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Johnson’s Claim of Importance of Games
Technology use in the contemporary world has been a subject of debate on how it has different effects on society. This is because; technology has been incorporated into different sectors which are believed to change the future of the community. Scholars such as Postman and Johnson give their various reactions on how technology has affected the overall culture of the world. Sectors such as education are currently embracing technology at large that raises eyebrows on how it is useful or harmful to the development of the children. Things such as music, movies, and games are dominating how people operate on their daily activities as they are believed to have specific impacts on the lives of people. Johnson asserts this notion through an argument that games forces an individual to make decisions, choice, and priority. This paper evaluates and analyzes Johnson’s claim about games having an impact in the decision-making, judgment and priority of an individual using Bauerlein, Postman, and other sources.
Games play an integral part in the world of technology whether having a bad or good influence on gamers. Johnson argues that gaming impacts the level of critical thinking and decision-making process of the player. The decision-making process vastly is crucial in a game played through the computer for survival and seeing ahead and Trudeau examines that many who engage in gaming have a higher ability to see ahead and make the decision needed to mitigate the problem (Para #3). Gulec and Murat exemplify that there is an extent to which gaming is vital in the improvement of the skills and knowledge level. 
Postman also argues that technology in any way changes the way things are handled in the contemporary world. Postman further agrees that the introduction of technology adds something to people. This means that Postman also acknowledges that indeed the use of technology has some good impact as Johnson claims; however, Bauerlein holds a different perspective on this notion. According to Bauerlein technology is likely to change things negatively since it is used for the wrong purpose. Bauerlein thinks that technology is right and a perfect addition to the lives of the society. However, he thinks that how it is put in practice changes how it affects the community. As such, he supports that things brought by the innovation of technology such as games can be of good use and can have an impact on critical issues such as decision-making when they are used correctly (Pg. 20). 
According to Bauerlein, the gamers or those using technology prioritize the decisions that do not reflect the use of technology because he thinks people particularly children use the technology to view the contents that are not helpful. The two scholars, Johnson and Bauerlein, can have these disagreements in their evaluation process due to their different social level; however, they can differ due to what Postman term “Judgment of Thamus” (Pg.19). According to Postman, judgment of Thamus refers to the inability to focus on both sides to see both the side effects and the positive effects of something before making a judgment.
Games have different content, and this can be an issue in knowing how they affect the overall behavior of the gamer. However, one thing stands out that game improves the ability of the gamer as Trudeau asserts (para# 3). The essential element in gamer is the skills it teaches the player. Champion says that computer games give the player good outcomes that can be temporary or permanent (Page 32). In Champions argument, the resolutions presented to the player of the games do not have impacts on the real world. This means that even when the games showcase killing incidences, the players are not affected somewhat they gain the competency of dealing with the villains in the virtual world.  
 As a result, it does not matter if the game involves killing people or other creatures. This is because the creatures or the people in the games are like an obstacle that the gamer needs to know how to overcome. The killings and how to operate are essential in the games since it is the way the player is going to survive, hence, optimizing the level of skills and decision-making level. In this case, making the strategic plan and multitasking in games provides the gamer with the essential knowledge of how to go about the problem of an opponent. This is important in real life when an individual is faced with a critical situation that needs planning and proper decision making. According to Champion, many of the game players involved in the game, not because of the content of the games or the rules instead because of the challenge the games give them. This is major because there is something hidden in the games and the player needs to avail the issue and hope for success (Champion, 27). Conversely, it is crucial to note points Champion refer to as apophenia (30). Champion refers to apophenia as the different perception of the player which does not reflect the intentions of the game designer (30). 
In conclusion, Johnson’s claim about games is valid. This is because games challenge the players and this needs critical skills to help to grasps the means of playing games. Although Bauerlein has a different notion of how games or technology affect people, it is clear that games improve the skills, choice, priority and decision-making process.
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