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With the widespread adaption of broadband internet and computers in the modern home, people have the ability to use the internet both as a product and as a means of purchasing other products. The main focus of this writing is to examine some of the potential effects that video games and might have on consumers.
Collin Campell described daydreaming as an integral part of consumer life. He writes, “Daydreams are experienced as convincing…individuals react to them as if they were real…while realizing that they are not.” (145) In fact, many of Campell’s thoughts can be applied to video games. He talks repeatedly about how individuals use daydreaming to craft alternate, perfected visions of the world around them. Players of games such as World of Warcraft are dropped into fabricated worlds and allowed to create their own avatar to control. 
As they play along they meet and develop friendships and guilds with other players; entire societies are thus formed. These societies can potentially improve intra-personal skills and learn about micro-economics through in-game trade (Albeit unknowingly). As with any society, however, there are those who enjoy the evil life: betraying others trust, stealing, and exploiting game play. 
Michael Schudson’s republican critique of consumers deals with “the corrupting influence on public life of a goods orientation in private life” (258). As mentioned, video games clearly have the potential to create a skewed view of what is acceptable in the real world potentially leading to crime or poor character.

Video games are fine in moderation, but if they become a habit, actions could spill over into reality. Campell goes on, “like all forms of pleasure, daydreaming can easily become addictive and result in a certain tendency to withdraw from ordinary life.” (146) Again, players often have more fun in this alternate universe than in their own school or work life. Thus players tend to draw away from real life in favor of an alternate life where they feel more important. In this manner the problem of social withdrawal as described by Campell is compounded many times over through video games. 
Open ended games, including those online, always have something left to accomplish which hooks in consumers. Campell describes the modern consumer as having an “almost magical ability to produce new wants immediately after old ones are satisfied.” (142) Indeed more than he knew, producers have evolved to rely on this. World of Warcraft has over 8 million players paying 15$ per month to live in this alternate universe. No other luxury store in the world can boast that many active customers.
In summation, the ideas of daydreaming and unlimited desire Campell put forth back in 1994 have only become more pronounced with the advent of the Internet. Modern consumers have become so drawn to the Internet that shopping at a conventional store seems to be more of a nostalgic experience than anything else. Especially the younger generation who have begun to experiment with creating a new life online. Blogs, Facebook, chat rooms, and especially video games all provide users with a portal to another life, often more exciting than the one they lead in the real world. Through these facades users can experiment socially to either gain acceptance or todo things considered immoral in the real world. The key to avoiding the social decay described in republican critique is maintaining the distinction between what is acceptable online and what is acceptable in the real world. The Internet is perhaps the most innovative tool ever created, but it has the potential to destroy social, face-to-face bonds and society must be wary of that moving forward.


