Purpose

· Create a checklist so you can evaluate your own games and how marketable they might be.
· Have some ammunition for parents and teachers about how much you can learn through video gaming. So they don’t think you’re goofing off when you’re playing games.
Chapter 2
Section 1. Read the chapter and create a checklist in a Word table with at least 10 questions or items that will determine whether a game is good or not. 
Section 2. Copy the items in the list and evaluate one of the games you play.

Section 3. Answer the following questions. You can use these as justifications for why gaming can be a great academic endeavor to your teachers and parents.

1. In the section on Interactivity and Control (pages 16-17) the author talks about the motion and physics. Restate the example he uses about motion and what he says why understanding physics is important in making a good game development.

2. In the sections on Story (on pages 8-9, 13, and 17-18) the author says what makes a good story. Restate what he says make a good story and why it is important in good game development.

3. In the section on Goal, Challenge, and Reward (on pages 18-19) the author talks about using psychology to hook people into your game. Restate an explanation of what goal, challenge, and rewards are and why they are important to good game development.
Standard Notes

Technology Standard 4 Technology communications tools (b) Students use a variety of media and formats to communicate information and ideas effectively to multiple audiences
English Standard 1 Students read and understand a variety of materials (plot and story)

English Standard 4 Students apply thinking skills to their reading, speaking, listening, and viewing.

Physical Science Standard 2 Students know and understand common properties, forms, and changes in matter and energy. (Momentum)
Psychology Standard IIC-1: Motivational concepts (see http://www.apa.org/ed/topss/apa_natlstandards.pdf) 
