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8 82 THE PSYCHOLOGY OF THE ARCADE: ‘el

PLAY ' GOOD .

~ EXPLORE 7~ EOPLE = . . = BRIGHTER TOMORROWS
ST Y = Family Arcade Guide —
< MAKE

9 _ MEMORIES Use this guide to walk into the arcade with a plan, enjoy the games together, and
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turn a tricky outing into a lesson about how these systems are built.
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Set the budget and the plan . Notice the design while you ~ Hold the limit kindly and * Talk it over afterward with \ —

BEFORE

THE ARCADE

before you walk in. e are pl__aying. 7 cash out on purpose. - honesty and warmth. " The prize at the counter
@ Decide the exact amount out @ Point it out once, lightly: @® When the card is empty, @® Was the prize worth what we ] is worth pennies.
loud together: “We are loading “Notice how it almost gave us follow the plan you both spent, and was the prizereally |,  The chase is the point,
the card with this much, and the jackpot? That is on purpose, agreed on: cash out the tickets the point? | and the card was designed
that is the whole amount.” to make us want to keep going.” and pick one thing. = so the chase never quite

@ Where else in life do we see

® Pre-agree what happenswhen @ When you feel the pull of “one @ Skip “just five more dollars,” the same trick that makes us | e.';dtsl;:°“rrggr‘;‘;eft'? “.ﬁt
the card is empty, so the ending more game,” name it together, it teaches the exact lesson want to keep going? 11 the morment, 1S &
is a plan, not an ambush. that is the machine working you did not want to teach. o : bth: plan you "’;Eke
@ Younger kids: what game are you as designed. ® 'Headhiome while it still:fesls @ Try this: each person names ) efore yqu walk In.

most excited to play just forfun? = @ Play for the playing, not the fun, not after the meltdown. orie thing they cando when 1

tickets, and say so out loud. they feelarone mor ™ bl \
o END WELL VERSATIONS :
AWARE KIDS __ MAKE MORE REAL CON < B i AWARENES; &

:'; MAKE BRIGHTER CHOICES ;: ) . GOOD DAYS _ BUILD BR'F\VER KIDS — GOES ALONG WAy =




