 (
Handout 4
)Making Inferences Planner                     Title: What can Video Games Teach Us?
                                                                           
CPQ: What are the pros about video games?
 (
5
)
	P#
	Statement
	
	Text Clues
	Background Knowledge

	
945
I do
	

	· In the text
     (direct)

· In my head (inference)
	“A good video game is 
challenging, entertaining, and complicated.”

	

	
 945
We do
	

	· In the text
     (direct)

· In my head (inference)
	“Video games can enhance reading skills too”





	

	
945
We do
	

	· In the text
     (direct)

· In my head (inference)
	“Games can inspire new interests”





	

	946
You
Do
(TTT)
 
	

	· In the text
     (direct)

· In my head (inference)
	“Video games might also help improve visual skills”
	

	946
You
Do
(TTT)
	
	· In the text
     (direct)

· In my head (inference)
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 (
Handout 4
)Making Inferences Planner                     Title: The Violent Side of Video Games
                                                                           
CPQ: What are the cons about video games?
 (
5
)
	P#
	Statement
	
	Text Clues
	Background Knowledge

	947
I Do

	

	· In the text
     (direct)

· In my head (inference)
	“…I started to think that looking at screens all the time might be affecting me in ways I didn’t even suspect.”
	

	
 947
We Do
	

	· In the text
     (direct)

· In my head (inference)
	“Violence is one of the biggest concerns, especially as computer graphics and special effects become more realistic.”
	

	947
We Do
 
	

	· In the text
     (direct)

· In my head (inference)
	“There’s also evidence that people become less sensitive to violence after awhile…”
	

	948
You Do
(TTT)
	
	· In the text
     (direct)

· In my head (inference)
	“…mean world syndrome…”
	

	948
You Do
(TTT)
	
	· In the text
     (direct)

· In my head (inference)
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lines 66-707 Record
this irformation in
your chart. Bxplain
Whether ycu think this
b an example of faulty
teasoning.
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Improved Skills

Vden games might also help improve visual skils. That was what

59 ressarchers from the Uriversity of Rochaster in New York recently fourd.

In the study, frequent game players tetween the ages of 18 and 23

wete hetter at moritoring what was happening around them than those

who didh t play as often of didn's play at all. They could keep track
of more objects al a Lime, Anc they wers faster al picking oul objects
from a cluttered 2nvionment

“Above anc beyond the fact that actian video games can
b2 heneticiz|” says Rachaster neuroscientist® Caphne 2aveliar,
“our findings ate surprisirg because they show that the leam ng
induced by video game playing ocours qu te fest and generalizes
outsde the zaming experience.”

The research might lead to better way to train soldiers or treat
people with attention problems, the resezrohers say, though they
cauton against taxing that point oo far.

Says Baveleer, “We certanly dan't mezn to convey the messcee
that kids can play video games nstead of doing :heir homeworkl”

If Gez gets his way, though, teashers might some day siart
incorkoralng cormputer games into Uheir assignments. Aliezdy,
Sclentists and the milizary use computer games 1o help simulate
certain situations or resaren of training, he says. Why shouldnt
schools do the same thing? ... @

Researcners af the Mzssachusetts Institute of Technology have
started a project they dascribe as the *Education Arcade.” The
project brings together researchers, scholars ¢ game designers and
others interested in davelcpirg 2nd using computer games i the
classroom. ...

Leoking at the Eright side of vide and computer games could
also help bring kids and adukts closer together. Pleying games can
be a social activity, during which kids ard adults learn from ore
another. By opening up fines of cormunicat on and understanding,

&2 maybe one day we'll peise video games for saving society, not
bame them for destoying it

5 mouroicerut 07 47501 3 cbetitwEastdiec i ant e e e,
4. seholars: peoplewnc stusya particur sulect
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\WHEN | WAS A KID, I WAS OBSESSED WITH VIDEO GAMES.

I saved my allowance to ouy new games every month. | read
Nintendo rmagazines for tips about sohing the Super Maro Brothers
acventures | played <o many hours of Totris that | usad to dream
akout lttle blocks falling perfectly into plece.

Autlio Summaries: What Video Garmes. There were physizal cffcets too. My thumbs tumad into machincs.
Audio Summaries: The Violent Side. quick and precise. During espesial y diffisult levels of play. my oalms. precise 1o T-sis') adj

teracive Vocanulary Garne woulc sweat, Ny heart would rece. I have knots in my stormac from oxactor correct
anxiety. Itwas the sam feeling I sometimes get from watohing scary
10 moxies or suspenseful TV shows.
After a while, | started to think that looking at screens and

WordSharp: Using Resources
Grammarhiotes: Misplaced Modifiers

el lemenilojen/ument playing gzmes all the time mignt be affecting me in ways | didn't
Level Up: Evidence even suspect. It LS out that | was probably right. @ @ ARGUMENT
Level Up: Modifiers and Placement Sclentists ate discovering that playing video and computar games. Reread the title of the

and wztehing TV and movies czn change the way we act, think, znd ii‘fifl".‘"iii’;”f.?i
feel Whether these changes are good or bad has becoms a subject does Eheautho make!
of intense cebate.

Concerns About Violence

Violence is onz of the biggest cancems, espesially as computer
graphics and spesial efiects become mare realistic. Some parents

20 and teachers blame . . zagressive befavior on media violence—
asseen in TV prograims. movies, and video gares.

“If you've ever watched young chidren watching Kckboxng.” says
child psychologist: John Nurtay, “Wwith n a few minutes they start
PGppINg up and pusing and shovirg and Imitating the actions.”
HMurray is at Karsas State University in Manhattan, Kansas. EVALUATESLIERORY

Thete's also evidence that people hesome less sansitive to :”";;11‘:;;7:;53;'“*
violence after a wrile. Murray says. In cther words, you gat so Recond e information

used to seeing it that you eventually think its not such  big deal in you chart

5. i paychologist RO person st oy hogh and Lelaicr
saternsinchilirn
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Then thete's the “mean world syndrome." If you wateh lots
42 0f violence, you may start to think the world is a bad place. | still
sometimes have trouble falling asleep if| waton the news on TV
@ EVALUATE SUPPORT o1 tead the newspaper right befors going to ved. @
Reread ines 25 32 $til, it hard to prove that violence on TV leads to violznce in real
Mt e life. L might be possible, for examele, el people who are already
meant tosupporti aggressive for ather rezsons are more drawn 1o violent games and
TV shaws.

Video Power

Language Coach Most of the researsh nas fosused on TV and movie viclencs, mainly
Indiect Quotations in baczusa TV and mavies have boen atound mush langar than video
lines 37-45 the auther games, says payeholcgist Craig Anderon of owa State University
o et in Ames, lowa, Anderson has a Web site dedicatsd to looking at the
say abou. video garnes link between video games and violense.

wthut using quotation
ma. These are called
indirect quotations.
Indirect quotarions are
petaphases or biiel
Summarss of whata
personsaid. They are
notin the person's exact
wis. Whywonld

In his own reseaich and in analyses’ of resezrch by others,
Andersor seys et hie hias delecied & connection between violent
video games ard violent behavior. He has found that people who
fepeatedly piay vidlent games have agaressie thougnts and become

less haipful and seciable. Physically, thelr heart ratas acos erzte.
Video games might 1ave an even mare powerful effect on the

brain than TV doas, Murtay says. Players actively participate in the
be i ading Lo place ORISR, .

indirect quotations in

e Next time you pay a viclent video game, Murray suggests, check

your pulss just oefore and after each round s ene way to see how
the game aficets you.

“Ninety-nine percant cf the time, Il bet your heart rate will have
increased rather dramaticaly while paying one,” Murray says. “This

@ EVALUATE SUPPORT indicates that. . . you are being a'fected.” g
Rorad nes 7 55 Three teenagers ‘rom Puerto Rico have datz to beck up that
Dossheevidence in observalion. Wilh U e of a sciool nurse, e high school seriors
this section provide
Lupport for o against found that psople of all ages showed # fise in blood pressure and
the claim? Explain why haart rete after playing a superviolent game. Playing an active,
orwly ol < nonviolert game did not have the same effect.

2 symdtomalnli . rouy o attee of yrpteens ot ke 1 dieace o cordion
5. analyses 508" F5B2 heiamination ofdfferert Infornation r coerimenca esults,

12 start| (@ office of Curriculum and .| () TL1
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HERE'S SOME NEWS FOR YOU TO SHARE WITH YOUR PARENTS AND
TEACHERS: VIDEO GAMES MIGHT ACTUALLY BE GOOD FOR YOU.

Whenever a wave of teenage violenze strikes, movies TV, or
vid20 2ames often take the heat. Soms adurs assume that movies,
TV, and video games are a bad influance on kids, and they blame
thess mediz* for causing vatlaus problems. A var ety of studies
Appear 10 SUPDOIT the link batwean media violence and bac behavior
among kids.

But mediz don't necessarily cause viclence, says James Gee. Gee

10 is an education professor at the University of Wiscans n, Madison.
“You get a group of teenage boys who shoot up a schacl—of course
theyvz playad video games,” Gez says. “Everyonz does. It's like
baming food becauss we have obese peopee.”

Video games ate innocent of most of the charges against them,
Gee says. The games might actually do a lat of good. Gee has
wiitten a book titled What Video Games Kave to Teach Us About
Leaming and Literacy. @y

e that o s elevsion s, magaanes, ewsoapers,anc videogeres
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Big Question

Beore Reading: Skils
Mestthe Autror

A growing number of esecrohers agree vith Gee. ffused in the right
way, video anc computer games have the potential to inspire leaming.
What Can Video Garmes Teach Us? 21 AN they can help players mprove coordiration” znd visual skills.

The Violent Side of Video Games

Afler Reading: Questions Attention-Getting Games

VNI GRis A 000 video game Is chalenging. entertah ng, and complicated, compliate

Conventions in Wiitin Gee says. It usuzlly takes £Q 10 60 hours of infense concentration (k{mDW'k:a 3

e Bt 9 10 1inish one. £ven kids Who c2n't sit stil in school 6an spend hours 2 :‘:‘“K‘Zfﬁ‘“"
nine Bxras trving to solve a video o computer game. . .. "

airtiofoniine] The captivating power of video games might lie in their intaractive captivate (kip'ta vat'}

Autio Summaries: What Video Games. nature. Players don't just sit and warch They getto partcipate in the v foattiactand

Audio Summaries: The Vialent Side. action and solve problers. Some zames even allow players 1o make okl interest

changes in the game, alowiing new possibiltas.
And kids who play computer games cften end up know ng mare
5« about computers than their parents do. * Kids today ate ratives

Interactive Vacabulary Game
WordSharp: Using Resources

Grammarhiotes: Misplaced Hodifers in a culture in which their parsnts are immizrants” Gee says.
Cevell0n:E ementeloznaument In his 2 1o 3 years of studying Lhe social influznces of video (@ EVALUATE SUPPORT
Level Up: Evidence. gemes, Gee has seen a number of young gamers become computer Reread fines 32-3G.
Level Up: Madifers and Placement sclence majors In colleg2. One Kid ever ended Lp as a teaching by olgttteautlior
_— asSiStart during his fleshmar year bacause the School's computer s it
courses were too easy for him. @ make this point?
; GRAMMAR IN
Screen Reading @ Jramun
Video games cen enhance reading skils too. In the game Animaf The second sentence
Crossing. ‘ot instance, piayets become charactets who live in a town full nfte bednening
of animls. Over the course cf the game, yeu can buy a house, travel Lk i e
4. from town to tawn, g to museums, and do other ordinary things. Al the modites Animal
while. You'e writing notes to other players and taking 10 the animas. Crosiing” Whenyou
Because Kids are interested in Ue gzrne, Uy ollen end up reading al use propositional
i phrasesto mocifya
a level well above their grace, even if they say they don't iketo read. g ke

‘Games can Insole new Interests. Aftat playirg a game called Age sue that you place the
of Mytholngy, Gee says, Kids (like his &-year-old son) often start prepositicnal phiase
checsing ol mytho ogy hooks from the library or join Intems chat eleathassion, o
hout mythological characters. History can come alive to the author hes done
groups a &l Oterwse, you can

a payer participating in the game. ... confuseyour readers

2 coordinations the abity o make MUt pe muscle grougs work smocthytegethe
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