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Gamify Your Life
Keep your brain young the fun way!

December 8, 6:30 PM
FREE! NO REGISTRATION REQUIRED

6:30pm come to Newton and
participate with a live audience .

To log in live from home go to:
https://kanren.zoom.us/j/561178181
Watch the recorded presentation anytime after the 15th
Presenter: Nathan, IT Supervisor, at the Newton Public Library

1. Protect your computer
•A computer should always
have the most recent
updates installed for
spam filters,
anti-virus and
anti-spyware
software and
a secure firewall.
http://www.districtdispatch.org/wp-content/uploads/2012/03/triple_play_web.png
http://cdn.greenprophet.com/wp-content/uploads/2012/04/frying-pan-kolbotek-neoflam-560x475.jpg

The Benefits of
Play for Adults
How Play Benefits Your Relationships, Job, Bonding,
and Mood
http://www.helpguide.org/articles/emotional-health/benefits-of-play-for-adults.htm

Play can:
Relieve stress.
Improve brain function.
Stimulate the mind and boost creativity.
Improve relationships and your connection to others.
Keep you feeling young and energetic.

Relieve stress.
• Play is fun and can trigger the
release of endorphins, the body’s
natural feel-good chemicals.
Endorphins promote an overall
sense of well-being and can even
temporarily relieve pain.
http://www.publicdomainpictures.net/pictures/30000/velka/sea-wallpaper.jpg

http://www.helpguide.org/articles/emotional-health/benefits-of-play-for-adults.htm
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Improve brain function.
• Playing chess, completing puzzles, or
pursuing other fun activities that challenge
the brain can help prevent memory
problems and improve brain function. The
social interaction of playing with family
and friends can also help ward off stress
and depression.
https://c1.staticflickr.com/5/4132/4972916707_5bd8a1466f_b.jpg

http://www.helpguide.org/articles/emotional-health/benefits-of-play-for-adults.htm

Improve relationships and your
connection to others.
• Sharing laughter and fun can foster empathy,
compassion, trust, and intimacy with others. Play
doesn’t have to be a specific activity; it can also be
a state of mind. Developing a playful nature can
help you loosen up in stressful situations, break
the ice with strangers, make new friends, and form
new business relationships.

https://c2.staticflickr.com/6/5789/21255466959_65af6904e1_b.jpg
http://www.helpguide.org/articles/emotional-health/benefits-of-play-for-adults.htm

Here’s a challenge for you to try right now.
Make a prediction about something—
anything—that you can personally verify
the outcome of sometime in the next
twenty-four hours. Your day will instantly
get better—whether your prediction proves
right or wrong. A quick happy game every
day can make you feel better.
http://lifehacker.com/why-making-predictions-about-your-day-will-improve-your-1730583353

Stimulate the mind and boost creativity.
• Young children often learn best when
they are playing—and that principle
applies to adults, as well. You’ll learn a
new task better when it’s fun and you’re
in a relaxed and playful mood. Play can
also stimulate your imagination, helping
you adapt and problem solve.
https://static.pexels.com/photos/20978/pexels-photo.jpg
http://www.helpguide.org/articles/emotional-health/benefits-of-play-for-adults.htm

Keep you feeling young and energetic.
• In the words of George Bernard
Shaw, “We don’t stop playing
because we grow old; we grow old
because we stop playing.” Playing
can boost your energy and vitality
and even improve your resistance to
disease, helping you feel your best.
https://pixabay.com/p-882897/?no_redirect
http://www.helpguide.org/articles/emotional-health/benefits-of-play-for-adults.htm

• Here’s why:
• Making a prediction is one of the most
reliable and efficient ways to prime
and stoke the reward circuitry of the
brain.
• “Every prediction you make—no matter
how trivial—increases the level of the
dopamine in your brain,” says
neuroscientist Dr. Judy Willis.
http://lifehacker.com/why-making-predictions-about-your-day-will-improve-your-1730583353
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Here’s why: Part 2
• Dopamine, of course, is the “reward” neurochemical
responsible for motivation, learning and desire. And every
time you make a prediction, two rewarding outcomes are
now possible. You might be right—which will feel good!
Or, you might be wrong—which will give you information
that will help you make a better prediction next time.
Surprisingly, the possibility of being wrong also feels
good—because your brain loves learning.
• “In fact,” Dr. Willis says, “the dopamine boost is often
greater when you learn something new and useful than
when you succeed.”
• (The following is excerpted from SuperBetter: A
Revolutionary A Revolutionary Approach to Getting
Stronger, Happier, Braver and More Resilient, Powered
by the Science of Games).
http://lifehacker.com/why-making-predictions-about-your-day-will-improve-your-1730583353

A little prognostication goes a long way
•
•
•
•
•
•
•
•
•
•
•

It can be big or small, silly or serious. Here are some examples:
How many emails you’ll receive in the next hour
How many people wearing purple you’ll see today
How many runs your favorite baseball team will score in their next game
How fast you can put the dishes away without breaking anything
How many likes you’ll get on your next Facebook post
How long it will take you to walk around the block once, down to the
second
What temperature it will be at exactly 7PM tonight (no cheating checking
the forecast!)
The exact amount of money in your bank account at this moment, down
to the penny
How many different people you can say thank you to today before you go
to sleep
It’s a simple as that. Pick one small thing to make a prediction about, and
then wait to see if you’re right. Your day will instantly get better—whether
your prediction proves right or wrong.

http://lifehacker.com/why-making-predictions-about-your-day-will-improve-your-1730583353

Gaming our way to a better future
with Jane McGonigal
• Part 1.
https://www.youtube.com/watch?v=hgRL2oFNTVk

• Part 2
https://www.youtube.com/watch?v=ZqLgDOHrvwE&spfreload=5#t=7.949441

World Wide
That is something like…

Does that seem about right to you?
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Then there are the SERIOUS gamers

Boom !

This poll has Questions like
Do you feel there is meaning / purpose to your work?
Do you feel like you are getting better at something?
Are you asked to do the things you are really good at?
Are there people who care about you at work?
Are you optimistic in your chances to succeed in your career?

We will discuss how to fix schools later

The workforce is already changing,
slightly … here and there… more on
that later as well
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BY Brian Sutton-Smith
for more see the below link
https://neuroscience.stanford.edu/news/opposite-play-not-work-%E2%80%94-it-depression

http://coachedbygrace.com/wp-content/uploads/Playing-Quote-Grace-Mendez.png

https://s-media-cache-ak0.pinimg.com/originals/e7/97/2d/e7972d6061cdb3bd2398a944d68478a6.jpg

http://i mage.slidesharecdn.com/dont-come-to-class-naked-immersion-engagement-and-ethos-for-freshman-composition-writers-using-secondlife-12386/95/dont-come-to-class-naked-immersion-engagement-and-ethos-for-freshman-composition-writers-using-secondlife-12-728.jpg?cb=1174930292

https://durhambodyworkandyoga.files.wordpress.com/2013/05/mind-heals.jpg
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What is the opposite of play,
what is Depression?
• Pessimistic about abilities to succeed or improve
• Lack the physical energy to do ordinary or
challenging tasks
• Hard time connecting to those around you
• Don’t have access to positive emotions

http://image.slidesharecdn.com/christianroth-enjoymentofvideogames-140512110454-phpapp01/95/the-enjoyment-of-videogames-31-638.jpg?cb=1401299410

When you make any movement and waiting on a response in the
game these circles light up in anticipating success but does not light
up when you are just watching. It is the same region as addiction.

All of these things have
opposites in a good game

When this part of the hippocampus is given blood flow you go
into Information absorb and process mode, you process
information better and faster.

• These parts of the brain are made fully active
because it knows that decisions made weather they
succeed or fail can be learned from and used in a
game that we feel certain is winnable.
• If these parts of the brain are not used often
enough they actually shrink and depression sets in
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Why Playing Video Games Can Actually Be Good for Your Health
Time Magazine Sept. 26, 2015

• When we play video games, we have a “real sense of
optimism in our abilities and our opportunities to get
better and succeed, and more physical and mental
energy to engage with difficult problems,” McGonigal
explained, “and that is actually the physiological and
psychological state of game play.”
• According to McGonigal, when people play video
games, brain scans show the most active parts of the
brain are the rewards pathway system, which is
associated with motivation and goal orientation, and
the hippocampus, which is associated with learning
and memory. These are the two main parts of the
brain that don’t activate when people are suffering
from depression.
http://time.com/4051113/why-playing-video-games-can-actually-be-good-for-your-health/

Do these Gamers look like they are
working hard and are fully engaged in
their tasks?
http://ringblog.net/attach/1/1014696402.png

I believe we are on
the right track when
we look like these
Pokémon go
players.
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Pokémon Go Screen Shots

Fastest Growing Product in Human history

It is also in over 100 Countries

In the Headlines about Pokémon
go

And in Pokémon literally every single step
brings you closer to your goals
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• Due to a Brain Injury for a little over a year the
Caudate Thalamus (reward part of the brain)
damage she suffered shut her down
– Goals to achieve, Activities that made her happy just did
not seem worth trying for.
– Cool things that should happen did not seem worth it.

• If it malfunctions bad things happen: Depression,
Suicidal thoughts.
• If you put even a LITTLE bit of effort you can
Succeed at Pokemon Go and it helps you rewire and
kickstart the Caudate Thalamus

People who already tracked
themselves found a big change

• Engagement Data
– 90% were still playing after 30 days

• Why would you like to exercise if every time you
break a sweat your brain says “you are going to die
STOP” as apposed to those who get endorphins and
runners high they become addicted to exercise.
• The abundant rewards in the game are so very
overwhelming that it is overriding the brains
perceived cost of exercise.
• Possible rewards, possible opportunities to succeed,
every person you pass is a potential friend and ally,
and every building you pass is going to give you
freebies.
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Why oh why is this game so much bigger
so much faster than anything humanity
has tried in the past?
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We are pre-designed to appreciate realty more

• 50.00

https://www.youtube.com/watch?v=ZqLgDOHrvwE&spfreload=5#t=7.949441
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Moveon.org emailed her about
starting a game to get more votes

It went Live Oct. 10 2016
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We have built a the tool where you tap
a button and it will show you everyone
you know in every swing state and we
also have a tool for you to find out all
the undecided voters in your social
network.

“I was stunned to find
out that 30% of my
followers on twitter
don’t know how they
are voting yet which is
astonishing.
• All of those are people that I now have a strategy
and plan to influence and the game involves giving
you lots of magical resources to make you more
effective at persuading people to vote the way you
want them to vote. “

http://swingvotergo.com/

Filter Bubble
http://www.freeiconspng.com/free-images/bubbles-png-11428

http://www.freeiconspng.com/free-images/bubbles-png-11428

• in social networks you tend to keep only the
friends who believe like you do and eventually you
only see views that match yours.
• There are swing voters who we do not usually
reach out to with our political views who are not
bumped outside your bubble but also not been
invited either.
• The term was coined by internet activist Eli Pariser
in his book by the same name

• 1.78 Billion Gamers World wide (1hr+)
• 195 Million Active Video Gamers in the
United States
• 110 Million people will vote in the us
presidential election
• 30 million play Pokémon in US
• 30 million voters live in the
“battleground” states
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Top Secret Election Game
• http://www.topsecretelectiongame.com/ then it
become http://swingvotergo.com/ on Oct 10th
when it was released

agency is the capacity of an actor (a person or
other entity, human or any living being in
general, or soul-consciousness in religion) to
act in any given environment.
• When the word agency is used in gamification,
they are asking why does this game matter and
what options and possibilities are opened up?
– Communicating with swing voters who are feeling like
their vote does not count.
– Get people to vote, show that their vote matters
show players how to influence others to vote in a
given direction.

This is the bottom bit that is hard to
read in the image of swingvotergo.org
• PRIVACY POLICY
• TERMS OF USE
• A joint website of MoveOn.org Civic Action and MoveOn.org
Political Action.
• MoveOn.org Civic Action is a 501(c)(4) organization which
primarily focuses on nonpartisan education and advocacy on
important national issues. MoveOn.org Political Action is a
federal political committee which primarily helps members
elect candidates who reflect our values through a variety of
activities aimed at influencing the outcome of the next
election. MoveOn.org Political Action and MoveOn.org Civic
Action are separate organizations.
• Paid for in part by MoveOn.org Political Action. Not
authorized by any candidate or candidate's committee.

• has grown exponentially in the past few years.
There are nearly 250,000 users and about 3 million
observation
•

http://www.npr.org/sections/alltechconsidered/2016/08/06/488830352/the-app-thataims-to-gamify-biology-has-amateurs-discovering-new-species

http://classicallytrained.net/wp-content/uploads/2014/09/kof-2003.jpg
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http://mbf.blogs.com/.a/6a00d83451ba1e69e2015391ddf3b1970b-500wi

Schools that are developed with
gamification in mind
Not bringing games into the
classroom but making the learning
experience a game.
• The playmakers charter school in LA
– http://www.playmaker.org/

• Quest to Learn in NYC
– http://www.q2l.org/
The Future Face of Gaming

The playmakers charter school in LA
http://www.playmaker.org/

• GameDesk is a 501(c)3 Research and Technology Development Institute
whose mission is to develop the next generation model of education,
revolutionizing the tools we use and the way we teach.
• The Institute acts at the intersection of learning and digital content,
effectively merging rigorous academic standards with quality
entertainment design.
• The Institute is organized into 3 divisions: (1) educational game and
technology development, (2) think-tank for new school models, and (3)
school implementation, programs, and assessment.
• Our unique vision and culture is the product of a group of visionaries,
scholars, engineers, artists, educators, game-designers, and researchers
who collaboratively develop and implement GameDesk content and
programs.
• Since its inception, GameDesk’s historical mission has been to reengage
at-risk students in their educations and futures by leveraging the appeal
and real-world relevance of interactive technology and authorship.

Quest to Learn in NYC
http://www.q2l.org/
• What is Game-Based Learning?
• At Quest, we define games as carefully designed, student-driven
systems that are narrative-based, structured, interactive and
immersive.
• Why games? In the past decade or so, leading educational
researchers have discovered that games allow for some of the
richest learning experiences.
• Games ask us to collaborate with others and learn by doing.
• Games let us know if we are failing or succeeding at a moment’s
notice and allow us to retry, or “iterate,” after a failure or loss.
• Unlike traditional educational systems, failure is a necessary and
integral part of the “game.” It creates a context for students to be
motivated to try again and succeed.
• Learning experiences in games don’t feel like spoon-fed education.
Learning experiences feel like play.
• At Quest to Learn, learning happens by doing.

Several Links to learn more
• http://health.usnews.com/wellness/articles/201609-19/the-health-benefits-of-gamification
• http://www.npr.org/sections/alltechconsidered/20
16/08/06/488830352/the-app-that-aims-togamify-biology-has-amateurs-discovering-newspecies
• http://www.helpguide.org/articles/emotionalhealth/benefits-of-play-for-adults.htm
• http://news.unm.edu/news/the-gamification-ofcivilization
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And remember to “like”
Newton Public Library on Facebook!
http://www.facebook.com/NewtonPublicLibraryKansas
or http://www.newtonplks.org

http://41.media.tumblr.com/6ca4a7e3f4a78cb25cfdc74e0b48995a/tumblr_ndh49zqAHx1rli3xbo1_1280.jpg

Do you have any Questions?

http://www.10magazine.com/wp-content/uploads/2016/02/Thats-AllFolks.jpg

Thank you for your Participation
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