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Summary
Introduction
Little research has been carried out into computer  game playing as this was originally supposed to be  a harmless and enjoyable pastime. However, with the increasing interest and participation of young children in this activity, much concern has been expressed about the effects of these games on children. The main question of this paper is whether it is good or bad to play electronic games.
Part 1
The paper  uncovered the development of the computer game, some positive and some negative aspects  of playing electronic  games:
• some studies suggest that computer games have little or no effect on children’s aggressive behaviour, or can be used in  education;
• other studies suggest that playing violent games affects  young children negatively as they show high level of aggressive behaviour – at least in the short term;
• children become addicted to computer game playing;
• computer games make children  less sociable and less academically capable.
The paper presents the types of computer games.
Part 2
 This review examines the research on the children’s opinions on computer games and their favourite types. The graphs and diagrams show what children’s hobbies are and how much time they spend on electronic games. 
Conclusion
In conclusion, we can say arguments for and against computer games. On the one hand, children  become more aggressive after either playing or watching a violent computer games. On the other hand, the games have a  calming effect and improve different abilities of children

Introduction
Nowadays a lot of children and adults are interested in computer games. They take a  great part of   our daily life.  It is quite impossible to live without computers and computer games. That is why we decided to get aware of the role of computer games in the life of children and their impact on the children’s behavior. 
The need to understand computers has never been greater than it is today. Every school operates computers and all the industries depend on computers, so it is necessary for children to begin learning to use computers as early as possible. Children can start working  on computers while playing computer games. 
It is quite  difficult to answer the question whether it is good or bad to play computer games. There are different points of view on this problem.  A search of the Internet for views on this problem will result in over 3,000,000  hits. The majority of them are sure to  be negative. The rest of them are likely to  be positive. 
Making this project we wanted to answer the question. Is playing computer games only a popular hobby or the beginning of dangerous addiction?
The addiction to computer games can be quite dangerous. For example, we can describe the accident. Dylan Klebold and his friend Eric Harris were  players of the computer game, Doom. Using a game editor, the pair modified the game to be a two player game - two shooters, unlimited health and ammunition, extra weapons and pipe bombs. They created non-player characters with no weapons or defense to be the victims within the game. On the 20th of April, 1999, Dylan Klebold and Eric Harris planted three sets of pipe bombs in and around Columbine High School. Between 11:19 am and 12:05pm, the pair embarked on a 46 minute Doom-style rampage wounding 23 and murdering 13  victims. They then used 'Arlene', the sawn-off shotgun named from Doom, to take their own lives on the day they had named 'Judgement Day'.
From this tragic event, one can conclude that such games should be banned. That is why the majority of literature about computer games is negative. But are these games are only negative? 
The aim of this project is to find out and to discuss if it is good or bad to play computer games, try to explore the impact of computer games on children.
The objectives of the project are
· to get to know the importance of computer games for children; 
· to learn the types of computer games; 
· to know the rules or proper playing.

Our hypothesis is of two kinds. 
· It is good to play computer games because they improve imagination, logical thinking and attention.
· It is bad to play computer games because they do children much harm. 
Let’s comment on this problem in this paper.






Part 1
1.1 The Development of the Computer  Game.
The  first computer game appeared in 1962. It was invented by a student. It was Spacewar, developed for a PDP-1 computer.  The game involved two players each controlling a spaceship with 31 torpedoes. The goal of the game was to shoot and destroy your opponent.
A lot of simple electronic devices followed, but it was not until 1972 when the computer game era started to develop games on arcade style platform.
In 1976 Zircon developed the first Shooting Gallery game for the home market.  Games like Zork and Ultima captured the imagination of game players and cults developed to the extent that these games are still played twenty years later. The character Super Mario has also developed a cult, earning over half a billion dollars for Nintendo. It was in 1989 that Nintendo released the original Gameboy with Donkey Kong and the Mario brothers.
The first shooter computer game (FPS) is a 3D interactive animation where the computer user is the person holding the weapon and moves forward through the game making it appear real. The FPS game called Doom was released by id Software in December 1993.  
With the entry of the Personal Computer from IBM and Apple, the corporate sector of America started to invest in software companies that developed computer games. This financial backing   gave birth to icons like Electronic Arts, Lucas Arts and Sierra. They quickly dominated the game industry and stuill publish world-wide titles today. But these large conglomerates were not prepared for what was about to happen. It was in 1991 when a software company, simply called id, put the  gaming phenomenon into overdrive. A young pizza boy by the name of John Carmack invented a technique that scrolled 2D graphics smoothly and seamlessly. He used it in the now infamous Commander Keen – a game in which an eight year old boy shoots aliens. Id Software’s cheque  was 10,000 US Dollars. Carmack then channeled his talents to produce a revolutionary 3D graphics  engine.  In 1991 id Software produced the first of what we know as first person shooters – Hovertank 1 Catacombs 3D.  Then they went on to develop Wolfenstein, Doom and Quake. Today they license their 3D technology for games like Heretic and Half-Life. 
Around the same time that Carmack was developing ground breaking graphics techniques, a Russian scientist became fascinated with a children’s toy called Pentominos. The object of the toy was to fit the different shaped pieces back into the box that they were removed from. He devised a way of displaying it on his computer and later developed it into a game. The scientist was Alexey Pajitnov and the game was Tetris. Still played today, Tetris is ported to more platforms and played in more countries than any other game. Nintendo have shipped more than 70 million Tetris modules on its Gameboy platform.

1.2 Positive Points of Playing Computer Games
As we have noticed there are different points of view on computer games in the literature. They are positive and negative. 
Paul R. Kearney, a teacher of the School of Computing and Information Technology in Auckland, New Zealand, describes positive aspects of computer games. 
Firstly, they can be used as an educational tool. Mental rotation (MR) is the ability to imagine what two and three  objects would look like after being rotated. This ability, called  spatial visualisation, is necessary  in occupations involving engineering and conceptual tasks. Research completed by Dorval and Pepin suggests that students with spatial visualisation abilities are usually  high achievers and successful   in mathematics and science. Tetris was also used in a study by Okagaki and Frensch. They found that spatial visualisation abilities were improved in college students after 6 hours of playing. Similarly, research done by De Lisi and Cammarano, showed that students playing a game called Block Out, also improved their mental rotational skills. 
So we can declare that some computer games are of great importance in training how to manipulate  geometrical figures and bodies (Tetris and Block Out). Both programs are known as  motivating and exciting games. They permit the child to explore new geometrical shapes and bodies, to shift them about, and to reflect on the fact that they will look different depending on the angle form which they are viewed. (p.51)
Secondly, computer games are very useful in the development of children’s imagination. Dolittle published  data  showing that students who played computer games, solved riddles and tackled problems with more imagination than those who did not play games. The students playing games excelled in critical thinking courses and were able to overcome statistical problems by thinking outside the square. He concludes with:
The principle barriers to a society of better problem solvers may simply be that too few teachers are attempting to teach students the skills of creativity. (p.35)
1.3 Negative Points of Playing Computer Games
Some computer games like Doom or Quake are known to be  banned at schools and on campus because of their negative impact on children’s behavior. Computer games can cause cardiovascular problems, anxiety.
There is no denying the fact that children now are more overweight, less active, and adopt a more sedentary lifestyle than those of  20  years ago. They are generally attributed to television watching and computer games. There is  even  a  new term for serious  pain caused by spending too much time playing on a computer.
Beazzant  declares  the hypothesis that "children's physical and psychological health is at risk and being damaged through the use of games consoles and the games being played through them" (p.1). However, he comes to  the following conclusion: 
These games are supposed to have a  damaging effect upon the children’s health. Besides, they make players  become compulsive players and form an addiction to the games. “The addiction is not seen as the primary problem but a secondary effect of an original problem. If an external problem exists which a child cannot solve without help or that the problem doesn't involve them they may find that continuous playing that involves them takes them away from the external real life problems. This addiction which then sets in can become a medium for other problems to come into light such as unsatisfactory behaviour and aggression”. (p.23) 
It is noticed  by Anderson and Dill that short-term aggression is increased after playing violent computer games. For example, the game Counter Strike, a popular version of the FPS Half-life, has accurate weapons configuration  and life-like 3D graphics. 
Families of the victims from Columbine appeared in court against id software and other gaming companies. The case was dismissed by U.S. District Court Judge Lewis Babcock. He said that "there was no way the makers of violent games including Doom and Redneck Rampage, and violent movies such as The Basketball Diaries, could have reasonably foreseen that their products would cause the Columbine shooting or any other violent acts." He went on to "reject the argument that the video games were defective because they taught Harris and Klebold how to point and shoot guns without teaching them the responsibility or consequences of using weapons" (The Associated Press, 2002, p.1).
As we can see, computer games also make  negative impact on children.

1.4 Types of Computer games 
There are different types of the games. 
· Arcade games
The aim of these games is   destruction of virtual enemies or monsters.
· Logical games 
This kind improves logical thinking, learning abilities and imagination. They are puzzles, Tetris,  draughts, chess etc.
· Role playing 
Playing these games  a person  has a certain role.
· Strategy or Policy
These games suggest that  a gamer should be  a commander or a leader of any state.
· Simulation 
While playing this kind of the games a player becomes  a pilot, a captain or  a racing driver. He has a rudder or a wheel in his/her hands.
· 3 D – Action 
This type of the games is  known to be the most advanced because  everything is like the reality. Many people prefer these games.







Part 2
2.1 A review of the research findings
2.1.1. The time spent on computer games
Making this project we asked 160 students of our school  how much time they spend  on computer games. 
This graph shows that most of the students (32%) spend 2 hours playing on a computer. 40(25%)  students answered that they spend much time  playing computer games.  Only 15(9%)  students said that they don’t play computer games at all.
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 The time spent on computer games
2.1.2. The hobbies of the children 
Also, we asked  the  children about their hobbies. The students of the 1st, 5th and 7th 
Forms like to play computer games. The students of the 11th  Form prefer  the Internet to computer games. They like to find interesting  information on the Internet and to communicate with each other using a computer. Other hobbies of the children are playing sport, reading books and collecting coins. We are pleased to conclude that computer games, on the whole, do not replace other leisure activities like sports or reading.
[image: ]
The Hobbies of the children
2.1.3. Favourite Types of the Games 
Besides we asked the students what types of computer games they prefer. This diagram shows that our students prefer 3D action,  simulation games and role playing . 
[image: ]
                           The types of computer games 

2.1.4. Is it Good or Bad to Play Electronic Games?
We wanted to know the children’s opinions on computer games. Is it good or bad to play them?  The students of the 1st, 5th and 7th Forms think that it is good. The students of the 11th  Form believe  that it is bad.  The most of the students consider it to be good to play games on a computer.

[image: ]
Is it good or bad to play computer games?

2.2 The Rules of Proper Playing
Children can play the games if they follow the rules of proper playing and choose the appropriate types of the games. They shouldn’t be aggressive. We think that their parents should play a great role in forming computer gaming culture.
First of all, children should observe the time spent on the game, organize their place and do some exercises for eyes. See Appendix 3.



Conclusion or Game over?
In conclusion, we can say some words for and against the games. We can’t say that it is just good or bad. Computer games have their  advantages and disadvantages. On the one hand, they develop attention, imagination, critical thinking etc. On the other hand, playing computer games  causes aggressive behavior, health problems, hypodinamia, addiction and lack of activity.
There is no evidence that suggests we need to be alarmed about children's gaming cultures. Children who are fond of playing computer games shouldn’t  give up other activities and interests like outdoor and sport activities. Our research also do not suggest that electronic games lead to social isolation. In most cases it seems to be fully integrated into children’s relationship. Children like to be together with their friends. It is a favourite leisure activity. The interactive qualities of computer technology are quite attractive in situations when children are alone, however. 













Appendix 1
Questions 
1. What form are you in? ______________

2. Do you play computer games?    

   _Yes       _No       _Sometimes

3.  How much time do you spend playing computer games?

  __hours        ____minutes  a day / a week    

4. Underline. Which do you prefer: to use the Internet, to find there any interesting information or to play computer games?

5. Tick. What computer games do you prefer?
· Arcade games
· Logical games
· role –playing
· strategy or policy
· simulation games
· 3D – Action games

6. Write down the name of your favourite computer game_________________

7. What do you think whether computer games are good or bad for you?





Appendix 2 
Children’s Hobbies
1.  Have you got a hobby? What are your hobbies?
2. Mark what you like to do in your free time.
· To go out with my friends
· To watch TV
· To play computer games
· To read books
· To play sport
· To listen to music
· To go to the cinema
· To go to the museum or gallery
· To walk in the park 
· To go shopping 
· Nothing
3. Have you got a computer?
4. Have you got computer games? How many?









Appendix 3 
Rules of Proper Playing

1. Observe the time spent on games:
· 1 Form  – about 10 min;
· 2 – 4 Forms -  15  min;
· 5 -7 Forms – 20 min;
· 8 – 9 Forms – 25 min;
· 10 – 11 Forms – 30 -40 min;

2. Organize your place: 50 sm  from the monitor.

3. Do exercises for your eyes and muscles. 













Glossary
Accident  -  несчастный случай; катастрофа; авария
addict  -  заядлый любитель; приверженец
addiction - склонность к чему-л., пагубная привычка
aim  -  цель, намерение; стремление, замысел
ammunition  -  боеприпасы; снаряды, патроны; подрывные средства; боезапас
appear  - 1) возникать; обнаруживаться
               2) выглядеть, иметь вид 
               3) выходить, издаваться
aware  - осведомленный, знающий
ban  -  запрещение; запрет | запрещать
behaviour  -  поведение, образ действий, манера
defense - оборона, защита
depend  -  зависеть, находиться в зависимости (от кого-л., чего-л.)
destroy  - разрушать, уничтожать
develop  - 1) совершенствовать; развивать
                 2) проектировать, разрабатывать
editor -  редактор, программа редактирования
embark -  а) грузиться, садиться на корабль, на самолёт
                б) грузить, погружать на корабль 
                в) отправиться на корабле или самолёте (куда-л.)
examine  - 1) изучать, исследовать 
                 2) рассматривать 
explore  -  исследовать, рассматривать, изучать, анализировать
extent  -  1) размер 2) степень, мера
harm  -  1) вред, ущерб  2) неприятность .
imagination -  воображение; фантазия
impact  - влияние; воздействие || влиять воздействовать
improve  -  улучшать;  совершенствовать  ;
increase  -  возрастание; увеличение || возрастать; увеличивать(ся)
invent   - изобретать; создавать
involve  - 1) вовлекать, включать 
                2) включать в себя
murder  -  убийство
objective   - цель; задача; задание
observe   - 1) соблюдать (закон и т.п.)   2) наблюдать
proper  -  1)присущий; свойственный; собственный
                2) правильный; должный; надлежащий
research  - 1) изучение, исследование 
                 2) изучать, исследовать
shooter  -  1) стрелок Syn: marksman 
                 2) огнестрельное оружие (ружьё,  пистолет, револьвер)
shotgun -  дробовик
victim  -  1) живое существо, приносимое в жертву божеству 
                2) жертва
violent  - 1) неистовый, яростный
                2) сильный, интенсивный
weapon  -   орудие, оружие
wound  - 1) рана, ранение | наносить рану, ранение; 
                2) ранить
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