Questions to Engineering Play: Mobilizing Fun in the Production and Consumption of Children’s Software by Mimi Ito
1. pg 3 How does Brian Sutton-Smith see the contrast between adult views on children’s play and children’s views? 
2. pg 3-4 What is at stake in the contemporary arguments over children’s play?

3. pg 4-5 describe the shift in children’s software from the late 1980s to the 1990s.

4. pg 5-6 how does the packaging of children’s software show its marketing strategy?

5. pg 9-10 what is going on in Jimmy and Holly’s interaction?

6. pg 10 Guy Debord, radical activist and theorist of the 1960’s anarchist group Situationist International, claimed that the true “opiate of the masses” was no longer religion but now passive entertainment—the “spectacle” (movies, television, football games, etc.). How does Ito’s account of the non-passive, interactive engagement by Dan imply a critique of Debord’s theory? How does it compare with Jimmy and Holly?

7.  pg 11-13 How do Ian and Ralph’s experiences compare to those of Jimmy?
8. pg 13-14 How does “fun” figure into the cultural capital of kids’ peer relations? How does that compare with the ways that adults mobilize the concept?
9. pg 15-16 How does Ito use Ian’s experience to discuss the tensions between education and entertainment?

10. pg 16-17 What is the “cultural paradox” that Ito refers to at the bottom of page 16?

11. pg 17 What does Ito mean by “’fun’ gets mobilized vis-à-vis adults as an authenticating trope of a “natural” child-like pleasure principal” – and if this is only the adult view, what else is going on? 
