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9. Goetz looks forward to a future in which ubiquitous sensors enable feedback

Joops to enhance every aspect of our lives (paragraph 46). Can you imagine any
negative consequences of this development? Why, for example, does Goetz dispar-
age monitors that send information to companies rather the;n to individuals as
Stop-down, Big Brother techniques” (paragraph 16)?

3, Think of a behavior or habit that you would like to change and write an essay in

which you describe an invention to encourage that change based on the principle
of the feedback loop.

JANE McGONIGAL

Be a Gamer, Save the World

Videogames make players feel like their best selves. Why not give them
real problems to solve?

E OFTEN THINK of immersive computer and videogames—
like FarmVille, Guitar Hero and World of Warcrafti—as
“escapist,” a kind of passive retreat from reality. Many crit-
ics consider such games a mind-numbing waste of time, if not
a corrupting influence. But the truth about games is very
nearly the opposite. In today’s society, they consistently fulfill genuine human
needs that the real world fails to satisfy. More than that, they may prove to be a
key resource for solving some of our most pressing real-world problems.
Hundreds of millions of people around the globe are already devoting
larger and larger chunks of time to this alternate reality. Collectively, we spend
three billion hours a week gaming. In the United States, where there are 183
million active gamers, videogames took in about $15.5 billion last year. And
though a typical gamer plays for just an hour or two a day, there are now more
than five million “extreme” gamers in the United States who play an average of
45 hours a week. To put this in perspective, the number of hours that gamers
World-wide have spent playing World of Warcraft alone adds up to 5.93 million
Years.
These gamers aren't rejecting reality entirely, of course. They have careers,
goals, schoolwork, families and real lives that they care about. But as they devor:e
more of their free time to game worlds, they often feel that the real world is

Missing something,

Publisheq iy, the “Life and Culture” section of the Wi:'l" Street ]mlrpal (2011), a daily news-
Paper covering international and national news with an emphasis on busmes}i and eco-
Hamics, Jupe MeGanigal is the director of game res‘earch and c?evelopmem att 5 Jﬂsfute
Or the Future, cofounder of SuperBetter, a website and online game designed 1o boost

Pysical ynd emotional well-being, and author of SuperBetter: The Power of Living
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We get these benefits from our real lives sometimes, but we get them almost

every time we play a good game. These benefits are what positive psychologists
call intrinsic rewards—we don't play games to make money, improve our
social status, or achieve any external signposts of success. And these intrinsic
rewards, studies at the University of Pennsylvania, Harvard and U.C. Berke-
ley have shown, provide the foundation for optimal human experience.

In a good game, we feel blissfully productive. We have clear goals and a
sense of heroic purpose. More important, we're constantly able to see and feel

the impact of our efforts on the virtual world around us. As a result, we have a
stronger sense of our own agency—and we are more likely to set ambitious
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we face.

Games make it easy to build stronger social bonds with our friends and
family: Studies shm.\' that we like and trust someone better after we play a game
yith them—even if they beat us. And we're more likely to help someone in real
life after we've helped them in an online game. It’s no wonder that 40% of all
user time on Facebook is spent playing social games. They're a fast and reli-
able way to strengthen our connection with people we care about.

Today's videogames are increasingly created on an epic scale, with com-
pelling stories, sweeping mythologies and massive multiplayer environments
that produce feelings of awe and wonder. Researchers on positive emotion have
found that whenever we feel awe or wonder, we become more likely to serve a

larger cause and to collaborate selflessly with others.

With so much blissful productivity and urgent optimism, stronger social
bonds and extreme cooperation, it's not surprising t
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QUESTIONS

1. In her opening paragraph, Jane McGonigal admits that video games are usually
dismissed as “escapist” and “a mind-numbing waste of time.” She then presents a
more positive case for gaming, arguing that it provides “four ingredients that make
for a happy and meaningful life” (paragraph 5). What are those ingredients? What
evidence does McGonigal provide for each?

McGonigal gives examples of games that allow gamers
to make positive contributions to global problems. What evidence does McGonigal
provide that these games “make us better and change the world” (paragraph 15)7
-ed writers often have little space to acknowledge
gaming does McGonigal not acknowl-
ave strengthened her own argument?

2. In her final paragraphs,

3. Given the word limitations, op
counterarguments. What negative aspects of
edge? How could including other viewpoints h

4. Play or research one of the games McGonigal m
essay evaluating the positive and negative aspects of

entions in her op-ed. Write an
the game.





