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Introduction
Technological progress is developing. Computers, tablets, iPads, phones are more and more included in our life. This is part of life for a modern person. 

Relevance: video games have become something of an infection: they are played at school, at home, at work, on the street. Everyone plays: children, teenagers, adults. Some argue that video games are dangerous for the human psyche, different "shooters" develop aggressiveness and cruelty. Others note the positive aspects: “toys” develop logic, resourcefulness, non-standard thinking, a person discovers new qualities in himself, learns to think creatively. I thought about the question: are video games good or bad and how do they affect a person?
Thus, we can put forward a hypothesis (assumption): video games can have both positive and negative effects on a person.
In this regard, I set myself a goal: to identify the relationship between the benefits and harms of video games.
To achieve this goal, I set myself the following tasks:

1. Learn the history of the first video games.

2. Explore the types of video games.

3. Identify the harm and benefits of video games.

4. Carry out the classification of games by genre.

5. Conduct a social survey among students in my class;

6. Analyze the collected material and come to a certain conclusion;

7. Create a presentation of the project work;

8. Develop recommendations to prevent the harmful effects of video games;

9. Create a brochure with recommendations;
10. Post information on social networks so that Russian peers and foreign young people can get acquainted with it;

11. Make a presentation and introduce the students of our school to the research results and recommendations.
Methods:

1) analysis of special literature and Internet resources;

2) questioning of students of the 5th and 11th grades;

3) observation;

4) processing of results.
Object: influence of computer games on a person.

Project product: report, presentation and website with recommendations in social networks in English and Russian for Russian and foreign students.
1. The history of  video games
The history of computer and video games spans five decades; they only became part of pop culture in the late 1970s.

The first primitive computer and video games were developed in the 1950s and 1960s. The invention of video games is usually credited to one of three people: Ralph Baer, ​​the engineer who put forward the idea of ​​interactive television in 1951, A.S. Douglas, who wrote OXO, a computer implementation of tic-tac-toe in 1952, or William Higginbotham, who created Tennis For Two in 1958. This game consisted in the fact that two people, drawn on the oscilloscope screen, threw a ball over the net - a dash in the middle of the screen.

In 1962, Steve Russell wrote Space war and John's Great Adventure. The game ran on a PDP-1 minicomputer and quickly spread to all universities in the country.
In 1967, Baer created a ping-pong game similar to Tennis for Two. Together with Magnavox, he worked on the creation of the first console, called the Magnavox Odyssey in 1972. The development of slot machines in the 1970s led to the so-called "Golden Age of Arcade". One of the most famous games of that time was "Pong" (Pic. 1 Appendix 1).
So gradually, year after year, the games have improved. If we compare a modern game (Pic. 3 Appendix 1) with the very first computer game, which was a rocket simulator - Space war, created in 1942 by Thomas Goldsmith Jr. and Easley Ray Mann, then of course the difference is not difficult  to notice (Pic. 2 Appendix 1). 

Already, the evolution of games is taking place more in terms of plot, design, some small elements than in technical terms. Today, it begins to become important for a person how the game will develop, its plot and not just shooting while spending time.
This is how the evolution of games and genres looks like over 50 years. Computers improved - the quality of games, graphics, sound grew. Ahead, humanity is still waiting for a myriad of new, revolutionary games, as well as countless sequels of games that have already become classics.
Thus, we noticed that the evolution of games has spanned over 5 decades. Computer games have advanced a lot in terms of their development. Today we can virtually drive a car, lead troops, participate in hostilities. As we said, today it is becoming more and more important to look at the development of the game, in terms of the plot, and not just shoot or drive a car.
. 

2. Types of computer games
Ask any student what a computer is for  games, of course! Playing computer games is an exciting and exciting activity. Moreover, now the gaming industry is approaching cinematography with huge leaps, and games are becoming more exciting and realistic. Some people who call themselves gamers (from the English game - a game) are able to sit for hours, trying to correctly lay bricks in "Tetris" for days to master different fabulous spaces, wander around castles full of ghosts for weeks, build cities on unknown planets for months, fire all kinds of weapons. There are games that are played by whole teams on a local network or on some server on the Internet. Members of a fanatical group can be from the same institution or bank, or they can be from different countries of the world, which, however, does not prevent them from playing Quake or Counter Strike together and communicating fully in their own way.
Each computer game, like a movie, has its own genre. It is impossible to replay all the games in the world, so I will only describe the main types of computer games.
The main types of computer games are described in the Appendix 2 (Appendix 2).
 So we can conclude: there are a huge number of games that cannot be replayed, including games of different genres (strategies, simulations, shooters, and many others). Of course, their influence is diverse (some develop thinking, others generate cruelty), but they all have one big minus - a negative impact on human health, both physical and mental
. 

3. The impact of video games on people
3.1. The negative impact of video games on humans
Recently, it is customary to blame video games for everything. Their opponents insist that video games are capable of destroying the psyche, impairing thinking, contributing to visual impairment, inattention, obesity and other developmental stresses. In fact, all this is not true and has already been scientifically proven by experiments that hobby for video games does not cause serious harm to health, both physical and psychological. But there are still exceptions. Indeed, there are cases when not only children, but also adults fell under the negative influence of video games, became hostages of the virtual world. Signs of poor health are outlined in the appendix (Appendix 3).

All other judgments about the negative impact of video games are erroneous and unsubstantiated.
3.2. The positive impact of video games on humans
Despite all the contradictions, statements about the dangers of video games, about the degradation of mankind under the influence of gadgets, despite all this, the game industry will continue to accumulate a huge user audience, because every day it becomes more and more interesting, different game products are constantly being released, and the games themselves that capture the attention of millions of people around the world. All people who are addicted to this, all those who develop video games, are professionally engaged in e-sports, are engaged in its popularization, are firmly convinced that in addition to negative influences, video games have many positive qualities (Appendix 4).

Thus, I have deduced the main benefits of video games and their positive impact on humans. As eSports is rapidly gaining momentum, in the future, eSports will become one of the leading professions. For example: in China, it is already recognized at the state level that a gamer is a full-fledged specialty, because in this country there is a large number of professional e-sportsmen who wanted their type of activity to be officially recognized by the state.
4. Research part
4.1. Results of the survey of teenagers
To clarify the attitude of adolescents to computer games, a survey was conducted.

The survey involved 20 people from the 5th grade and 20 people from the 11th grade. The obtained data were subjected to statistical processing.

Results of teenagers' answers to the question: "Do you have a computer?" are presented in diagram 1 (Appendix 5). As you can see from the diagram, 100% of adolescents from grades 5 and 11 have a computer.
Results of answers to the question of the questionnaire “What games do you prefer? (role-playing, developing)? " are presented in Diagram 2 (Appendix 5). As can be seen from Diagram 2, 65% of 5th grade teenagers prefer educational games, and only 40% of 11th grade. Only 25% of children from the 5th grade are fond of role-playing games, and 35% of the 11th grade. 10% of the 5th grade do not play at all, and 25% of the 11th grade. The study shows that, unfortunately, the 5th grade prefers developing games, and the 11th grade prefers role-playing games. But there are also those guys who do not play computer games at all, the overwhelming majority of 11 graders.
Results of answers to the question of the questionnaire "Do you often play computer games?" are presented in Diagram 3 (Appendix 5). 60% of teenagers often play in the 5th grade, and 35% in the 11th grade. In the 11th grade, 65% of students rarely play, although, as in the 5th grade, 40% of students rarely play.

Results of answers to the question of the questionnaire "Does your pastime at the computer influence your studies?" are presented in diagram 4 (Appendix 5). As you can see from Chart 4: 85% of 5th grade students believe that the computer does not affect their studies, and only 15% believe that it does. However, in grade 11, 45% of high school graduates believe that the computer affects learning, while 55% think otherwise.
Results of answers to the question of the questionnaire "How much time do you spend playing computer games?" are presented in diagram 5 (Appendix 5). As can be seen from Diagram 5: 20% of grade 5 students and 40% of grade 11 students spend 1-2 hours at the computer. 40% of 5th grade schoolchildren spend 3-4 hours at the computer, and 30% in grade 11. 10% of the 5th grade and none of the 11th grade spend 4-5 hours at the computer. The largest amount of time that schoolchildren spend playing computer games turned out to be in fifth graders (10%), and in 11th grade they do not play computer games due to lack of time.
5. Impact of computer games on students
I decided to study the effect of computer games on the health of students in practice. For this I used:

- ton meter;

- stopwatch;

- computer class;

- 3 computer games (the first one is the shooter “Counter-Strike: Global Offensive”, the second one is the strategy “Hearts of Iron IV”, the third one is developing “Learning to think logically 2”;

- tests for aggressiveness.
We conducted a study among 5th grade students, under the guidance of Irina Rudolfovna Sokolova. Six people from the class were selected for the study.

First, before playing the computer, we conducted an aggression test “Bass - Darki Questionnaire” (Appendix 6). Also, before a computer game, we took our pulse and blood pressure. Having learned the pressure, pulse, psychological state of the students, we began to conduct the main part of our research.
Highlights:

- We put one person for each game.

- While playing the computer, after 30 minutes we measured the pressure, pulse of each student and monitored posture.

- After the teenagers finished the game, we conducted a psychological test, namely, aggressiveness, but that was after the game.

Based on the work done, we noticed:

- First of all, the individuality of each person, because each is characterized by different blood pressure and pulse.

- It can be seen from the table (Appendix 7) that the pupils playing role-playing computer games (shooters and strategies) had increased blood pressure and increased heart rate. In students playing educational games, blood pressure and pulse practically did not change throughout the observation period.

- The table also shows that only 2 out of 6 pupils have correct posture.

- The psychological state of the children after playing on the computer changed for the worse, the manifestation of signs of anxiety only among students who played shooters.

Based on the results of the survey, it can be concluded that the use of a computer by students without observing the rules of work is one of the reasons for the deterioration of the health of students.
6. Recommendations for students
1. Observe the rules of working at the computer:

2. Metering the time you spend at the computer.

The length of the game must be age appropriate:

• 7 minutes - preschooler;

• 10 min. - first grader;

• 15 min. - fifth grader;

• 20 minutes - sixth, seventh grades;

• 25 minutes - 8th, 9th grades;

• 50 min. - tenth, eleventh grades;

• 4h - adults. And only an adult can resume work in 40 minutes;

3. Exercise.

4. Have an active lifestyle.

5. Walk, breathe fresh air.

6. Give preference to study, reading books.
7. Attend interesting clubs, associations.
8. Try to use the computer for intellectual development.

Conclusion
My studies of this problem have shown that the issue of computer games is relevant and requires the development of measures to prevent undesirable consequences for schoolchildren, who are more and more addicted to the computer.

As it turned out, everything depends on a sense of proportion and a kind of game. Virtual reality should not take up all the student's free time, it should also not provoke him to cruelty, develop aggression and anger in him. It should just be one of the leisure options, along with sports, walking in the fresh air, reading books, watching movies, meeting friends ...

If you realize that you are deprived of all of the above, and only games are left in your life - urgently fight it! Better yet, just avoid this situation. Life is so beautiful and varied - and it would be so foolish to spend it all sitting in front of a monitor screen.

I came to the conclusion that a computer can become a friend or a sworn enemy, it can help in trouble, or it can add a bunch of problems, it can help to find like-minded people, or it can lead to loneliness.

Long play computer games affects the health of schoolchildren. At the same time, they get very tired, fall asleep poorly, sleep anxiously, mental fatigue sets in, which causes neuroses and associated irritability, rudeness, absent-mindedness. Restless sleep and grinding teeth during sleep indicates that the child has an increased excitability of the nervous system.

As a result, my hypothesis was confirmed: computer games can be beneficial, as well as harmful to health, and if we follow the rules of working at the computer, monitor the duration of stay at the monitor screen, listen to useful advice, then the computer will only be our friend and will help with studies.
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Pic. 1. The game "Pong" 
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Pic. 2. Space war game

[image: image7.png]



[image: image8.png]


Pic.3. The Need For Speed game
Pic. 4. Hit and Run Games
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Pic.5. Simulator game
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Pic.6. Strategy game
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Appendix 2.

Types of computer games
1. Shooter games

Games like "hit and run" or "shoot anything that moves" are favorite games of younger students and some adults (Pic. 4 Appendix 1).

Common games of this type are called arcades. Instead of the frivolous word shooter, gamers use the incomprehensible to the uninitiated, and therefore the cooler word shooter. All these games are characterized by quick reactions.
Therefore, they develop responsiveness, and therefore the ability to make decisions as soon as possible, but they cause nervous disorders in humans
. 

Since aggressiveness and cruelty are present in these games, this affects the emotional and moral development of a person. That is, after a long-term shooting game, a person becomes aggressive both physically and verbally.
2. Stimulation games 
Games - simulators (simulators): various kinds of races, war and space games. Usually the player is sitting in the cockpit of an airplane or car with screens, levers and buttons (Pic. 5 Appendix 1).

In simulators, quick reaction is also important, since driving and flying are at high speed, and combat is generally a matter for the agile. Thanks to simulators, a person can learn traffic rules while driving a virtual car. We can also run an entire state, almost as in reality (regulate taxes, public security, conduct espionage and much more
. 
Thanks to playing simulators, a person can develop the ability to: lead, make responsible decisions; teach the rules of the road; learn the world and foreign languages, that is, a person develops intellectually.

But with all these qualities, with prolonged play of games, vision may deteriorate, posture will be impaired, and psychological disorders develop.
3. Games - strategy
In strategy games (strategies), you build cities, countries and even entire planets, managing their development, building houses and roads, conducting electricity, taxing residents, forging alliances and declaring wars (Pic. 6 Appendix 1).

While playing them, a person develops logical thinking and the ability to lead, think abstractly and choose the best step, for the further development of the course of the game in his favor. But in these games, there is also cruelty (defeat of enemy troops), but also with a long game, many diseases can develop (visual impairment, posture, emotional disorders

Appendix 3.

Signs of deterioration in health due to computer games
1. Blurred vision
As a result of the fact that a person looks at the monitor for a very long time, he begins to blink many times less often than during normal life, while drying the shell of the eye. By my example, I can refute this opinion. My friends and I spend more than three or even more hours in front of the monitor every day. Our vision remains at a consistently excellent level after numerous checks over the past few years. This proves that the deterioration in vision may be due to a genetic predisposition.
2. Obesity


Of course, spending a long time at the computer presupposes a sedentary lifestyle, which contributes to the accumulation of body fat. Also, a person sitting at a computer receives little fresh air, which is necessary for metabolism in the body. All of these can lead to serious health problems. To avoid them, it is enough to follow simple rules:

•
do physical exercise,

•
 to live an active lifestyle;

•          walk, breathe fresh air;

•          measure the time that you spend at the computer.
3. Distortion of the psyche, loss of connection with reality


There are some quite popular video games in which scenes of cruelty are present to one degree or another (for example: the Grand Theft Auto series of games), and there is no getting away from this. The developers of such games themselves in the annotations warn that the game may contain scenes of murder or cruelty and ask to accept the agreement that the player is ready for this, and the developers do not bear further responsibility. Unfortunately, after adolescents commit some antisocial actions, it is customary to blame games, but it is scientifically proven that they do not affect the human psyche.


The study was conducted in early 2018 at the University of York. For the tests, they created two different games: the first was to dodge trucks, and the second was to play as a mouse escaping a cat. Then the scientists showed the corresponding pictures and made conclusions based on the reaction of the subjects. So, they tried to find out the influence of games on a person's worldview. It turned out that the proposed games had no effect on the subjects.
The second study took place in Germany in 2017. Scientists have been testing Call of Duty and Counter-Strike players for four years, which helped them to more accurately determine the effect. At the end, they were also shown pictures of various cruelties and compared their reactions to the playing test subjects. It turned out that the two groups (playing and not playing) answered exactly the same.

The third study also took place in 2017, but gave more interesting results. Psychologists from the American Association surveyed 10,000 Britons to get the picture. It turned out that gamers read more often, go to cultural events, and do creative work in their free time 
.

Appendix 4.
Positive  impact of video games on humans
1. Development of thinking

We will take as a basis the games that are included in eSports disciplines, because their idea is to achieve victory over an opponent in one way or another, finding the best way for this. In such situations, you often have to figure out what to do in order to win, or you need to make an urgent and correct decision. All this contributes to the development of thinking and proves that playing video games is not as easy as it seems, there you need to apply and develop your skills. They also contribute to the development of fine motor skills of the hands, because the basis of control in any video game is the keyboard and mouse, and in order to do everything as quickly and correctly as possible, a professional or experienced player does not even look at the keyboard, his brain remembers everything so that the fingers themselves press where necessary during the game, you just have to think about this action. I can explain this property of the brain from my own experience. I have been actively into video games for many years now. During this time, I learned not to look at the keyboard while playing, and I'm very good at it.
2. Socialization. Teamwork skills

Teamwork is at the heart of many esports disciplines. In most cases, these are two teams of 5 players each, whose goal is to defeat the opposing team within the confrontation. The most important skill a player should have is teamwork. The player must constantly communicate with his team, provide information on the game, because the more the team knows about the enemy and the more it communicates, the more chances of winning. We can say that video games perform a communicative function, contribute to the development of sociability. Also, do not forget about respect, both to your teammates and to the enemy. Under no circumstances should you insult anyone in an online game.
3. Antidepressant and rest method
All over the world there is a huge number of gamers of different ages, ranging from very young schoolchildren to quite old people who have families, work, a number of responsibilities, but this does not prevent them from playing video games, but on the contrary, for them this is just one of the ways to relax or get moral satisfaction. A busy person is very pleased to come home after a hard day at work and, leaving all the problems, albeit for a while, spend a few hours in his favorite video game and relax. For such people, time passes quickly, because they enjoy it. There are some people for whom video games are something serious, they approach it very closely. These are professional esports players for whom video games have become their main activity, and they have to spend many hours in it in order to improve their gaming qualities. This is not unusual; people in traditional professions spend a lot of time at work and try to improve their skills in order to improve their productivity, increase their knowledge, or in order not to lose their jobs.
4. Learning foreign languages
In many online games you may have players from other countries in your team, and in order to somehow transmit information you have to learn basic phrases in the language of international communication, which is English, which is why it is most often used. The more often you play, the more and better you can develop your foreign language skills, because it often happens that you communicate directly with a native speaker and can memorize phrases and whole phrases and use them in your speech. Also, a foreign language can be learned not only by communicating with players from other countries. Often a video game may not support Russian. You have to learn a lot of English words and definitions to understand the game. If this game is single-player, which has its own plot, then you can listen to dialogues between the characters in the game in English, thereby improving your skills.
Appendix 5.
Diagram 1. "Do you have a computer?"
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Diagram 2. “What games do you prefer? (role-playing, developing)?" 

Diagram 3. "Do you often play computer games?" 
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Diagram 4. "Does your time at the computer influence your studies?" 
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Diagram 5. "How much time do you spend playing computer games?"
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Appendix 6
BASS DARKI AGGRESSIVITY QUESTIONNAIRE 
Instruction.

Answer “yes” if you agree with the statement, and “no” if you disagree. Try not to think about questions for a long time.
Questions. 

	N
	Questions. 


	Yes
	No

	1
	At times, I can't handle the urge to harm others.
	
	

	2
	Sometimes I gossip about people I don't like.
	
	

	3
	I get annoyed easily but calm down quickly.
	
	

	4
	If I am not asked in an amicable way, I will not fulfill the requests.
	
	

	5
	I don't always get what I'm supposed to.
	
	

	6
	I know people are talking about me behind my back.
	
	

	7
	If I disapprove of my friends' behaviour, then I let them feel it.
	
	

	8
	If I happened to deceive someone, I felt a painful remorse.
	
	

	9
	It seems to me that I am not capable of hitting a person.
	
	

	10
	I never get annoyed enough to throw objects.
	
	

	11
	I am always condescending to other people's shortcomings.
	
	

	12
	If I do not like the established rule, I want to break it.
	
	

	13
	Others can (better than me) almost always use

favourable circumstances.
	
	

	14
	I am wary of people who are somewhat friendlier to me than I expected.
	
	

	15
	I often disagree with people.
	
	

	16
	Sometimes thoughts come to my mind that I am ashamed of.
	
	

	17
	If someone hits me first, I will not answer him.
	
	

	18
	When I get annoyed, I slam doors.
	
	

	19
	I am much more irritable than others think.
	
	

	20
	If someone poses as a boss, I always act contrary to him.
	
	

	21
	I am a little saddened by my fate.

	
	

	22
	I think many people don't like me.
	
	

	23
	I can't help arguing if people don't agree with me.
	
	

	24
	People shying away from work must feel guilty.
	
	

	25
	People shying away from work must feel guilty.
	
	

	26
	I am not capable of rude jokes.
	
	

	27
	I feel rage when they mock me.
	
	

	28
	When people make themselves bosses, I do everything so that they do not become conceited.
	
	

	29
	Almost every week I see someone I don't like.
	
	

	30
	Quite a few people envy me.
	
	

	31
	I demand that people respect my rights.
	
	

	32
	I am depressed by the fact that I do little for my parents.
	
	

	33
	People who harass you all the time are worth a sniff.
	
	

	34
	I am sometimes gloomy with anger.
	
	

	35
	If I'm treated worse than I deserve, I don't get upset.
	
	

	36
	If someone pisses me off, I don't pay attention to it.
	
	

	37
	Although I don't show it, sometimes jealousy gnaws at me.
	
	

	38
	Sometimes it seems to me that they laugh at me.
	
	

	39
	Even if I’m angry, I don’t use strong language.
	
	

	40
	I want my mistakes to be forgiven.
	
	

	41
	I rarely fight back, even if someone hits me.
	
	

	42
	When it doesn't work out my way, I sometimes get offended.
	
	

	43
	Sometimes people annoy me just by their presence.
	
	

	44
	Sometimes people annoy me just by their presence.
	
	

	45
	My principle: "Never trust strangers."
	
	

	46
	If someone annoys me, I am ready to say whatever I think about him.
	
	

	47
	I do a lot of things that I later regret.
	
	

	48
	If I get angry, I can hit someone.
	
	

	49
	Since I was ten, I have never shown any outbursts of anger.
	
	

	50
	I often feel like a powder keg about to explode.
	
	

	51
	If everyone knew how I felt, I would be considered a person who is not easy to get along with.
	
	

	52
	I always think about what secret reasons make people do something nice for me.
	
	

	53
	When they yell at me, I start yelling back.
	
	

	54
	Failures make me sad.
	
	

	55
	I fight as often and as often as others.
	
	

	56
	I can remember a time when I was so angry that I grabbed a thing that fell under my arm and broke it.
	
	

	57
	Sometimes I feel like I'm ready to start a fight first.
	
	

	58
	Sometimes I feel like life is not fair to me.
	
	

	59
	I used to think that most people are telling the truth, but now I don't believe it.
	
	

	60
	I swear out of anger.
	
	

	61
	When I do wrong, my conscience hurts.
	
	

	62
	If I need to use physical force to protect my rights, I use it.
	
	

	63
	Sometimes I express my anger by banging my fist on the table.
	
	

	64
	I can be rude to people I don't like.
	
	

	65
	I have no enemies who would like to harm me.
	
	

	66
	I do not know how to put a person in his place, even if he deserves it.
	
	

	67
	I often think I lived wrong.
	
	

	68
	I know people who are able to bring me to a fight.
	
	

	69
	I'm not annoyed with little things.
	
	

	70
	It rarely occurs to me that people are trying to anger or insult me.
	
	

	71
	I've become a bore lately.
	
	

	72
	I've become a bore lately.
	
	

	73
	I often raise my voice in an argument.
	
	

	74
	I usually try to hide my bad attitude towards people.
	
	

	75
	I'd rather agree with something than argue.
	
	


Appendix 7
	Grade
	Name
	Type of game
	Blood pressure
	Pulse 
	Posture
	The psychological state of a person before the game, based on the questionnaire
	The psychological state of a person after the game, based on the questionnaire

	
	
	
	Before the game
	During the game
	After the game
	Before the game
	During the game
	After the game
	
	
	

	5
	Maxim Bukin
	Shooting
	115/60
	125/60
	125/60
	76
	92
	104
	wrong
	Higher rate of anxiety
	Higher rate of anxiety

	5
	Zakhar Sakharov
	Shooting
	115/60
	125/60
	130/40
	80
	104
	104
	wrong
	Higher rate of anxiety
	Higher rate of anxiety

	5
	Maria Kuzina
	Developing
	108/69
	110/67
	110/70
	88
	82
	73
	wrong
	Within normal limits
	Within normal limits

	5
	Nastya Andreanova
	Developing
	120/78
	115/83
	120-90
	92
	76
	96
	wrong
	Within normal limits
	Below normal

	5
	Ivan Kosyachenko
	Strategy
	100/50
	110/75
	115/55
	96
	104
	106
	right
	Within normal limits
	Within normal limits

	5
	Anna Trofimova
	Strategy
	115/60
	115/55
	120/70
	96
	72
	98
	right
	Within normal limits
	Within normal limits
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