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We live in a time of active development of information

technologies. Among all the variety of innovative developments,

a big place is occupied by virtual reality technology, which is

predicted to become the new mass "drug" of the 21st century. Virtual

reality provides users with many possibilities that cannot be realized in

reality. But at the same time, virtual reality also hides the real dangers.
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created by computers that has all the

hallmarks of reality that can be

penetrated and transformed from the

outside.
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The problems of virtuality became relevant in

the late twentieth century, when computer

technologies and devices capable

of reproducing the virtual world

began to actively develop.

One of the main

problems is gambling.

Playing games (Latin ludus –

a game)- is too much 

passion for computer

or gambling.
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In Second Life, the residents themselves create

environmental content: clothing, homes, cars and more.
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Many universities and companies use

Second Life to study, including

Harvard and Oxford Universities.

In 2007, Second Life was

used as a place to learn

foreign languages.



Młodzieżowa Szkoła Liderów Bezpieczeństwa 
Mediów Społecznościowych

z



Młodzieżowa Szkoła Liderów Bezpieczeństwa 
Mediów Społecznościowych

z

According to the Guinness Book

of World Records, World of

Warcraft is the most popular

MMORPG in the world.
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Unlike the previous

Warcraft games, this game is not

a real-time strategy game, but

a multiplayer online game.

Worldof Warcraft allows

the player to dive into the world

of Warcraft by taking on the role

of the chosen character. Everyone

sets the goals of the game for

himself.
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• Cannot play during depression, with serious

changes in life.

• Do not play when you are acutely lonely. Players

are bad interlocutors.

• Much reduce the risk of passion for the game

interesting life, knowledge, understanding that

alcohol, drugs and excess games are all one chain,

the end point of which is complete self-destruction

of the individual
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