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Videogames
[bookmark: _GoBack]The contemporary society is highly characterized by new innovations in the field of technology. This has created a significant change in the world today. New forms of entertainment have been invented in the course of time. A good example of such an invention is video games. These have had both positive and negative effects in the society. One of the most intriguing effects of video games is its role in social isolation. Recent studies have attributed the increase in the number of socially inactive individuals to its addiction. The over-reliance on video games has resulted in the emergence of isolated individuals. It has also gravely induced the rates of depression. These games deny players meaningful interaction with family and friends, which is vital for human health. Nonetheless, these games have highly assisted in the promotion of self-esteem and confidence in students. They also create distractions from the harsh realities of life by establishing a fictional world in which people can become anything they aspire to be. The modern world requires each individual to have knowledge and skills in computing. The excessive awareness and interaction with video games have established a more interesting way of acquiring these skills. The emergence of a computer literate society can be highly attributed to this. Therefore, This paper explores the historical background of videogames in the society and goes ahead to explore the features of videogames as well as the roles they play in the lives of gamers as well as  the impacts that they have to gamers as well as to the society at large. 
The initial definition of this device is an electronic gadget which comprises of interactions with a user interface with the ability to create a response on devices such as television screens. This term has however evolved in the course of time. In the recent times, the term has been used to refer to any device that has the ability to create two or a  three-dimensional image (Baer and Burnham, 2010). The technological intermediaries used to play these games are known as platforms. The invention of video games began in the early 1950’s. It was a result of research by computer scientists who were focused on designing games. Colossus and ENIAC were the first digital processors to be developed during World War II, to assist in the war against Axis powers. These devices were in the course of time, reprogrammed in such a way that they could undertake different tasks. The games gained prestige and popularity in the 1970’s and 1980’s. This occurred after an introduction of games which basically used joysticks and other controllers to the society. Since then, it has become a common form of entertainment. Space war is an impeccable example of early games (Baer and Burnham, 2001). This was then followed by the invention of early arcade videos. This era was also marked by the emergence of home-based consoles such as pong and clones. These consoles have gradually developed since then. The heightened prestige of video games has since then, been triggered by the extensive use of smartphones. This has created a lot of knowledge and awareness, globally.
Features of video games (ethos)
The structural traits of video games gravely impact its excessive usage. These entail inherent features that boost commencement, progress, and maintenance of play. These features include social, manipulation and control, narrative and identity, prize and penalties and appearance features. These classes create a world of fiction. It is in this world that individuals can become anything they cannot achieve in reality. They can become heroes and kings and be able to do things that are impossible in real life (Farrar et al., 2006). These games are physically designed with various sound effects like contextual music and the voice of characters. It is also inclusive of high-quality visuals. These graphics occur either in animation design and full motion video. They are also comprised of a setting in which the story is based. This may be in the form of stories, real or imaginary events. It includes a specific duration of time. This indicates how long the quest is. The most amusing feature is that they are not fixed to a particular stage. They are flexible in terms of advancing to the next stage. A sense of humor is also incorporated in these games. This makes it seem as if it is a real-life occurrence. It offers a wide variety of control options, development of characters and brand loyalty.
The Impact of video games (logos)
The positive and negative impacts of video games are reflected in the modern society. They have played a critical role in the development of computer literacy. They also create an interesting way of learning computer skills. The contemporary society is characterized by individuals who are highly conversant with the computer and all aspects related to it. This boosts flexibility in the adaptation of various concepts of computing. This has, in turn, resulted in the ease of learning in schools which are highly characterized by extensive use of computers. Video games are liable for changing the brains physical structure. The intense concentration strengthens neural circuits that can boost brain activity. They boost creativity and equip players with problem-solving skills. They are able to come up with the most effective strategies to solve puzzles and problems related to the quest. Nonetheless, they promote a nature of violence. The exposure to very violent games heightens feelings of aggressiveness and impact undesirable behavior (Anderson and Bushman, 2012). Games present the notion that violence solves everything. The fact that rewards come from being violent, acts as a way of modifying behavior. Video games can also be attributed to the social inactivity reflected in the majority of players.  The imaginary world which is created in video games renders most individuals socially inactive. These individuals dedicate most of their time completing quests than establishing genuine human relationships. Most children operate from class, directly to video games; they deny themselves interaction with their peers, which is highly significant health wise. These games promote solitude and often lead to depression. For instance, teenagers who spend most of their time playing these games are often unable to approach members of the opposite sex and communicate their intentions. They despair and end up stalking these individuals due to their inability to communicate effectively (Subrahmanyam et al., 2001). Most of these individuals display psychopathic tendencies which can be attributed to their addiction to video games. Most children face a dilemma in differentiating reality from fantasy. This has led to the increase in individuals suffering from multiple personalities.
The role of video games (pathos)
Video games act as a motivating factor. The imaginary world created by these games enables children to perform tasks that would be unacceptable for their age in real life. These tasks even allow losers in the real world to be heroes in this fantasy world. This heightens their confidence and self-esteem and acts a motivator to change their real lives and how people perceive them (Griffiths, 2002). Such individuals display a major change in their school life. They change from socially inactive students to those that readily take risks by being active in class. The role of video games in boosting self-esteem has promoted a remarkable change in students’ performance. They inspire individuals to take risks and act towards achieving the desired goal. These individuals have a sense of perseverance and often repeat a quest until they have effectively achieved the desired goal. Games are presented as complex problems which require a lot of critical thinking and problem-solving skills.  Time spent on a certain task increases the level of knowledge and skills an individual has. Video games are quite influential in promoting education. They facilitate discussions and equip students with the ability to adhere to the set rules. This is reflected even in school as most students indicate an understanding of school rules and commit themselves to adhering to them. They have been extensively vital in behavior modification. Students learn that when they do what is expected of them, they are rewarded and vice versa. Video games create a uniform interest to children, which boosts communication skills and relationships. They create a favorable distraction from the harsh realities of human life. Most individuals use these games as an escapade from their own problems. This greatly assists in the reduction of stress and depression.
Video games have greatly impacted the field of learning in the modern day.  It can be attributed to the creation of a computer literate society. Children have been exposed to a less boring manner of learning. Video games spark learner’s interests and they can acquire knowledge in computer skills gradually as they play. This has resulted in the ease of teaching and learning in schools since the computer is a learning resource. The accomplishment of tasks augments student’s self-confidence and self-esteem (Griffiths, 2002). It also acts as a motivator to change their lives and people‘s perception of them. This drastic change is reflected in their school life. They transform from socially inactive pupils to those that readily take risks by being active in class. The role of video games in boosting self-esteem has promoted an extraordinary change in school performance. On the other hand, these games have been credited with the social inactivity reflected in children and youth today. The intense dedication of most of their time for the completion of quests has hindered the establishment of genuine human interactions (Subrahmanyam et al., 2001). Human beings were designed in a way that he would get immediate satisfaction from genuine interactions. Nonetheless, children today maneuver from class to video games. They basically deny themselves interaction with their peers, which is highly significant for their health and cognitive development. Video games gravely impact socialization. It promotes solitude and feelings of despair which often leads to depression. Nonetheless, everything has its pros and cons. Innovations in the field of technology are developed in the course of time. Just like video games, these inventions are undoubtedly vital to meet the needs of the contemporary society. 
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