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CHAPTER 1

THE NEW STORY TIME

DURING MOST OF recorded history, humans have shared ideas in more or less the same way. We tell stories.

Almost everything we do has a storytelling component. Every account of the past is just a story that we hope frames the present day in the context of history. Each scientific paper is a story that offers an empirical description of the natural world. When your accountant finishes your tax return, she signs a story about your income, earnings, and expenses. A mathematical equation, a line of computer code, a grocery list, and a recipe can all be broadly understood as types of stories.

The technology we use to distribute these stories has changed many times. We’ve gone from telling stories orally to writing cuneiform on clay tablets; from using animal-skin parchment to using wood-based papers; from monastic scribes to the printing press; from scrolls to books; from feather quill to fountain pen; from the graphite pencil to the typewriter, to the word processor. But on a foundational level, the content of our stories has barely changed. Narrative has mostly remained linear. Novels. Lab reports. Complex equations. They always had beginnings, middles, and ends.

Until a few decades ago.

Now, multithreaded silicon processors and fiber-optic cable suddenly allow us to record and share knowledge differently. On the web, information no longer has the narrative arc that Aristotle laid out more than 2,000 years ago in his Rhetoric and Poetics. There is no reversal, no climax, no conclusion. Instead, queries open, they hyperlink endlessly around a digital web. Then, they hover permanently in the realm of networked possibilities. It’s nonlinear. And for all we know, this could represent another monumental shift for humanity. It could be as big as the transition to the written word or the printing press. It has already opened up new ways for us to interact with information and knowledge. It will continue to transform the way we think — the way we express ourselves.

How should we understand this shift to nonlinear storytelling? What does it mean for our kids? How does it change the ways in which we should prepare them for the future? What skills will they need to be successful adults? What behaviors will they need to comfortably contribute to society? To answer these questions, first we need to understand how digital interactive media works.

Don’t worry, I am not going to explain how monolithic integrated circuits (a.k.a. microchips) send signals across billions of tiny transistors. But if you engage with children — if you’re a parent, a teacher, or a caregiver — you do need to think about how digital play affects the kids for whom you are responsible. That means asking about a lot more than just what’s good and what’s bad. It means moving beyond the on/off-switch mentality that ordinarily accompanies conversations about “screen time.” It involves thinking critically about what is happening intellectually and emotionally when people engage with digital devices.

Rhetoric and Reading

Let’s start with video games. How should grown-ups think about them? How does gaming impact kids? One answer comes from Ian Bogost, a researcher at the Georgia Institute of Technology. He coined the term procedural rhetoric to describe how the process of going through a video game’s motions can persuade players to think in certain ways. It has to do with the way gamers embody particular ways of being. Unlike a traditional linear story — which is delivered by a storyteller or an author to an audience or a reader — Bogost argues that video games teach certain habits of mind by requiring players to act out specific procedures. It is the rules of the game that do the storytelling.

“While we often think that rules always limit behavior,” Bogost says, “the imposition of constraints also creates expression.” Think about the way that video games automatically enforce their rules. There is no need for the honor system, no need for an umpire. The game itself only allows certain kinds of play. In fact, because video-game rules are mechanically imposed, we sometimes cannot even identify them. We take the rules for granted. We think of them as part of the play space. For instance, we forget that only certain moves are permitted in Mortal Kombat, that players are allowed to take only a certain number of hits before they are eliminated, or that the dimensions of the play space are constrained. We hardly notice that the water into which Frogger plunges is just an area that is off-limits — the equivalent of stepping out of bounds. We do not think about the fact that Donkey Kong cannot leave the top level. Nevertheless, even when the rules seem invisible, they are always there. And we’re usually paying a lot of attention to them because playing well always involves learning to understand constraints that are mostly unseen. It requires that we shape our actions in ways that adhere to the design of the game.

Bogost’s concept of procedural rhetoric acknowledges the possibility that a game’s author, or developer, can use the gaming experience — created through the implementation of rules — to persuade players to think and construct meaning in certain ways. The word rhetoric may sound fancy, but it literally just means persuasion. “Just as verbal rhetoric is the practice of using oratory persuasively and visual rhetoric is the practice of using images persuasively,” Bogost writes, “procedural rhetoric is a general name for the practice of authoring arguments through processes.” He wants us to realize that games do not just create experiences; they also make arguments.

It works subtly, the same way a novelist like J. K. Rowling can manipulate our emotions by determining how much she wants us to know, and how much she wants to conceal, about Harry Potter and Hogwarts at any given time. It is also similar to the way Steven Spielberg builds cinematic tension. At first, his camera reveals only Jeff Goldblum’s face; then, slowly, it pans to reveal the Jurassic dinosaurs. Like a novel or a movie, a video game always limits players’ perspectives. It forces them to view digital spaces in certain ways. Unlike a novel or a movie, video games can also limit players’ actions, forcing them to solve problems in specific ways. Thus, a game is always pressuring us to think and make certain kinds of decisions — reinforcing thought patterns that, presumably, impact the way we make decisions even outside of the game world.

At first, this may sound like the same argument that angry politicians, activists, and critics often make against video games — that going through the motions of violence, in a procedural and immersive way, encourages violent behavior. Kids who play first-person shooter games like Call of Duty, so the theory goes, will get used to watching graphic visualizations of murder and homicide. They become accustomed to engaging in gruesome, unethical simulations of killing. Then, because they are desensitized to violence in the game world, they become desensitized to violence in the life world. They lack the wherewithal to behave ethically, to stop themselves from committing random violent crimes, such as mass shootings. It might sound logical at first, but there is no evidence suggesting that things are this simple. Ian Bogost knows this; his concept of procedural rhetoric refers to much more nuanced types of impact and persuasion. He is looking at how the rules and the mechanics of a game, experienced in context, influence our thinking. Shooting your way out of a tight game situation is teaching players something, but not necessarily something about real guns.

From a neuroscience perspective, the research suggests that first-person shooters cultivate “more accurate attention allocation, higher spatial resolution in visual processing, and enhanced mental rotation abilities.” These are all complex ways of describing the cognitive functions we use to identify, track, and hit a moving target. They are also skills we use in a variety of other, nonviolent situations throughout the course of our everyday lives. “Attention allocation” describes one’s ability to focus on any task. “Spatial resolution” refers to the way we make sense out of the stimuli we receive through our eyes. And “mental rotation” is how we can recognize an object as itself from multiple perspectives. Just through repetition, gamers hone the neural pathways involved in using these cognitive skills.

When it comes to procedural rhetoric, however, it’s not about the way these skills are strengthened, but rather the way they get put together into a meaningful order. For example, first-person shooters generally encourage us to be stealthy as we scan our surroundings, pinpoint particular targets, and eliminate them using the tools at our disposal. “But the meaning of individual first-person shooters vary [sic] based on the way those processes are used rhetorically,” Bogost explains. “Doom is about saving the world from hell-spawn; Waco Resurrection is about the politics of religious fanaticism.” The meaning depends on the context. And this is why nobody has ever discovered a reliable correlation between video-game violence and real-life violence.

To drive this point home, James Paul Gee, a linguistics scholar who has studied video games, once wrote, “If playing violent video games leads to a statistical increase in violence we should see a rise in violent crime, say, after QuakeCon each year, an event which draws thousands of players to play violent games.” We don’t. Unlike a video game, real life generally does not adhere to straightforward cause-and-effect patterns. There are certainly some good ethical reasons to keep your kids away from überviolent video games; but fearing that immersive M-rated (for “mature”) game play will turn them into sociopaths is not one of them. Human behavior is rarely so algorithmic.

Gee is one of the most influential researchers in the world of video games. In 2007, he wrote a popular book called What Video Games Have to Teach Us About Learning and Literacy. You would be hard-pressed to find a game developer who hasn’t read it. The book looks at video games from the perspective of Gee’s field of study: theoretical linguistics. That is just a fancy way of saying that he studies the way languages work — how they came to be, how they are learned, how they inform our lived experiences.

Gee’s research shows that each and every video game works according to a systematic logic that is very similar to the logic of a language. Learning to play Space Invaders, according to Gee, is a kind of literacy — players master the ability to read the game, to decode the system. “Video games are like an external version of the mind,” Gee once explained to me. “When we understand things and plan actions, we run gamelike role-playing simulations in our heads. In a sense, our mind is a game engine. We can combine elements from disparate experiences and create fantasies and think through complex problems.” Gee’s ideas may sound complicated. But just think, in the simplest terms, about the process through which babies learn languages.

All spoken languages — English, Spanish, Mandarin, Arabic — are complex. But babies learn them naturally and easily. How? First, through trial and error. Baby hears the sounds her parents make and experiments with making the same sounds herself. What happens with each utterance? How do the adults in her life react to each sound? Baby watches her parents’ responses and catalogs that feedback in a mental filing cabinet, noticing patterns, making associations. Soon, she begins to understand the relationship between certain sounds. Some scientists describe this process as one through which the baby calculates simple statistics, running basic data analytics: How often do particular sounds occur together? In what order?

Next, Baby experiments. She tests her new hypotheses about the relationship between sounds. She pulls noises and phonemes from her repertoire and pieces them together to form words, phrases, and sentences. Before we know it, Baby is talking. In fact, Baby is probably talking a whole lot. As anyone who has ever raised a child knows, a two-to-three-year-old can become just as passionate and obsessive about talking — about asking “Why?” — as my twelve-year-old is about playing Minecraft. Who can blame the two-to-three-year-old? A few months ago she was a helpless baby; now she has mastered the ability to navigate an extremely complex language system.

We can even say that she’s become literate because, according to Gee, there are other types of literacies besides reading and writing. For example, you’ve probably heard folks talk about “digital literacy” and “financial literacy.” Both of these concepts are derived from an academic framework called “multimodal literacies” that Gee applies to video games. He sees games as perfect little self-contained complex systems that need to be learned the same way we learn a language. To win, we need to be “literate,” we need to be able to speak and read the language of the game. We need to comprehend how all the interrelated rules, components, and elements work together. We do that in a way that is very similar to how a baby learns to understand speech. We recognize obstacles, platforms, weapons, and power-ups in the same way a baby recognizes how sounds like mom, food, poop, and play relate to one another to form a language with grammar and syntax. So, if you have beaten the classic Nintendo side-scrolling platformer Super Mario Brothers, you have mastered a new literacy; you know how to read the Mushroom Kingdom. Congratulations!

Ritual, Religion, and Play

Ian Bogost understands games as narratives with procedural rhetoric. James Paul Gee sees them as complex systems that require specific types of literacy. But games can also be understood as a type of ritual.

Johan Huizinga, an influential cultural historian from the first half of the twentieth century, wrote, “There is no formal difference between play and ritual.” He sees religious rituals, political rituals, and social rituals as a form of play. To understand what Huizinga means, think about when you go through a rite of passage. Consider that you are actually role-playing. For instance, when you participate in a wedding ceremony, there are certain lines you’re supposed to say, places you are expected to walk, specific manners of behavior. You are playacting within a set of boundaries. You are following the unseen rules of a game. In fact, when any of us participates in a ritual — jury duty, the Pledge of Allegiance, a baptism, Thanksgiving dinner, a school dance, and so on — we are going through the motions of a specific narrative; we are acting out a story.

The same is true when we play video games.

These days, children play an awful lot of video games. According to Common Sense Media, in 2017 teens and tweens spent, on average, a little over two hours a day with screen media. That means my own children probably engage in video-game rituals more than in any other sort of ritual. They do it repetitively, playacting their way through the same Minecraft scenarios over and over again. While rituals of digital play may not lead directly to life-world behaviors like inflicting physical violence, they certainly do influence the way children think about their lives, just as other kinds of rituals do.

Let’s consider religious rituals.

Some people love organized religion. Others find it boring and repetitive. When I was a kid, I was in the latter category. I hated going to synagogue. My mother would force me to dress up in uncomfortable clothing — a wool suit and a button-down shirt that felt too scratchy. The clip-on tie made me feel like I had a lump in my throat. Was the purpose of that tie to remind me not to talk? After all, that is mostly what happened in synagogue: I was ssssshhhhed. I stood up when the adults stood up and I sat back down again whenever they sat down. I did not understand the words they were saying in Hebrew; it all sounded like gibberish to me. Over time, however, I internalized the order of things. I knew when to bend my knees and when to bow. I learned the melodies, the sounds of the words, and the expectations. I knew how the different components of the service interacted with one another. James Paul Gee might say I became literate in the rituals of synagogue, in the beliefs of the Jewish religion. The fact that I was uninterested did not matter. Rituals do their work whether we want them to or not, whether we believe in them or not. They all have their own procedural rhetoric. Ian Bogost might say that the rules of synagogue are just as expressive and persuasive as they are restrictive. They taught me intellectual processes. They taught me to be fluent in the language of Judaism. They taught me how to use Judaic ideas to interpret the world around me and then to articulate my perspective. As a kid, I always wondered why my mother forced me to go. But as an adult, I see that she was trying to preserve a culture, to anchor me in a tradition, to instill a way of thinking.

Now, I understand that those boring synagogue rituals were similar to playing a game. The first time this idea really made sense to me, I was in Denmark at the LEGO Foundation’s Idea Conference. It is an annual event where some of the smartest people working on issues around children, learning, education, and play gather to share information and ideas. (Of course, we also spend a lot of time building with all the colorful bricks in and around LEGO’s headquarters.) At the conference, Jack Shonkoff, the director of the Center for the Developing Child at Harvard University, gave a talk on early childhood brain development. He said that all over the world and in many different historical epochs, children play slightly different versions of very similar games: jump-rope games, chase and tag games, hopscotch games, circle games, ball games, and many more. While each variation is unique to its geographical region, it is still easy to recognize them as similar because they share the same characteristics. Certain types of games all have certain types of rules. Likewise, there are analogous boundaries, limitations, and restrictions across all the games played by kids in a particular age group. Just think about the way they all involve the same sorts of back-and-forth interactions among players.

Shonkoff explained that these games are universal because they are the most effective way for children to develop important social skills: the ability to focus and sustain attention, to set goals, make plans, and monitor actions, to adapt to changing conditions, to solve problems, to follow rules, to control impulses, and to delay gratification. In his book From Neurons to Neighborhoods: The Science of Early Childhood Development, Shonkoff gets even more specific. He writes about classic childhood games like Red Light, Green Light and Simon Says. “Doing well at these games requires paying sharp attention for a long time, keeping track of the rules of the game, and interrupting actions you are all set to perform.” Furthermore, players must learn to resist the temptation to cheat. They must learn not to throw a temper tantrum each time things don’t go their way. If they want to keep having fun, they have to actively preserve the order of the game; they need to make sure it does not dissolve into chaos. To do so, they need to understand, at least intuitively, how the game system functions: Which parts of the game are flexible and which are not? How do the different parts work in relationship to one another? Which boundaries are rigid and which are porous? Players always need to be literate in the rules of the game.

Children develop this kind of literacy through a process of trial and error, always ultimately aiming to maintain the fun and avoid fights among their peers. “Conflict, arguments, and outright physical aggression disrupt the flow of play, indicate that something is wrong, and challenge children to figure out what needs to happen to get play back on track,” Shonkoff explains. When all goes according to plan, the children not only have fun, they also learn how to interact with one another. They practice and learn acceptable behaviors through direct experience as they become acculturated to social customs.

The games are like little rituals. They work in the same way that synagogue does — rigid in their expectations, but without the uncomfortable formal clothing. Just like all the other rituals, stories, and games, they exist to instill, maintain, and reinforce certain thought patterns, ways of behaving, types of expression, ways of relating to one another, and methods for sharing experiences with the people around us. Digital play works the same way. Video games blend role-playing and narrative together and then deliver their messages into our living rooms. They teach our children ideas, values, concepts, and manners — whether we want them to or not. The actions, sounds, stories, music, characters, and procedures shape the way our kids will live in a connected world.

Takeaways

Avoid the digital/analog binary. Teach kids how to integrate new modes of play into a holistic twenty-first-century play space.

Many grown-ups worry about how much time children spend playing video games, and therefore they adopt the problematic “on/off switch” mentality. They buy into a false binary, believing that digital play can be understood in opposition to all nonelectronic activities. As a result, kids’ lives get divided into screen time and nonscreen time. It’s unfortunate because a lot of the play that happens in the game world can offer developmental benefits similar to what’s gained through the play that happens in the life world. For example, all games can be understood as little rituals. Participants act out scenarios within a set of boundaries; they follow unspoken rules. The rules limit players’ perspectives and actions, encouraging them to solve problems and make decisions. In this way, digital play is just like all other forms of play; through ritualized action it reinforces thought patterns and strengthens certain neural pathways. Of course, that doesn’t mean it’s an adequate replacement for physical activities and tangible toys. But it can be a valuable supplement, offering an appropriate twenty-first-century addition to a child’s everyday toybox.

Video games are great teachers. Your kids learn lots of things while playing.

All video games work according to a systematic logic that is very similar to the logic of a language. Players master the ability to “read” the game. They learn to understand how all the interrelated rules, components, and elements work together. They learn to recognize obstacles, platforms, weapons, and power-ups. How do they learn so much, so fast? Because great video games share a lot in common with great teachers: both are rigorous, responsive, reflective, and real (what I call, the four Rs).


	Rigorous: Great games feature just the right amount of challenge. They’re not too hard and not too easy. They keep players in the “Zone of Proximal Development.” That’s the term Lev Vygotsky, a Russian psychologist from the mid-twentieth century, coined to describe the ideal learning environment: a theoretical space where individual students encounter obstacles that can be overcome only with the support of external or social guidance. Likewise, good video games always provide players with the necessary power-ups at just the right time.

	Responsive: Great games always offer clear, concise feedback. Imagine how frustrated you’d be if you didn’t understand why Pac-Man died. If you don’t know why your strategy failed, how could you ever hope to improve your space-ghost-chasing skills? Good teachers know that the same principle applies to learning: assessments are only useful if they provide the learner with the feedback necessary to iterate his performance.

	Reflective: There’s a clear difference between the gamer and the character she controls. Therefore, the player is able to reflect on her in-game performance without internalizing the disappointments that come from failure. Similarly, educators often talk about “metacognition,” the ability to think about your own thinking. Metacognitive reflection is what enables a learner to have what psychologist Carol Dweck famously called “a growth mindset” — the recognition that intelligence is not “fixed.”

	Real: Games are obviously not real; but they are immersive enough that they often feel real. Players learn the rules of video games through hands-on exploration and experimentation. This is the same principle that makes project-based learning so effective in the school classroom. The best learning is always experiential. Otherwise, it would be like trying to understand a video game by reading the user’s manual but never actually playing.



Encourage your kids to play; it’s the best way to learn social and emotional skills.

All kids, everywhere, play similar kinds of silly games, like Simon Says, Telephone, jump rope, marbles, and jacks. Why are these games so universal? Because playful rituals cultivate social skills. Through play, children learn how to interact with one another. For example, they discover that to keep having fun with friends, they must follow certain rules. They need to constantly be deciphering and responding to the complicated language of the game system. Otherwise, everything dissolves into chaos. And that’s no fun. Kids hate conflict because it disrupts the game. The more they play, the better they get at mediating the tension between their own playful desires and the boundaries that create a space for fun. Eventually, all the practice they get on the playground prepares them to abide by the complex social contract of adult interaction. Digital play may sometimes seem like it’s isolated and antisocial, but even video games are preparing kids to react and respond thoughtfully to external and social stimuli. Let your kids get the practice they need!


CHAPTER 2

THE NEW PLAYTIME

WE SOMETIMES MISTAKENLY think of what happens among children as merely superficial. For instance, I think about the way my own children spend time sprawled out on the living room rug with action figures or toy cars. Sometimes they are on the sofa, clutching game controllers and fighting off the invaders who approach Hyrule castle (in Nintendo’s Zelda series). They laugh. They giggle. They get swept up in imaginary, silly, and impossible worlds.

At these moments, I enjoy my “free time.” I send emails. I write articles. I review research. I pay bills. I text Amanda, my girlfriend. I think, “I’m glad the kids are distracted. I’m glad they don’t need my attention right now.” I suspect that most parents feel the same sense of relief whenever their children are absorbed in independent play. We all need a break sometimes. We deserve it. We should wholeheartedly embrace these moments of serenity.

However, we should also be careful not to think that the work on our laptop screens is more important than the imaginary play in which our children are engaged. Instead, we should think of play — digital and otherwise — as the work of childhood. Imagine it as a kind of innovation incubator in which the cultures and societies of the future are actively designed. Our adult workaday responsibilities have short-term stakes; children’s imaginary worlds have long-term impact. Their play worlds will produce the real worlds of tomorrow. It may sound a bit like an overplayed Whitney Houston song — I believe the children are the future. But when you consider what the science says about child’s play and cognitive development, it becomes more than just cliché.

Learning by Playing Together

There is a plethora of definitive research, just like Jack Shonkoff’s, that shows how children develop social skills through games and play. They learn to share experiences with others. They learn to collaborate, to resolve conflicts, to read social cues, to build competence and confidence. All the lessons that children learn from the tiny little rituals in games that they play all over the world constitute the so-called soft skills. That is an unfortunate term that minimizes their importance. In fact, these soft skills — the ability to focus and sustain attention, to set goals, make plans, and monitor actions, to adapt to changing conditions, to solve problems, to follow rules, to control impulses and to delay gratification — are the foundation of all learning, all social interactions, all the life skills children need to become successful adults.

You have probably heard the terms self-regulation and executive function.

Self-regulation describes the ability to manage one’s behaviors and emotional reactions in ways that are socially acceptable. It would not be appropriate, for instance, if you were to burst into tears every time something unexpected happened — when you heard a loud noise like an ambulance’s siren, when you’d been accidentally bumped by a stranger while walking down the street. Imagine how hard it would be to keep a job, to maintain a romantic relationship, even to go grocery shopping if you did not know how to regulate your emotions and behaviors. At a very young age, through playful experiences with family and friends, children learn the socially acceptable ways to express their feelings, their ideas, and their desires. Eventually, self-regulation becomes essential for participation in the grown-up world.

Executive function is at work in a similar set of soft skills. It provides us with mental flexibility and resilience. It allows us to multitask, and to manage and utilize cognitive abilities like memory and attention. Executive function helps us find the best strategies to get what we want or need. For instance, I suspect that when you feel hungry, you do not just sit at your desk completely debilitated by the burning feeling of emptiness in your belly. But you also don’t drop everything and stuff your face the way Cookie Monster might. Instead, you keep focused on your job, while considering simultaneously where and when you will be able to grab a snack. Almost without realizing it, you quickly devise a time-management strategy, identifying the best possible point at which to stop the task you are currently engaged in so that you can satiate that rumbly tummy. Sometimes your initial strategy does not work — maybe the vending machine is out of order or the phone rings and keeps you busy for another forty-five minutes. If you have strong executive function, you can modify your plan on the fly.

Your self-regulation and executive function skills started to develop before you were six years old. Think about how a child reacts when she wants a ball that is out of reach or a toy that is being used by someone else. Does she scream and cry? Shut down and stop playing altogether? Or does she know how to wait patiently, to delay gratification? Does she know to ask a teacher for help, or think to suggest sharing or playing together? These are everyday situations that cultivate the self-regulation and executive function skills needed throughout life. When you watch children in the preschool classroom, their actions may seem inconsequential, but they are enormously important. Each game they play is like a mini-rehearsal, a practice run for taking care of themselves while living in society with others. This is where children start to construct tomorrow’s communities, build tomorrow’s businesses, and stimulate tomorrow’s economies.

When I pick up my kids from school, I sit on a bench in the yard and watch them on the playground. They are absorbed in ongoing imaginary scenarios with their friends. One corner of the yard becomes a small city, a restaurant, a grocery store, a castle, or an alien planet.

A child places a rock atop a log, announcing its significance: “This is the supercomputer that can destroy the galaxy. We need to protect it at all costs!”

The others react, “Oh no, it’s been hacked! Quick, get into the rocket before the zombie apocalypse.”

“No. Use this rocket. It’s better. It moves at light speed.”

“Watch out! I think I see galactic bandits up ahead.”

“Grab the supercomputer, let’s take it with us!”

It sounds like nonsense. Kids can be silly and overly enthusiastic. Their fantasy supercomputers, rocket ships, zombie apocalypses, and galactic bandits are frivolous. But the method by which they act out the story matters. Remember, “The medium is the message.” It is the ritual of the game, the process of learning to read the system, that is significant. Together, the children experiment with new ideas, new concepts, new ways of relating to one another. Together, they derive meaning and create rules associated with each prop, each rock, each stick. Their collective narrative emerges.

Jean Piaget, the famous Swiss psychologist, recognized that a process of adaptation, which he called accommodation, was happening in these playful scenarios. Writing in the 1950s, he described how children imitate their peers and adjust their behavior to the circumstances of the game. They make tiny accommodations for one another. They learn to be flexible, abandoning existing ideas and replacing them with new information. Nowadays, we know exactly which parts of the brain are activated while children practice adaptation skills. We also recognize adaptation as a component of executive function.

Some experts label the kind of schoolyard fantasy my kids are regularly involved in “pretense” or “sociodramatic play.” The game itself has no objective, no winners or losers. Instead, it is an experiment in
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