
ELECTRONIC GAMES

An electronic game is a game that employs electronics to create an interactive system with which a player can play.
Video game is the most common form today, .

As video arcades and home video game consoles gained in popularity, youth culture quickly adapted to this
type of media, engaging in competitions to gain high scores and spending hours at the arcade or with the home
console. For example, the newest games have so many levels and twists that they may take more than hours to
complete, and the graphic capabilities allow the game player to alter the visual perspective from narrow to
panoramic. As mentioned earlier, games like Rock Band and Guitar Hero have been used to promote bands.
The development of video games for the personal computer platform expanded the ability of video games to
act as media by allowing complex stories to be told and new forms of interaction to take place between
players. Its designer, Shigeru Miyamoto, tried to mimic the experiences of childhood adventures, creating a
fantasy world not based on previous models of science fiction or other literary genres. The study cited the fact
that video game systems were present in most households, kids favored learning through video games, and
games could be used to facilitate analytical skills. One interesting innovation in mobile gaming occurred in
with the release of the Nokia N-Gage. Participants in the test were asked to play a first-person shooter game
for one hour a day for 10 days, and were then tested for specific visual attention skills. The Nintendo system
used newer, better microchips, bought in large quantities, to ensure high-quality graphics at a price consumers
could afford. Long criticized for taking kids out of the backyard and into a sedentary spot in front of the
television, many video games have circled back to their simpler origins and, in doing so, have made players
more active. Video games were appealing because they were both a fantasy world and a means to excel at
something. The Xbox featured expanded media capabilities and integrated access to Xbox Live, an online
gaming service. Its first home console, developed in for sale in Japan, tried to succeed where Atari had failed.
The sporadic history of the video game industry makes it unclear if this type of game will maintain market
share or even maintain its popularity, but it has clearly opened new avenues of expression as a form of media.
Players called each other with loopholes and tips on how to get Mario and Luigi onto the next level, and now
they exchange their tricks on gaming blogs. The batting friend tells the other to throw his pitchâ€”and he does,
excitedly firing his controller into the middle of the plasma television, which then falls off the wall. Doom,
released in , and Quake, released in , used the increased processing power of personal computers to create
vivid three-dimensional worlds that were impossible to fully replicate on video game consoles of the era. By
June , in the United States, the Wii had sold  Bushnell asked Alcorn to design a simple game based on
Ping-Pong, explaining by way of inspiration that Atari had received a contract to make it. This system targeted
an even older demographic of to year-olds and made a large effect on the market; by March of , Sony had sold
million PlayStations. Sketch out a timeline indicating the different occurrences that marked your experiences
related to video games. Game Culture To fully understand the effects of video games on mainstream culture, it
is important to understand the development of gaming culture The unique set of aesthetics and principles that
characterize video games. Select the most influential and important games released to the general public
within the last few years. For example, in William A. These newer games have expanded on the idea of an
open video game world, allowing players to have their characters buy and manage businesses, play unrelated
mini-games such as bowling and darts , and listen to a wide variety of in-game music, talk shows, and even
television programs. The Evolution of Portable Gaming Nintendo continued its control of the handheld game
market into the s with the release of the Game Boy Advance, a redesigned Game Boy that offered bit
processing and compatibility with older Game Boy games. The end of the s ushered in a new eraâ€”what some
call the golden age of video gamesâ€”with the game Space Invaders, an international phenomenon that
exceded all expectations. One such institution was the University of Utah , home of a strong program in
computer graphics and an electrical engineering student named Nolan Bushnell. The most basic can now be
sold for less than the cost of a glossy magazine. The player and projectiles could be any picture, from tanks
dodging missiles to a dog catching sausages. The game employed a narrative in the same manner as more
complicated computer games, but its controls were accessible and its objectives simple. Think about the
influence video games have had on you or people you know. Are video games entertainment or art? Many
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rock bands have allowed their previously recorded songs to be used in video games, similar to a hit song being
used on a movie soundtrack. It was the Magnavox Odyssey, and it was based on prototypes built by Ralph
Behr in the late s. Atari bet heavily on its past successes with popular arcade games by releasing Pac-Man for
the Atari  Many of these people, because they often did not fare well in society, favored imaginary worlds
such as those found in the fantasy and science fiction genres. Also, the distribution apparatus for the two
media is totally different. The late s also saw the birth of companies such as Activision, which developed
third-party games for the Atari  As the kids who first played Super Mario Bros. It is obvious that an individual
who buys a video game, takes it home, and plays it during his or her leisure is, in fact, playing a game. The
Xbox was an attempt by Microsoft to enter the market with a console that expanded on the functions of other
game consoles.


