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I've always been kind of split about the use of games in training.  In my early days on the A620 there were some basic games, one of which I really liked and used with lots of clients.  It was a puzzle game that included several different levels of difficulty (number of pieces) ranging up to, as I recall) 256.  Each time the client scored a point, one of the pieces flipped over.  One game we played was to see how many pieces it took the client to figure out what the picture was.  Another was to see the shortest time it took to complete a puzzle with 64 or 256 or however many pieces.

I should also remind readers that I absolutely don't believe in a session made up of games.  The message of that kind of training is (at some level): “this is about entertainment.”  That's not a message I like to give to clients—especially with the entertainment-oriented culture in which most kids grow up today.  There's no way to compete!  I prefer that the client and I—even a very young client—understand what we are hoping to see get better in his/her life as a result of the training.  A great trainer is a great motivator, and I like to use the games (or the DVD or video) for motivation, not for entertainment.  So I might break a session into multiple segments of different lengths with different tasks for each segment.  One of those, near the end, perhaps the longest—or the one which, when it's done, the session is over!—is the DVD or video or the game.

Coaching session with games—especially interactive ones—requires that the trainer help the client to recognize that remaining calm and relaxed and still is an important part of success.  Clients often, especially in the beginning, try to use “body english”  or sharp movements as they might in a standard game, but these block performance.  My mantra of “don't think, don't try,”  is especially valid here.  It's an excellent way to teach a client the zen concept of focusing purely on the process and staying in the moment without regard to outcome (final score).  When they begin to recognize that the less they worry about the scores, the higher scores they achieve, it's a positive breakthrough that can have an effect both in the games and in real life.

Games have come a long way since those days in the early 90's, in graphics, some in interest, and certainly in price.  You can create them yourself with something as simple as a point counter and a set of “fly-over”  videos (George Martin has some great ones gmartin@usfamily.net ) or fractal animations (free downloads at www.ericbigas.com).  The client plays for 3-5 minutes at a time, seeing how far they can get through the playlist and how many points they can score.

But the really cool ones cost a good deal more—some more than the whole BioExplorer program!  On the product page for each of the several game sets we carry, you will find a link to my thoughts on those specific games.
