Video Games
8 The Brain




The History
GamesSs Over

ol Video
e Years

1950's: Whete il all Began,

In the 1950's, a man by the name

william tham made a game
fol‘ two, but mo

People know it by the name pong,

1962: Now, Time for Space

12 years after the creation of temmis

for two, a man called Steve Russell

made a game called Spacewars! at

MIT. It now involved more content
or people to play; infense

d 'gllts and gl‘&Vltg eﬁects

1972: The First Console

In 1972, a man by the name of
Ralph Baer made the
play

1978: A New Dawn For Gaming

Around the time of 1978, arcade
machines started to popularize and
s such as space invaders and
ater, the iconic pac man started to
taKe the scene of video games, but this
spularization would soon be
orgotten thanks to a new competitor

1983: The Bise of Computer
Gﬂmmg

Around this time, a new avenue of
gaming started to rise, computer

games. These o gamcesw’ould
mmfkeesamt!a%fgafnes a thing of

the past

1985: The Belease of Another
Icon

Around this time, the NES Lecame a
best selling console with titles such
ong, Duck Hunt and

as DonKkey
The Legend of Zelda

1990-84: A Rivalrg Begins
Around this time, two iconic gaming
companies were against each other,
Nintendo and , but Nintendo was
dominating with the Super Mario
titles. while Sony had the Playstation
and made games with cutscenes.

Approaches

with the rise of Microsoft, Xbox and the
release of Halos CE and 2, they started to
Lecome another Icon and a big seller. But
from the shadows, another company
Blizzard, made the iconic PC MMORPG,
world of warcraft, which made PC

1996-2000: The Release of

More Icons
with the release of the Nintendo 64,
which included 3D s now. on the

other hand, Sonyg had released the
Playstation 2 along with some iconic

2000-2002: A New Challenger

gaming more popular.
Modern Dag: Where We Are
Now

As of 2022, ing has truly evolved,
realistic ics and cutscenes,
different companies have become more
or less iconic and people on different
platforms can now play with each other

Timeline Source: (Wirtz, 2021).
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FUN FACTS

“10—20 minutes of violent gaming increased
activity in the brain regions associated with
arousal, anxiety, and emotional reaction”

(Paturel, 2014).

“Tetris Shown to Lessen PTSD and
Flashbacks” (Nixon, 2012).

“Playing video games can lead to
structural changes in the brain,
including increasing the size of some
regions, or to functional changes, such as
activating the areas responsible for
attention or visual-spatial skills”
(UOC, 2020).

“In 1998 a study showed playing video
games releases the feel-good
neurotransmitter dopamine.”

(Patural, 2014)




The Nucleus

Accumhens
The

Model of what parts "\
of the brain are

ajjected by video

Games

i Video have shown Letter cognitive
Function, specifically with short term
memory, visual attention, reaction time
and worKing memory (Guy-Evans, 2021).

e Nucleus Accumlens:
The Nuct:us Accumbens
IS atfec video S SInce you uSe
bo gomllalgands anga;zr memc?rg
(wilms, 2013).

e Hippocampus
Dltgerent tgpes of video can
either cause growth or Smge of
The hippocampus (Bailey, 2019).




PTos Cons

of Playing video games

: ‘ Even though
Bl g oo video ga:;%s can
i help eaSe anxiely and
depression they

also increase
ditterences liKe CAR
Sllj;lfdes of gray anxiely and

depression

Video games can
. : become
PLagmg video addicti
games can help tg i Jde in
Teduce anxiety I,s g

and depression sébhodl. f iy,
and social life

Video games can
maKe people
molre eSSive
and violent,
Speci caﬂ?

e that play
shooter games

(Bernstein, 2017)
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