
PROBLEM SOLVED

Britta had been struggling in school for the past six months. She felt too much 
pressure on timed tasks and became anxious whenever she had to take a test. 
She often stared blankly at a test before even attempting a problem. Even if she 
knew how to solve it correctly, she became paralyzed and couldn’t solve the 
problem. Her parents had become increasingly nervous as well. They knew how 
hard she tried but her grades and self-confidence continued to deteriorate. Brit-
ta started calling herself “the dumbest kid in class” and constantly made fun of 
herself. Tutoring didn’t seem to work, extra time with her teacher wasn’t helping, 
and the test prep and study manuals only stressed her out more. 

One Saturday afternoon, Britta’s father came in from the store with a big box. 
He had purchased a gaming console and three different video games. 

“Dad, why did you get this?” Britta asked. 

“It’s for you! This will help you with school!” He exclaimed. 

“Aren’t video games bad for you?” Britta was sure her Dad was losing it. She 
was very confused and unsure how video games would be helpful. 

Her father explained that playing video games for five hours every day isn’t 
good for you, but video games offer much more than entertainment. He ex-
plained that they can help develop cognitive skills in a supportive, engaging 
way. 

Britta was excited! She joined her father on the couch and they learned the 
rules for the first game. She noticed that this game was timed, and required her 
to be quite focused. She had to remember the rules and apply them to the game 
immediately. She also had to memorize the instructions. As she played with her 
Dad she noticed her anxiety level decreasing. Even though the clock was ticking 
on the screen, she felt less nervous because it was a low-stakes game. 
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Britta felt like the game was tricking her into learning. She was having fun and 
realized that she was less anxious, more focused, and better at problem-solv-
ing with the game. Britta and her father played together every other day. Not 
only did Britta’s test scores increase, but her self-confidence skyrocketed and 
she no longer saw herself as the “dumb” kid in class. She became known as 
one of the best video gamers in her grade and people constantly asked her to 
play against them. She also loved the time she spent with her Dad.
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Guiding Questions: 

• How do you feel about Britta’s Dad’s strategy?
• Have you ever thought or heard of video games being 

helpful? What are some of the ways they could be used 
in a positive way?

• What are the potential negative effects of video games 
for Britta?

• Why don’t we hear more about the positive effects of 
games?
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