Topics
Introduction

Role of board games in psychology


Chess skill

Perception and Categorization

Memory knowledge and represeantations

Problem solving and Decision making

COURSE SUGGESTIONS
I believe that the context of this course should expand upon how games are already part of every person’s life, even if they do not recognize it.  Also, how when people play games their mentality changes towards others and towards themselves.

I can’t think of anything especially that I was to see discussed in the class. Maybe a discussion of personality types versus game preference.

Content/Body of Course-


I personally like how the class is going thus far. I feel that if we have something new to discuss in class everyday, we can have small and larger group discussions while staying to the subject. A few other things we could discuss include: 

· The future of video games.
· The future of board games.
· The impact games have on society.
· The difference between educational, sports, shooter games, and the people who play them. 
· How different games impact different cultures.
· What makes different games more popular.
· What makes a game “Fun.”
Every few weeks we could have projects where in groups or alone we create a game, research and present a report or something similar. These reports could be in many different mediums such as PowerPoint’s, Papers, or even simulations. 

Honestly I registered for this class based on the word “games” in the title. I was mostly looking for an interesting class within my areas of interest, so until now I haven’t really thought about what I want from it. That said, what I’d most like to get out of this class is to better understand how to make games that are interesting, memorable, and fun.

Getting a better sense of what “fun” actually is is a good place to start, but I’d like to know more about the positive and negative effects games have on people, especially as pertains to entertainment value.

This semester in class I think we should learn what makes people play games.  I do not understand why some games are considered good and some are not.  We should learn what keeps players interested in a single game.  I also think that we should learn what a person thinks about when they play a game.  

I would like to have some sort of required reading assignments since I’m a visual learner and retain information best when I have some textual reference. I think the current setup for the scope of this class is good, but I think that learning about the psychology of games by actually playing some and analyzing our responses to them would be something that we could focus on, maybe as a possible class project or weekly assignment. Other than these two suggestions, I am satisfied with the course as it is right now and am really interested in the material we will be covering in the weeks to come. The connections between real life and games are especially intriguing; special focus can even be put on these connections in the syllabus

Here’s a list of a few topics I feel would be nice to have covered in the course:

-The Second life and Word of Warcraft Phenomena 

-The affect of organized games on society

-the Videogame console wars

-Possible future innovations in gaming

-Reasoning into why certain games appeal to certain people.

If we could perhaps get some guest speakers from the industry (Like the people who made the Game of Life) to find out what they look at when they design a new game that would be great too.

As for suggestions to the syllabus for the semester, I would be most interested in what can be learned about life and people's behavior in the real world based on what is observed of people that play games.  I'm not a game design major nor do I have a huge desire to make games, but I think there may be a lot of potential information to be gained from studying how people play games and seeing what can also be applied to real life.

During the two classes, there were many discussions based on how games can relate to actual life.  The discussions touch an array of topics including fun, certain life strategies, and the consequences of playing a game.  The topics in the class show how there is a need of fun in order for the game to be enjoyable.    A way in order for a game to be fun is that there usually contains an aspect of learning.  Several video games involve learning different techniques in order to advance in the game.  Even primitive games such as repetitious mathematical problems involve some aspect of learning.


As the element of fun is added, in order for the game to be interesting, the aspect of fun needs certain awards in order to get the player to continue to play the game.  The certain awards can consist of beating the opponent, high scores, or unlocked secrets to improve upon game play.  The other aspect discussed in class is of life strategies.  Life strategies is the unique aspect in which everyone caters there life to playing a “game”.  Some individual’s life strategy is to be safe.  For the individuals life strategy to be safe is to involve little risk.  So for an individual to have a million dollars, in order for the person to play it safe, he/she would have to spend it over a period of time.  That would involve low risk because to the person, spend the wealth on valuable items that can produce happiness is the goal the person wants to achieve.  The class emphasized elements of fun and certain life strategies.
Course Content Suggestions
A topic of interest might be how you would alter a game to be more lifelike. What factors were omitted from the game to make it simple enough to catch on but complex enough to realistically depict the scenario? You mentioned this at one point during class, when you mentioned that gravity and physics don’t work in video games like they do in life. For example, if you take the game of Risk and try to make it more lifelike, you’d have to add in politics and economics: the UN and other worldwide organizations, various alliances, the financial backing needed to fund a war, the approval and support of the countries’ politicians and populations, how to integrate a captured nation, how to raise troops and the effect of doing so on the economy, keeping morale of the military and population, the logistics of attacks, the communication and rivalry of the different military branches and intelligence agencies, espionage, weather and its effects on planning attacks (ex. D-Day WWII), military vs soft targets, resources and supply lines, etc. From all these omitted factors, it becomes apparent that Risk is not an accurate representation of world domination, and explains why controlling all of South America and/or Australia would not be a prerequisite to winning control of the world.
Jose Medina

Psychology of Games

HW2


The body of the class should contain information on different aspects of games.  For example, we should emphasize elements of fun.  Since, there are different definitions of fun; we should see what each individual student should tell their aspect of fun.   Another topic that should be discussed is the variety of games and how the games make an impact of humans.  For example, how brain age for the Nintendo DS allows people to refresh their memory on simplistic mathematical equations.  Also, how board games such as taboo or yahtzee can attract a multitude of people.  We should talk about the social interaction about games and how games can encourage association with family members or friends.  There should be a distinction between online games, video games, and board games.  Another topic of discussion is how gambling has affected the way games are played.  These are the topics that should be discussed in class.

The one topic that struck me this week was the concept of fun vs. mastery and the fact that they are distinct entities and (in many ways) cannot be shared by a given activity.  I was always under the impression that I played games for “fun” and probably will continue to do so for a long time to come.  However, I look at the game I play most often, World of Warcraft, and ask myself if the game is “fun”.  The answer, surprisingly, is a resounding no.  In fact, the majority of the game is based on mastery of one aspect or another.  After thinking about what aspects of WoW are strictly “fun,” I found only the role-playing aspect as having nothing to do with mastery and would therefore be considered “fun.”  This disturbs me because I have never role-played any of my characters for more than a few minutes as a joke, as I generally don’t enjoy long periods of role-playing.  So, why do so many people play WoW?  Surely the mastery aspect of the game cannot attract 10 million people like no other game as before it.  What is it about mastery that keeps people playing if mastery is not “fun?”  This is one of the topics I would love to discuss at length in the class.  
Suggestions for what’s to be in the body of the course and what to achieve at the end of the course.


Some of my suggestions for what’s to be in the body of the course are the difference between styles of games such as card games, video games, board games, etc… Strategic games in how they influence personality and character and the psychology behind strategic games. The history of games and where they started and how games spread. Why people play games and what keeps them playing. Do people relate games to real life? For example, governments that want to ban violent games that could be a corrupting influence to kids.  What are the strategies that are used to create and develop games to keep players interested and keep coming back? 


What I hope to achieve at the end of the course is a better understanding of everything involved with games and the psychology behind it. Also, how games influence society and culture. 

Other topics I feel this course should cover would be the following (in no particular order or level of desire):

1) Anonymity on the Internet—effects on personality.

2) Violence in games – effects on children

3) “Obsession” with Games

4) Use of games as a Simulation (escape from real life)—healthy?

Suggestions for the class

I think in the class we should cover how games effect people, and try to investigate the mind of the gamer, as he or she games.  We should look at the parts of the mind that are active when gaming and how gaming improves things.  We should also explore the social aspects of gaming becoming apparent in this day and age.

My game was working out.  It didn’t work out. I had been doing ok, I got up early maybe ran a little, lifted some weights and did some sit-ups and or pushups.  That was all in a couple weeks prior to the game.  The week I made the game I stopped.  I kinda didn’t live the game because I guess the game wasn’t really part of my life.  Like getting up and getting ready, or driving to school or work or a 1000 other things.  But I chose working out because I was hoping that the game would motivate me, instead I have decided playing on my computer is much more fun and a way better game.
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Some interesting things I picked up from class were:

“A big part of games is learning”

“What victory is in real life is not as clear”

“Absence of mistakes is absence of learning”

“If you are skilled you can do well and not have fun, but if you are trying to become skilled quickly it is easier if you are having fun.”

“Puberty takes the fun and play out of life.”

“Fun is immediate positive reinforcement”

You called Marines, Baboons. Just kinding you said Baboons perform like Marines.

“No play is boring.”

And I also have the flow chart I my notes.

I think that the schedule variation that we were talking about is very interesting, how you hook someone with continual positive reinforcement then slowly wean them off. I think that it sounds like the schedule of positive reinforcement for many addictions, also it sound like how character building in games work, in the beginning it is easy to go up a level, it is easy to upgrade weapons and armor, when you get toward higher levels the payout is a lot farther away.


Getting to Class Game

Day 1: Winner (had 2 points because I got to class 2 mins early)

Day 2: Loser (-4 points because I got to class 4 mins late)

Day 3: Winner (got to class right on time!)

So the game wasn’t nearly as fun to play as I imagined it would be.  It was fun the first day because I was trying very hard to maximize points.  I moved really fast to my class in the DCC and I avoided all people on campus.  I focused on getting where I needed to go so I would be either early or on time to class.  

During my game I felt like I was very confined and controlled mentally.  I focused on only where I had to go and how to get there the fastest.  I made small goals such as 1.) Get to the footbridge without falling.  2.) Keep watch on the ground for all the icy patches 3.) Dodge people on the bridge because touching someone = instantaneous loss.  Basically my game caused me to be more focused and attentive because I had a specific goal in mind.

By today (3rd day) the game seems to be getting a little boring.  I think it might get a little more fun if I added more players into it.  I have yet to actually play the game with someone else because nobody has class at 10:00 am when I do.

In conclusion I think that I need to figure out how to add some fun elements into the game.  Maybe there should be an earlier start time and more things you have to do before getting to class.    

What should be in the course?
I think that learning how to make an effective and addictive game would be helpful.  I think learning some advanced strategy would be cool. Maybe learning more about digital games as well as classic games. That is all I can think of
Also, we are supposed to suggest some things to do in class. When I first signed up for this class, I imagined that we would be able to do more than just talk about fun. Like someone suggested in class, if we could go into the games room and experience it ourselves, I’m sure it would be a much more fun experience for everyone. But just exactly what is fun? Like we concluded in class, if it is fun, students will more likely pay attention, for fun can be positively reinforcing. And in the absence of fun, strange behaviors may arise. Thus, fun is definitely necessary in this course. Lastly, I think it would be much more interesting if we talked about
