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What are Video Games?

“A game is a pastime with formal and predefined set of rules for the progression of a game 

session, with built-in and quantitative definitions of success and failure” (Juul, 2000). Games are often 

a time to enjoy a time away from the work people have, and a way to momentarily escape reality for a 

while. In the subject of games, they have been evolving rapidly as technology introduces more and 

more mechanics to play games in new and fascinating ways. Such innovation brought the birth of video 

games.

William Higinbotham created the first video game ever in 1958. His game, called “Tennis for 

Two,” was created and played on a Brookhaven National Laboratory oscilloscope. In 1962, 

Steve Russell invented SpaceWar!. Spacewar! was the first game intended for computer use. 

Russell used a MIT PDP-1 mainframe computer to design his game. (Bellis, 2011)

The most prominent maker of video games would have be Nintendo. They are responsible for 

the creation of the iconic character of all video games, Mario. Super Mario Bros. was released in 1985 

and is one of the finest games in that era that introduced video games to the world in an incredibly 

influential way.

People credited with making games like these are popularly termed as game developers. These 

video games often have complex programs to instruct how the game should react and operate. Major 
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components or parts used to craft this intricate medium include music, art, programming, design and 

many miscellaneous and minute aspects. The industry of video games are built on the hard work of 

these game developers, resulting in eventually to the its worth of approximately 100 billion dollars 

(Goldman, 2010). The success of the industry is attributed to wide accessibility and highly entertaining 

value of the games. Video games continue to bolster and cause the industry to thrive and grow, 

garnering new investors and inspiring many to make games.

Video games are everywhere.  It believed that over 75 percent of American youth have video 

game consoles in their home, with 40 percent on a typical day where they play them (Glazer, CQ 

Researcher).  Some dedicate more time than others, but overall the powerful influence of video games 

is very much real.  Some games are focused on violent expression whereas others aim to educate and 

instruct the player or students through simple interaction.

Evolution of games.  Video games 

have evolved in a many diverse ways. In 

each generation of video game consoles, 

the graphics are considerably better than its 

predecessors. Also, the types of games 

grows as innovation utilizes different 

concepts and ideas. The way the player 

interacts with games has also been 

changing, as it allows users to play these 

games in new and interesting ways. Such innovations include the analog stick, trigger buttons, touch 

screen, and motion control. These innovations continue to progress as new technology are developed. 

2



Who are Gamers?

Just who are these gamers, and how often do they play? 

Using the Entertainment Software Association, there are plenty 

of statistics that details on who are these people.  According to 

the information collected here (see image to the left) The 

average gamer is thirty-three years old.  On average, adult 

gamers have been playing games for 12 years.  And as games 

evolve, more people will find an appeal to games.

The Potential Negative

Addiction.  Easily, games have a potential to pull people in 

and occupy a great amount of their own time, just so that they 

can get further, break a high-score or show up another player in competitive online play.  Logically, 

game developers seek to lengthen the game, by adding components to increase playability.  Such 

elements include alternate missions, different character choices, branching level design, exploratory 

concepts, downloadable content, 

multiplayer and a mass of other ideas 

and concepts.  Each of these has the 

ability to consume a huge chunk of the 

user's time and focus.  

Additionally, several studies 

attempt to link the addiction of video 

games with slothfulness and obesity. 

Although it still appears to be an issue, 

some developers work to encourage or 
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require the player to move their bodies to interact with their games.

Violence.  Video games are associated with a lot of stigmas, but the one that harbors the most 

drama towards games would be its violent content.  There are several cases where shootings and violent 

games were linked in investigation.  As such, video games are now a major consideration among 

investigators when determining the drive of these shooters.

The Potential Positive

Peripheral Vision.  One ability that video games can enhance, is to obverse multiple instances 

that appear in front of them.  This helps the player to take in all that they see and understand the 

situation that is before them.  This ability is valued highly in tasks that heavily requires multiple 

focuses to maintain overall organization and fluidity.  For example, an air traffic controller has to 

understand the flight path of multiple airplanes and instruct them to follow paths they determine to flow 

evenly and effectively.

Problem-Solving.  Many games challenge players to solve a variety of problems and puzzles 

that act as obstacles in games.  ABC News' John Berman reports that,

Children who play such video games exhibit what experts call "fluid intelligence," or problem 

solving.  "They have to discover the rules of the game and how to think strategically," said 

James Paul Gee, a University of Wisconsin-Madison curriculum and instruction professor. "Like 

any problem solving that is good for your head, it makes you smarter." (Berman) 

A Chronology of Games (as quoted from the LA Times)

1961: Massachusetts Institute of Technology student Steve Russell creates Spacewar, 

considered the first interactive computer game.

1972: Magnavox sells the first home video game system, a TV console invented by Ralph Baer 

called Odyssey.
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1972: Nolan Bushnell and Ted Dabney start Atari Inc. and hire Al Alcorn, who creates Pong. 

Their first arcade machine, set up in a bar in Sunnyvale, Calif., shuts down within days because 

its coin box is stuffed full of quarters.

1976: Bushnell sells Atari to Warner Communications Inc. for $28 million.

1978: Space Invaders invades America. Created in Japan, the arcade game is imported to the 

U.S. by Midway, then a division of Bally Technologies Inc.

1980: Namco releases Pac-Man.

1981: Nintendo creates Donkey 

Kong. The game, designed by 

Shigeru Miyamoto, features a 

protagonist who saves his 

girlfriend from a gorilla. 

Nintendo's American 

employees name the 

mustachioed character Mario, 

after their office landlord.

1984: Major companies 

including Mattel exit the 

industry after suffering heavy 

losses. Warner sells Atari after 

reporting an annual loss of $586 million, largely from the games business.

1985: Russian programmer Alex Pajitnov creates Tetris.
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1989: Nintendo invents the Game Boy hand-held system.

1993: Id Software releases Doom, created by John Carmack, a developer who pioneered the use 

of a nearly three-dimensional perspective in first-person shooter games.

1994: Sony Corp. sells its first PlayStation in Japan and introduces the game console in the 

United States a year later.

1997: Dave Jones develops Grand Theft Auto, which spawns a billion-dollar franchise and 

public controversy over violence and sex in video games.

2000: Will Wright creates The Sims, in which players create virtual worlds and fill them with 

virtual inhabitants. The franchise goes on to sell more than 100 million copies worldwide.

2001: Microsoft Inc., which makes computer games, challenges the console market with its 

Xbox system.

2002: Microsoft launches Xbox Live, an online gaming service connected to its console.

2006: Nintendo launches the Wii console, which lets players move their characters by waving 

controllers in the air. It becomes a hit with teenage boys and senior citizens alike.

2007: Annual video game sales surpass those of the music industry for the first time.

(Pham, LA Times)
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