. (Tumbokon, R. 2020) The distance of the screen should be adjusted in such a way to protect the eyes and neck, as long as adjusting the angle and the size of text characters to prevent blurred vision, dry or irritated eyes and headache. (Rempel, D. et al. 2007)
2.2. Social life and behaviour positive and negative aspects

In our culture, video gamers have been a large and growing part for a long time. Qutee, an organisation who conducted an on line study in several countries US, UK, Canada, Netherlands and others, concluded that gamers consider very important some positive social benefits of video gaming such as improving their emotional well-being, forming strong friendships and making new friends, inspiration into career, arts and sciences. In the work place, a game is considered a good icebreaker, a common ground to spend time together with colleagues in brakes. (Anderton, K. 2018) 
Although the players are physically isolated, they keep in contact with friends in the same way as talking to one another on the phone. The players communicate and socialize in the similar ways as it was few years in the past when lots of families had weekly night board games, and they are still meeting others in the same room to play a video game. Video games can be considered as safe places for people with autism, shy, with depressive symptoms or with social anxiety, as well as a social support. (Fishman, A. 2020)
Socializing is essential for some video games as Dance Dance Revolution and Nintendo Wii Boxing as players are active and learning activities or even a good workout for the body, and encourage the offline social life, not to replace it. (Tumbokon, R. 2020)
However, the addiction to video games may change social life and the behaviour of players in a negative way, towards social distancing and aggressivity in some cases, as could be blamed for the violence they contain. Players who play violent videogames are likely  to have increased aggressive thoughts and feelings, decreased prosocial helping and lack of empathy (Tumbokon, R. 2020), positively associated with the aggressive behaviours and negatively associated with prosocial behaviours (You, S. et al, 2014)
Andy Przybylski from Oxford University concluded in his research upon how video games impact the mental health that just 0.3% of gamers might have problem controlling the time they spend on video games. The addiction for gaming and violence it was been subject for ample discussions since 2005 when the Grand Theft Auto faced claims against it increase aggression, in the similar ways as World of Warcraft it damages the interpersonal skills for players. (Judge, A. 2018)
It is considered that there is a small but consistent correlation between players of violent games which shows higher level of aggressive behaviour, less empathetic and less helpful compared to those who played non-violent game. However, the researches and studies conducted so far, failed to prove a significant relationship and the causation between violent games and aggressive behaviour. (Parliament.uk 2012)

2.3. Economy and Budgeting positive and negative aspects

As computers became cheap enough to install the in Arcades and later on in home, the video games industry was skyrocketing and now rival with the film industry for revenue. (Harford, T., 2017) Gaming is part of the modern economy and is tied to the future of other industries such as film, construction, defence, education, healthcare and computing by creating new jobs and bring revenue, while gaming industry were in worth of 3.6 billion pounds last year in the UK. (Hadean.com 2020)
The positive aspect of UK games industry is that employs around 10,000 developers, a turnover of £625 million and a direct contribution to the UK`s GDP of around £400 million in 2018. The high skills of games developers are reflected in their annual income as £30,316 per annum comparing to the UK average of £25.000 per annum. The UK`s Games Industry contributed with around £130 million via income tax, National insurance, corporation tax, council tax and other indirect taxes in 2018. And it is predicted to increase. (Oxford Economics, 2018)
The opportunities for the UK games industry have never been greater as in 2018 were operating 2,261 active games companies with world-class spectrum of games from mobile, PC and consoles, Virtual Reality and Artificial Intelligence (Ukie.org.uk 2018), making the UK on the 5th place in the world on game developing and the second largest video game market after Germany. (Newzoo.com 2020)
Covid-19 have a positive impact on gaming industry as the lockdown imposed by the UK Government make people to stay home and do other activities indoor such as gaming. It is obvious that the gaming industry growth since Covid-19 was of around 26%.
However, some negative impacts may rise after the Brexit`s transition period as UK Gaming Industry is exporting on higher costs and face difficulties in recruiting talents from outside the UK, and the developers are less optimistic, despite the continuous growth of industry. (Kamen, M. 2016).
In a smaller scale, an individual spend on average 7 hours and 7 minutes each week on video games and it seems to increase every year (Anderton, K. 2020) and spend different amount on money on games related to their gender, age, education and income ranging from less than £20 to over £1000 a year. (Morris, C.P. 2020). The group of younger, males, low education, low income groups are likely to spend more on video games than group of females, old persons or those on higher education and income, and this may affect positive or negative the family`s budget plans.













3. Conclusion 

[bookmark: _Hlk41493352]Well-designed video games are natural teachers and they provide an immediate feedback (Gentile, D.A. and Gentile J.R. 2008, pp.127-141) and may improve skills in the case of simulators for pilots or doctors to learn and practice.
 Some studies concluded that it is video games are to be blamed for aggressive behaviour on players other says that is no long-term usage of evidence to relate violent game to the aggressive behaviour. 
However, the subject regarding if the video games could be considered a malign for the society remains open for interpretation as in June 2018,The World Health Organisation has classified “gaming disorder” and gaming addiction as mental health condition. (Tumbokon, R. 2020)














4. Reference List


Anderton, K. (2018), ‘The Impact of Gaming: A Benefit To Society’, [Online]. Available: https://www.forbes.com/sites/kevinanderton/2018/06/25/the-impact-of-gaming-a-benefit-to-society-infographic/#11de1b21269d, [2020, May, 27].
Anderton, K. (2020), ‘Research Report Shows How Much Time We Spend Gaming’, [Online]. Available: https://www.forbes.com/sites/kevinanderton/2019/03/21/research-report-shows-how-much-time-we-spend-gaming-infographic/#53b506da3e07, [2020, May, 27].
Chikhani, R. (2015), ‘The history of gaming: An Evolving Community’, [Online]. Available: https://techcrunch.com/2015/10/31/the-history-of-gaming-an-evolving-community/, [2020, May, 27].
Dana (2020), ‘ Video Games Affect the Brain – for Better and Worse’, [Online]. Available: https://www.dana.org/article/video-games-affect-the-brain-for-better-and-worse/, [2020, May, 27].
Daugette, A. (2019), ‘The Psychological Benefits of Video Games’, [Online]. Available: https://www.sekg.net/psychology-benefits-video-games/, [2020, May, 27].
Fishman, A. (2020), ‘Video Games are Social Spaces’, [Online]. Available: https://www.psychologytoday.com/gb/blog/video-game-health/201901/video-games-are-social-spaces, [2020, May, 27].
Gentile, A.D. (2009), ‘Video Games Affect the Brain – for Better and Worse’, [Online]. Available: https://www.dana.org/article/video-games-affect-the-brain-for-better-and-worse/, [2020, May, 27].
Gentile, D.A. and Gentile J.R. (2008) ‘Violent Video Games as Exemplary Teachers: A Conceptual Analysis’, Journal of Youth and Adolescence, 9 (2008), pp.127-141. [2020, May, 27].
Gough, C. (2019), ‘Number of Video Gamers Worldwide 2014-2021’, [Online]. Available: https://www.statista.com/statistics/748044/number-video-gamers-world/, [2020, May, 27].
Hadean (2020), ‘Video Games Are The Future of The Economy’, [Online]. Available: https://www.hadean.com/blog/video-games-are-the-future-of-the-economy, [2020, May, 27].
Harford, T. (2017), ‘The Surprising Ways Video Games Have Shaped the Economy’, [Online]. Available: https://www.bbc.co.uk/news/business-40028628, [2020, May, 27].
History (2018), ‘ The Olympic Games’, [Online]. Available: https://www.history.com/topics/sports/olympic-games, [2020, May, 27].
Judge, A. (2018), ‘Video Games and Mental Health: Nobody`s properly talking’, [Online]. Available: https://www.bbc.co.uk/news/newsbeat-44662669, [2020, May, 27].
Kamen, M. (2016), ‘How Brexit Could Impact the UK Games Industry’, [Online]. Available: https://www.wired.co.uk/article/uk-eu-referendum-games-industry, [2020, May, 27].
Morris, C.P. (2020),’Video Games Demographic’, [Online]. Available: https://www.earnest.com/blog/the-demographics-of-video-gaming/, [2020, May, 27].
Neurocore Centres (2018), ‘Are Video Games Actually Bad for You?’, [Online]. Available: https://www.neurocorecenters.com/blog/are-video-games-actually-bad-for-you, [2020, May, 27].
Newzoo (2020), ‘Top 100 Countries Represent 99.8% of $81.5 Bn Global Games Market’, [Online]. Available: https://newzoo.com/insights/articles/top-100-countries-represent-99-6-81-5bn-global-games-market/, [2020, May, 27].
Oxford Economics (2018),’Games Impact Final Report’, [Online]. Available: https://d2rpq8wtqka5kg.cloudfront.net/128880/open20081001120000.pdf?Expires=1590597077&Signature=YGjCwv1oezzmi~kxHuAQoVll43OgP5cyYhgNvjHYnAqrRZP9kOGIHEtrQNg0Y2S93G-lV3aRGcZpDdVfd5OYhIa7-iuhiTBKhuOKYCNTyj0ciPsIwTTrf83j5OnD0N0jntggHdX08ho68wPqFihLkKSIDUGD3Tn1BvTaeBiTUSqXgheDST8LUN5awfVNvt4kI8VnmQchYBRB15X3pnaoEM4QZRBelO85oj3~6T3c~pWA3Y1o~gKZvTSu2LFy~hUl1jgXPi~jAUWsARJuCs4hLZsnbg442KSYB~yXcGanqtI9viPPjQPizD6idawIrC7AQeuAZi89JmKcQvqDAb-e3Q__&Key-Pair-Id=APKAJVGCNMR6FQV6VYIA, [2020, May, 27].
Parliament (2012), ‘Impacts of Video Games’, [Online]. Available: https://www.parliament.uk/documents/post/postpn405_impacts_of_videogames.pdf, [2020, May, 27].
Raphel, A. (2020), ‘ABrief History of Word Games’, [Online]. Available: https://www.theparisreview.org/blog/2020/03/23/a-brief-history-of-word-games/, [2020, May, 27].
Rempel D. et al. (2007), ‘ The Effects of Visual Display on Eye Accomodation, Head posture, and Vision and Neck Symptoms’, [Online]. Available: https://pubmed.ncbi.nlm.nih.gov/17915601/, [2020, May, 27].
Tumbokon, R. (2020), ‘25+ Positive and Negative Effects of Video Games’, [Online]. Available: https://www.raisesmartkid.com/3-to-6-years-old/4-articles/34-the-good-and-bad-effects-of-video-games, [2020, May, 27].
Ukie (2018), ‘The Game Industry in Numbers’, [Online]. Available: https://ukie.org.uk/research, [2020, May, 27].
University of Glasgow (2020), ‘University News’, [Online]. Available: https://www.gla.ac.uk/news/archiveofnews/2005/may/headline_29087_en.html, [2020, May, 27].
You, S. et al. (2014), ‘Impact of Violent Video Games’, [Online]. Available: https://journals.sagepub.com/doi/10.1177/0143034314562921, [2020, May, 27].

2

image1.png




image2.png




