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OUR CHALLENGE:
THE MOST BORING TOPIC | COULD FI

HSA Procedures

OR one of your own topics



GAMES AND LEARNI

O0One of t he subt !l e:
chemicals Is at that moment of

triumph when we learn something or
mast er a t aské

el n ot her wor dearningw i
Is the drug. ©

Raph Kosterd A Theory of Fun



HOW DO WE DO THAT?

A Attention
A Flow
A Structured



FI RST, LETO0OS START

AHow long is your attention span?
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LETO0OS START WITH T

ALet ds talk about attenti oné

Rider:

The __— Elephant:
conscious, v The automatic,
verbal, emotional,
thinking visceral
brain brain

JonathanHaidt, The Happiness Hypothesis



THE RIDER

| sh
jas

| really should get
this homework
out of the way.

Exercising now
( will give me
more energy
later.



THE ELEPHANT

e O & Q Mmmm,
French fries!
O Hey, look!
Celebrity Chef Death

C Match is on! )
\_/W

I'm just going to
lie down on the
couch for ONE
minute...




SHON WHEN THEREOS

Who do you think wins?




URGENCY MATTERS

We are creatures of urgency:

Maybe | should
consider

retirement

Basically, the elephant is planninge
bad at waiting for stuff.




WE HAVE TROUBLE Wi

Classic “l know, but..." activities

Activity Immediate consequence  Delayed consequence
Smoking Nice nicotine hit Lung cancer

Saving for retirement Less money More money

Exercise Ouch Nice abs!

Doughnuts Mmm... I'm not getting on that scale...

We are alsoloss averse®



WHICH DO YOU THINK WORKS BETTE

I guess
be glad |
know this
someda

| Om r ea
glad | know

this nowé
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or

Shiv andFedorikhin 1999
Heart and Mind in Conflict: The Interplay of Affect and Cognition in Consumer Decision Making



SO, IF OUR LEARNERS ARE FORCINC(

THEMSELVES TO PAY

éeWEOD BE L UCKWINUTESGET 7

-

HSA Procedures




POP QUIZ

How you do you say:

oMihaly Csikszentmihalyb


http://www.youtube.com/watch?v=qQwkZafcpv4
http://www.youtube.com/watch?v=qQwkZafcpv4

WHATOS FLOW?

Flow: The Psychology of
Optimal Experience
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THE FLOW CHANNEL
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Challenge >

- Flow: The Psychology of Optimal Experience by Mihaly Csikszentmihalyi



WHATO0OS HAPPENI NG |




WHAT IS GOING ON WHEN YOU AF
LEARNING SOMETHING NEW?

Well, areas like
yourfrontal cortex
gets busy. It starts
burning a lot of
fuel, andhits its
limitspretty quickly.




WHAT IS GOING ON WHEN YOU USIN(

REGULAR PATTERN YOU ALREADY KN

partsof the
brain/brain
functions thatan

run without a lot of
conscious attention.

\ —
- That leverages
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PRACTICE
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Fig. 6. PET imagcs (41% atlas slice) of a subject in naive and practiced conditions, showing decreases in GMR.
Glucose Metabolic Rate after several weeks of Tetris Practice




MOST CLASSES ARE BIKING
STRAIGHT UPHILL




GAMES, ON THE O

Some new Stuff you Stuff you  Stuff you Stuff you  Boss Fight

stuff, pretty know plus know, know plus know,
easy a bitmore  maybe a a bit kicked up
though little more a notch

faster . =
S

=2
ez




I'T ALSO ALLOWS YOU TO PAY,

ATTENTI ON TO WHA@

In this model, everything is new and
everything is important (so nothing is).




