1. role of games in daily life already
a. board games and card games

b. digital electronic games

2. individual differences and game choice (inclding personality and gender/age differnces/

a. cultural and ethnic differnces/ socioeconomic classe etc.

Impacts

a. impacts of games on society ( is it just another form of screen time)

Attactveness

1. makes a game popular

a. initiall

b. enduring

c. what kills a game

2. what makes games fun ( what are the fun games wii, , kitamaru,  otherO

3. what makes people play games

4. what makes a good m

project component

groups doing reports or demonstrations on specific games ore creating games

perhaps have each group search out the best exemplar and argue for it?

1. what is the most fun game

2. what is the most  achievement orientedgame

3. what is the worst game for encouraging  bad behaves

some kind of lab component
play games videotape people playin games 

transfer between real life and games

a. what  does game play tell us about life play

b. how does game play transfer to life play

c. how does life play transfer to game play

The role of increasing realism in making games attractive 

How do different genres and modalities differ

1. board games vs digital games

2. different genres

3. is gambling for $$ like a game

how to make an addictive game / a non addictive game

A few other things we could discuss include: 

· The future of video games
· Cheats and such like 
· Participant generated content
· .
· 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.”
Games as a metaphor /lab for understanding real life

Blended and augmented reality

Enders Game/war

