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The History of Video Games
In the past recent decades, video games have been an interesting concept not only to the players or gamers but to the academicians as well. Educationists have argued over the importance and potential benefits of video games in learning. However, there are those who have expressed their concerns about the detrimental effects of video games, especially on children. Despite the differences in opinions regarding video games, it is clear that there are a lot of misconceptions and misunderstanding revolving around it. Therefore, it is important to explore the history of video games to help understand how they came to be, how they have impacted the current society and probably the future of the gaming industry. Since their beginning in the 1950s, video games have developed rapidly, especially with the emergence of more advanced games associated with the development of technology over the years, with the expansion demonstrating the possibility of more advanced games in the future. 
Video game history can be traced back to the 1950s when computer scientists started to develop a simple game as part of their research project at the M.I.T. However, as Egenfeldt-Nielsen, Jonas, and Susana explain, there is a possibility that video games could date back to 2686-2613B.C (45). According to the authors, video games started with the senet game in ancient Egypt in 2000 B.C (Egenfeldt-Nielsen et al. 45). Games have been part of human civilization because they have existed for many centuries despite that technology did not exist by then. However, development in technology in the 1950s created the space of video games, which have evolved to the modern games that can be played almost everywhere. According to Egenfeldt-Nielsen et al. the electronic video games emerged in the 1950s after the World War II, where various wargames were published; for instance, the famous “Risk and Diplomacy” (46). 
Most of the video games in the 1950s and also up to date were influenced by the situation in the environment at the moment. Designers of the video games tried to base their games on the current events whether social or political. Spring also believes that the objects, interfaces, and settings of the games can contain historical information (215). For example, as Egenfeldt-Nielsen et al. assert the wargames in the 1950s were based on World War I and World War II )46). However, this has been the trend since then up to date. For example, some of the games like “Beyond Good & Evil (BG&E) and “September 12th” are games that were designed following the 9/11 terrorism in the United States (Buchanan and Angela 18). As Egenfeldt-Nielsen et al. explain, many people did not play video games in the 1950s, but later started taking interest in the games towards the mid-20th century. Further, towards the mid-twentieth century, video games started to become part of society as it took an essential place in the lives of many people (Egenfeldt-Nielsen et al. 46). 
Such a change could have been influenced by various factors including advancement in technology, which gave people the opportunity to interact with the video games more often as well as the development of more games. According to Egenfeldt-Nielsen et al. in the 1960s, the gaming industry was influenced by the proliferation of the wargames, which proved to be game changers in the industry. The development of more games such as the Lord of the Rings in 1954, Dungeons and Dragons in 1974 and Chainmail also in 1974 significantly contributed to the development of video games (Egenfeldt-Nielsen et al. 47). 
However, as Buchanan and Angela assert, technological and artistry evolution has changed the video gaming industry and involved more people than ever before (19). As compared to the early 1980s when video games were simple because the technology only allowed the creation of two-dimensional video games such as Pac-Man and Donkey Kong, advancement in the technology today has significantly changed the perception of the public towards the video games (Buchanan & Angela (19). Egenfeldt-Nielsen et al. further explain that the video games in the 1980s and 1990s were simple to play because the necessary materials required to play were easily available and simple to obtain (47). 
The understanding of the position of video games in modern society is difficult to comprehend without first looking at its early conception. As Rebetez and Mireille explain, often games, without computers have been associated with learning (132). Historically, educational video games developed with computer science. Even though the goal of developing a game that could teach contents as well as specific skills, many video game designers started to diversify in the 1980s with the development of education adventure games (Rebetez & Mireille 133). Since then, the perception towards video games started to change and different opinions emerging; with some people argue for while others against the video games, especially by young children. Since then, the discussion has taken center stage of the political, education and health discussions. As Rebetez and Mireille explain, recently, educationists have tried to emphasize the need to develop more innovative educational games due to the decay in the previous educational associated video games (133). 
Egenfeldt-Nielsen et al. argue that the growing technological changes, associated with the expanding breadth and depth of gaming knowledge, is changing the position of video game industry in the modern society (88). According to the authors, the beginning of the 21st century was marked by the expansion and development of the gaming industry with the emergence of new video games. Today, many game designers and manufacturers are competing for the expanding market. For instance, Microsoft’s Xbox 360, Sony’s PlayStation 3, and Nintendo’s Wii are competing for the market (Egenfeldt-Nielsen et al. 88). With many tech companies like Sony and Microsoft venturing into the gaming sector, the video game industry seems to be slowly becoming a booming business in the United States and across the world. In the United States alone, the video game industry has expanded its revenue from $3.2 billion in 1995 to about $7.0 billion by 2005 (Egenfeldt-Nielsen et al. 88). 
Apart from the developers and manufacturers, players have also expanded in the gaming industry. Today, both adults and young children engage in video gaming. As Buchanan and Angela explain, this is caused by the need for a challenge from the players, especially the adults who want to get the benefits associated with mental and emotional stimulation of video games (23). According to the authors, people seek challenge through video games mainly because they want to get stimulation, escape from their troubles, and also discover themselves (Buchanan & Angela 23). This has created a market for many video game developers. As Egenfeldt-Nielsen et al. explain in the past recent years, video game developers and manufacturers have shown their massive interest in online games due to the advancement of technology and the increase in players (92). The development of new technologies like 3D simulation has resulted in the creation of more advanced and challenging video games. For instance, video games that are mainly associated with the current technological development include “Anarchy Online, Dark Age of Camelot, Sony’s Star Wars Galaxies and Empire Divided” (Egenfeldt-Nielsen et al. 92). With the current rate of development in the video game industry, there is a possibility that the industry’s market will also expand in the future. 
To conclude, the development of video game may have started in the 1950s, but gaming has been part of the human nature. Even when there are no video games, people often engage in other forms of games. The popularity of video games started in the late 1980s when the developers started to diversify to involve entertainment as well as contain part of the modern culture. From this essay, the golden age for video game development is at the beginning of the mid-twentieth century as more people started playing games for different reasons such as to get mental and emotional stimulation.
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