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So we meet again, dear reader. And in the first chapter we will talk about... games. As it turns out, this is how we live - so as not to get bored, we always come up with some rules for ourselves, and also behave according to a certain personal pattern, participating in dozens of relationships with others, which in itself are the rules of the game, if you look from the outside. That is why humanity has been so tightly hooked on the gaming industry since the end of the 20th century. It was a new reality - you control a character in a "movie", or a "cartoon", that's what the first games were like. I was never a pro at this, but there were several simple video games that gave rise to unforgettable emotions in my friends and me, as they were colorful and dynamic. For me, the history of video games began a little earlier than for my friends. The thing is, when I was 7 years old, I had the opportunity to play on a laptop, way back in, mind you, 1996. It was a dark and at the same time exciting shooter-walker through labyrinths with a bunch of monsters. Well, have you already guessed what game I'm talking about? Yes, I was lucky enough to get acquainted with Doom in early childhood. I also had my own Dendy console since I was about six. When I got older, I already played games with a friend: I brought the console to my grandmother's, out of town, and we tried with pleasure and wild zeal to beat the combat toads with double dragons. There were few cartridges, but fortunately, there was this one. And I also remember how we strained ourselves at his house over an intractable level in Counter Force: where you had to jump on beams against the backdrop of a night city. It was just torture, but we started over again and again. This feeling, this hardcore is what true retro bloggers are trying to convey to us these days, playing the old-fashioned way - without saving. Then, around 2001, I got the coveted PlayStation 1. It was like this: my parents said - choose either a bike or a console. I chose the console, and I was right. At first, my brother and I played the only disc with demo games that came with the console. There just weren't many places where you could buy new discs. And the demo disc had about 12 different games, with the ability to play one or two levels.
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