
Video games 
 



Definition of video games 

 Video games are electronic games played on a 

video screen (normally a television, a built-in 

screen when played on a handheld machine, 

or a computer).  



History of video games 

 The history of video games goes as far back as 

the early 1950s, when academics began 

designing simple games, simulations, and 

artificial intelligence programs as part of their 

computer science research. 

  Video gaming would not reach mainstream 

popularity until the 1970s and 1980s, 

when arcade video games, gaming 

consoles and home computer games were 

introduced to the general public.  



History of video games 

 Since then, video gaming has become a popular 

form of entertainment and a part of modern culture in 

most parts of the world. As of 2015, there are eight 

generations of video game consoles, Such as 

Nintendo's "Wii U" , Microsoft's "Xbox ONE" , and Sony's 

"PS4" or "PlayStation 4". 

 



Types of games 

 There are many types, or genres, of these 

games: role-playing games; shooters, first-

person shooters, side-scrollers, and platformers 

are just a few. 

 



Consoles 

 Video games usually come on CDs, DVDs or digital 
download, but many games used to come on 
cartridges.  

 The device used to play a video game at home is called 
a console. There have been many types of consoles and 
home computers used to play video games. Some of the 
first were the Atari 2600, the Sega Master System and 
Nintendo Entertainment System in the 1980s. Newer video 
game consoles are the Xbox 360, PlayStation 3, and Wii. 
The best selling video game console of all time is the 
PlayStation 2, made by Sony. 
 



 People can play portable video games 

anywhere. Mobile devices (running operating 

systems such as iOS or Android) also can 

download games, making them portable 

gaming powerhouses. More recently mobile 

emulators have become available as apps, so 

cell phones can play games from a lot of 

consoles. 

 



Video Games Addiction 

  Gaming addiction is not yet officially recognized as a 

diagnosable disorder but there is increasing evidence that 

people of all ages, especially teens and pre-teens, are facing 

very real, sometimes severe consequences associated with 

compulsive use of video and computer games. 

 Video games are becoming increasingly complex, detailed, and 

compelling to a growing international audience of players. With 

better graphics, more realistic characters, and greater strategic 

challenges, it’s not surprising that some teens would rather play 

the latest video game than hang out with friends, play sports, or 

even watch television. 



Evolution of video games 

( The image speaks for itself ) 
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The End… 


