1. Society has a
. tendency to resist
change
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Video games are
NOT & waste of fime!
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Today, games are criticised as a waste of time. However, four hundred

years ago, novels were seen the same way. In fact, people were against

printed media and felt memorising knowledge was far more superior

"4 than owning a printed copy.

. Humans have a fear of uncertainty. They prefer tried and tested

i methods. They resist change. This does not mean garmes are necessarily
bad, but society looks at anything new suspiciously until enough people

' adopt the new method.
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¥ The human brain is predisposed to

. engineer discovery through play. The

.1l brain loves surprises. Whenever we

+ encounter new things, our brains give us

H a shot of neurotransmitter dopamine,

t’* which gives us a high.(Like cocaine)

', Consequently, we are wired to want to

@ explore our surroundings and seek out
new experiences. This leads to important

discoveries.
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THROUGH PLAY

! Kids are eager to soak up much

"yl information when it is delivered to them
i in game form. It could be evolutionary. We | ¥,
| are born into the world, learn through 5
4 trial and error by exploring our

' surroundings. We know fire is bad

i& Secondly, our brain works differently when we’re playing. We suspend
¥ disbelief and our minds start to make previously unimagined associations. It’s
¢ in this playful mode that our brains are the most creative.
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3. Games impart
. values

THE WRITE NEWS

THE WRITE TRISE THE WORLD'S FAVOURITE NEWSPFAPER

GAMES TEACH PERSEVERANCE!
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‘| Contrary to popular belief, games are all about delayed gratification.
' Some parents practically have to lock kids in their room to get them to do their
3 math homework, and threaten to ground them to take out the trash, then why
are they willing to spend six months smithing in Ultima?

Games fire up the dopamine system in our brains. The craving instinct triggers

a desire to explore. The system says, in effect: "Can't find the reward you were
¢ promised? Perhaps if you just look a little harder you might be in luck - it's got
‘1 to be around here somewhere." This is precisely why we spend hours in a game
§ to solve problems. It teaches us determination, resilience and persistence
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Video games are
NOT a waste of fime!

Modern games like Roblox are not only

for entertainment. They teach

-« entrepreneurial skills to young players.
" One can sell shirts and pants and get a

| percentage of the profit or can build a

.1 game and earn Robux in a variety of
& ways.

! In that way, they learn to be creative,

| learn social interaction and help one

|\ another achieve goals. Kids also learn
¢ programming and coding skills.

)

- Learning at the end of the day is not about
~* memorising facts. It is ultimately about about
1" learning to make the right decisions: weighing
% evidence, analyzing situations, consulting your long-
W term goals, and then deciding. Games create an
%/ interactive environment to explore, make mistakes
and learn to make the right decisions.
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Video games are QUIZ TIME!
NOT a waste of fime!

1. Reading novels were
once considered a waste
of time.

2. Games teach no
values to children.

3. Society’s biggest discoveries
happened because of fun and

play.

4. What is instant gratification?

a. Willing to work hard and be patient for a reward
b. The desire to get rewards immediately
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5. What is delayed gratification?

a. Willing to work hard and be patient for a reward
b. The desire to get rewards immediately

6. Why is society resistant to change?

a. They have a fear of uncertainty
b. laziness

7. Which method allows children to effectively absorb information?

a. when it is presented to them in the form of a game
b. when it is presented to them in a block of text

8. Learning is about ?

a. memorising cold hard facts

b. about learning to make the right decisions: weighing evidence, analyzing
situations, consulting your long-term goals, and then deciding.
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