In the Genius Maker Game Room

By

Jimmie L. Sherman
Knowledge is money – or rather, it is transferable into money.  In the labor market, the more knowledge a person has, the more money he/she can make.  Therefore, it would be wise for us to condition our youth by rewarding them with money bonuses to match their attained knowledge, as an incentive for them to attain even more.  So, connected to the Teach Them Yourself Center (right next door), there should be a Game Room where you could take the kids to continue sharpening their intellectual skills while they are having fun.  Call it The Genius Maker Game Room – a room that can be entered by showing a Monthly Membership Card (to indicate that the month’s dues were paid to the Teach Them Yourself Center).    

1.  In the Genius Maker Game Room, there should be   Academic Video Games for students to play to win bonus rewards.  For correctly typing the answer to the question asked by the Genius Tester Computer (within a prescribed time limit), a bonus should drop into a Reward Cup.  The student may keep the bonus, or buy a snack at the Snack Bar Window.  (See Genius Tester below)
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Step 1:

a) The player will press the Enter Key for a New Problem to appear on the screen.

b) As the New problem appears, the Old problem disappears.
c) After the Enter Key is pressed, a problem appears and a voice says, “You have 15

seconds to type your answer. Start now.”

Step 2:

a) The player will type the answer.
b) The player may delete errors and alter the answer within the allotted time, but not

after time is up.

Step 3:

a) Ifthe answer is correct, a coin will drop into the cup and a voice will say,

“Reward goes to the Genius.”
b) Ifthe answer is incorrect, then no coins will drop into the cup and a voice will say,
“Huh? You need to practice,” or “Huh? You can do better than that. Do you

practice?”

Step 3:

a) The Player will press Enter to play again and again, for 5 tries. The game ends

after 5 tries. _
P





Note: The harder the problem, the more bonuses should     automatically drop into the cup.  Also,

a) The student who knows shortcuts should be able to answer within a short time limit and win more bonuses.

b) Slower students will pay closer attention and pursue greater understanding of how to use shortcuts to win.

We should program a variety of academic games, on different levels in various areas, such as, Math, Reading Comprehension, etc.  

2. In the Genius Maker Game Room, there should be a Snack And Game Table Area partitioned with Stanchions.  In this area, students can eat snacks, drink fruit juices, play educational board games, study, or intellectualize with friends, while waiting for the opportunity to play a video game, or to enter a Video Lesson Booth. (See diagram of area below.)
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3. In the Genius Maker Game Room, there should be Video Lesson Booths with video taped lessons for students to enter and learn the shortcuts necessary to win bonuses from the video games.  Each booth should be numbered and should teach lessons pertaining to a specific Video Game (see diagram above).

4. At the end of each lost game on Computer #1, a voice should say, “Go to Booth #1 to find the answers.  Then come back and win, win, win – I have bonuses to spare! – So, hurry – go now… to Booth #1.  Hurry and come back – while I’m still full of coins”

5. There should be other whispering voices to influence the student to study.  Motion Activated Speakers (Audio Advertisers) should be stationed at the Game Room’s Entrance, near the Snack And Game Check Out Window, near Booths, and at Video Games, with whispered messages, such as, “Do you want to know the answers?  Get them in Booth #1…Go to Booth #1 and get them now.”  Or, “Booth #2 has the answers to the Nickel Machines” or, “Booth #3 is telling everybody the answers and they’re winning all the dimes from the Dime Machine” or “Learn the answers to the Quarter Machine in a seminar today at 2:00 p.m. in the Game Preparation Room.”

Note: Each booth should teach the students how to use shortcuts to arrive at correct answers, but shouldn’t give the actual answers to a computer game’s problems.

There’s more that I’ll be adding, so check back later.  But in the mean time, take action.  I hope you have enough to work with.  Also, don’t forget to pick up one of my short stories at www.afreebook4u.com .

