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[bookmark: _Toc2]Article summary:
1. Jane McGonigal believes that by playing games online, people can develop desirable traits for problem-solving in the real world.
2. She has created four “alternate reality” games to foster positive problem-solving skills and collaboration among players.
3. Joseph Santoli is skeptical of McGonigal’s theories, believing that gamification is often gimmicky and fake, and that some games may breed competitiveness and verbal violence instead of collaboration.
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Appears moderately imbalanced: The article provides some useful information, but is missing several important points or pieces of evidence that would be required to present the discussed topics in a balanced and reliable way. You are encouraged to seek a more balanced perspective on the presented issues by exploring the provided research topics and looking at different information sources.
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The article “Gaming Can Make a Better World” by Jane McGonigal is an interesting exploration into the potential of gaming to foster desirable traits in gamers for problem-solving in the real world. The article presents a compelling argument for why gaming should be taken seriously as a tool for developing these traits, but it does not provide enough evidence or explore counterarguments to support its claims. 
The article relies heavily on anecdotal evidence from McGonigal’s own experiences with her alternate reality games, which could be seen as biased or promotional content. It also fails to explore any potential risks associated with gaming, such as addiction or negative effects on mental health. Additionally, the article does not present both sides of the argument equally; while it acknowledges Joseph Santoli’s skepticism of McGonigal’s theories, it does not provide any evidence to refute his claims or explore other counterarguments against her theory. 
In conclusion, while this article provides an interesting perspective on how gaming can be used to foster desirable traits in gamers for problem-solving in the real world, it lacks sufficient evidence and exploration of counterarguments to make its case more convincing.
[bookmark: _Toc5]Topics for further research:
· Gaming addiction risks
· Negative effects of gaming on mental health
· Counterarguments to Jane McGonigal's theories
· Evidence to refute Joseph Santoli's skepticism
· Benefits of gaming for problem-solving
· Alternate reality games and their impact on gamers
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