Purpose

· Think about the impact that games have on society because you could be part of that impact.
Chapter 1

Read chapter 1 and do the following. Use the author’s viewpoint as well as your own. If you quote directly from the author, make sure you do a citation.

Create a PowerPoint with 8 slides (at least 3 items each) or a Word outline that answers the following:
Title: Gaming and Society (don’t forget document ID in an additional slide and save in 3 places with the long filename)

Filename: GameSoc

1. How has society changed with games, specifically video games?

2. What are the main historical points that the author makes about games?

3. Describe what would you consider could be an unethical game and why.

4. What can someone learn from playing games?

5. What can someone learn from making games?

6. What does the author say is the value of gaming in today’s industry?

7. What does the author say are the advantages of using Flash for making games?

8. In one column list points why the author says video games are enjoyable. In another column, list points why you think video games are so enjoyable.

Standard Notes

NETS

2. Social, ethical, and human issues 

a. Students understand the ethical, cultural, and societal issues related to technology. 

b. Students practice responsible use of technology systems, information, and software. 

c. Students develop positive attitudes toward technology uses that support lifelong learning, collaboration, personal pursuits, and productivity.

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

CBLA 4a. Identify author’s viewpoint, purpose, and historical/cultural context from information presented in the text

History Standard 4  Students understand how science, technology, and economic activity have developed, changed, and affected societies throughout history.
