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[bookmark: _Toc2]Article summary:
1. Video games are motivation machines that can be used to overcome unnecessary obstacles.
2. Games can make learning fun and revolutionize education, as well as raise awareness for important issues.
3. Crowd-sourcing science is possible through puzzle games, which have been used to help fight HIV/AIDS and trace evolutionary origins.
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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 “7 Unexpected Ways Video Games Are Making the World a Better Place” provides an interesting perspective on how video games can be used to improve the world in various ways. The article does a good job of providing examples of how video games can be used to make learning more engaging, raise awareness for important issues, and crowd-source science projects. However, there are some potential biases and unsupported claims in the article that should be noted. 
First, the article does not provide any evidence or sources to back up its claims about video games being able to revolutionize education or crowd-source science projects. While these claims may be true, it would be helpful if the author provided some evidence or research studies that support these claims in order to make them more credible. Additionally, the article does not explore any potential risks associated with using video games for educational purposes or crowd-sourcing science projects. It is possible that there could be unintended consequences from using video games in this way that should be considered before implementing them in schools or other settings. 
Furthermore, the article does not present both sides of the argument equally when discussing how video games can improve the world. While it does mention some positive aspects of using video games for educational purposes and raising awareness for important issues, it fails to mention any potential drawbacks or negative effects of doing so. This could lead readers to believe that using video games is always beneficial without considering any potential risks associated with it. 
In conclusion, while this article provides an interesting perspective on how video games can improve the world in various ways, there are some potential biases and unsupported claims that should be noted before taking its advice at face value. It would also benefit from exploring both sides of the argument equally and providing evidence to back up its claims about using video games for educational purposes and crowd-sourcing science projects.
[bookmark: _Toc5]Topics for further research:
· Potential risks of using video games for educational purposes 
· Negative effects of using video games to raise awareness 
· Research studies on video games and education 
· Unintended consequences of crowd-sourcing science projects 
· Benefits of using video games for educational purposes 
· Advantages of using video games to raise awareness
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