Psychology of Games
I. Comparing the game world with the real world

a. Properties of the game world as distinct from the real world

b. Subsets of the game world , gambling, sports,  board games ,arcades ,etc.

c. Project one 

i. Make a game out of a daily life activity  and play it

ii. Pick a game and play it as if it were real life.

II. Why enter the game world  in general

a. Most players are polygame players these days so there is a real ‘game world ‘ to enter

b. Why enter different areas of game world

i. The adoption model   pick up game ……. Continue playing post mastery

ii. Reasons

1. fun,social , achievement , mastery, escape, emotional catharsis, etc.

2. reasons operative at each stage of the sequence

III. Why make games

a. Indys

b. Persuasive

c. Simulations

d. Electronic arts

e. Etc.

f. By industry ‘job’ category

g. By game type-how do people specialize

IV. Consequences of game play

a. Skill acquisition

b. Content acquisition

c. World view development

d. Models of causality

e. Analytical skills

f. Data base acquisition 

V. Blended reality

a. As the boundary blurs

b. Games in reality

c. Reality in games

d. Transfer back and forth

VI. Special topics –consequences

VII. Special consequences-determining the needs of different ‘markets

VIII. Socialization and games what is the impact of games on social and physical development

