· Post thoughts on what we played in class
For Outer Wilds it was relaxing, since there was a true goal, I was able to roam around and explore the environment. I exchanged dialogue with other npcs that gave hints to a narrative. As I started talking to npcs the narrative started to show. Overall I enjoyed the experience of the gameplay. The challenge of learning it was fun, but I wasn't engaged or immersed into the game's story.
· What made the experience fun or not? 
I found the experience to be not as engaging as Detroit Become Human, since there weren't intense or suspenseful actions happening, you were just on a planet exploring it, there wasn’t much of a goal. But I enjoyed the theme around space and exploration.
· What is the motivating factor to get or keep players playing? 
Figuring out where to go inside the system of planets. The game didn’t make you think about where you should go. There wasn’t an objective marker telling you where to go and there wasn’t a tutorial of how to play the game, we had to learn ourselves.
· Is the game persuasive, and what is it trying to get you to do outside of the game?
It was trying to raise awareness about space exploration and understanding the emptiness and endless space we live in. Also of what the other out there could have that we would never be able to discover on our own as humans. So we accept our place in the universe as it is.
· What is the game’s metaphor and which of the game’s mechanics standout?
The flying mechanics definitely stand out. It was a struggle learning how to fly your ship and use the rockets for the character. It didn’t make gameplay any less interesting, but there was a small learning curve.
· How does the gameplay make you feel? Who does the game make you feel empathy for?
While playing the game I was relaxed and not thinking much. I was just exploring the game world and talking to npcs, i felt empathy for the npcs since they seemed to be living on their own without much of a goal.
· Is the game an activist game? If so what does the game play advocate for?
I would’t say the game is an activist game but more of exploration and understanding the emptiness of space.The game is advocating towards finding meaning the the vast unknown space. 
· Describe the game in 3 sentences or in the form of a haiku.
Alien on desolate planet, Wonders the stars
To fly their ship to destinations, they are curious.
Drift across space, discover hidden tales

Generate a list of five game ideas that revolve around the theme of empathy. Wrinkle: Take one of the five ideas and make it an alternate reality game.
1. A game about a complex relationship between man and woman
2. A game about life, going through family, work, friendships, 
3. A game that explores cells and the nature of fighting bacteria, 
4. Game where you take care of wild life and creatures of the unknown
5. Game showcasing the harsh reality of poverty

For the game about a relationship, you get to play as the man and the woman separately, so they both have differing opinions of each other and vent to the player internally as you play.
Choose any one of your ideas from this semester then draft a rule set and begin crafting a prototype to test on 2.19

From chapter 1:
how does mary flanagan’s definition of game differ from chris crawford’s as well as the definition crafted by katie salen and eric zimmerman?

Crawford defines games as systematic and formal. To him games are interactive, they need to have a goal, based on their rules, built around a conflict. Built solely for entertainment purposes. Salen and Zimmerman broadened this focus on making gaming meaningful. Like having clear and concise rules, Player interaction is intuitive. They care about the systems and the structure. But they acknowledge that the games show cultural and experimental meaning, not just play or victory at the end. Mary Flanagan states that games include art, activism, and experimentation. She treats games as cultural objects and not systems, and emphasizes on the values, ethics, politics and social impact on society. 

what is an activist game? 
It's a game that’s meant to raise awareness, and to promote social or political change.

From chapter 3 –
· go and chess are examples of games that feature “perfect information”, what other games share that feature?
Games that have no hidden info, no randomness, and players see the game play out in front of them as they play, the rules are straightforward, like Tic Tac Toe and Checkers. They’re those games that have a natural feel to playing them without having to learn rules. 

· Why might chance or gambling games hold spiritual or religious importance to ancient cultures?
In ancient cultures acts of randomness or encounters were seen as messages from the gods.
· When was the earliest battle between government/ religious groups and games? What modern games can you think of that have been banned or demonized?
Ancient China had bans of gambling, and games were seen as a distraction. They thought it distracted them from their labor and their values. For example Dungeons and Dragons from the 1980s spread false accusations of devil worship.
· What is a fox game, and what would be a modern example?
A fox game is a game that is asymmetrical where one player is outnumbered. For a modern example, Among Us being the imposter.

· What was the purpose or intent of the game: Mansion of Happiness?
The purpose of Mansion of Happiness was a moral instruction game. It was designed to teach christian virtues. If you won the game it was meant to practice morality and not luck. It reflected the shift from gambling to moralized playing.

Why do artists from the Fluxus and Surrealist movements play games? Why did Surrealists believe games might help everyone?
Surrealists believed that games disrupted rational thought, and gave access to the unconscious, and encouraged chance and creativity. Games were ways to escape productivity, and to reveal one deepest desires. They thought playing gaming meant that it would break social constraints, and liberate imagination. 

· Changes in what can signal profound changes in games? How were pinball games reskinned during WW2?
Change can play an effect through political ideology, and cultural values. During WWII pinball machines were repurposed by patriotic themes, and war imagery to normalize military values and nationalism.
· What statements did Fluxus artists make by reskinning games like monopoly and ping pong?
They questioned what games were for, and the meaning behind winning and weather playing games should be sold in markets at all
· How are artists like Lilian Ball, Marcel Duchamp, Takako Saito, Yoko Ono, Gabriel Orozco and Ruth Catlow using war games?
These artists remade war games to critique power and conflict, and to remove clear winners or objectives, and expose the systems that had control. Instead of showing victory they exposed violence and absurdity, and that politic should be implemented in the rules
· Why is it important for players to have agency in a critical or serious game?
Agency is important because it creates responsibility and they participate in the systems. If there wasn’t agency players would find the problems. 



