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Learning games need to be what we call 'fun enough.'
Many new learning-game developers try to design an
entertaining game. Unfortunately, that often makes
learning harder rather than easier. Remember, you are not
creating the next great commercial game to entertain your
learners; you are creating a learning game in which
success will be measured by the achievement of learning
outcomes. Resist the temptation to create a ton of rules,
pile on different game elements, and incorporate multiple
dynamics to keep player interest high. Yes, the game
should be engaging with a mild level of fun, but learning
should be the goal. Focus on engagement rather than
entertainment. The goals of the game play should be
interactivity and engagement. Research shows that what
makes games instructional is the level of interactivity and
engagement the learners have with the content. Given
those parameters, making sure the learners are engaged
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and active is far more important than making sure they

are entertained.

pile on

mild
engagement
unfortunately
dynamic
Resist
incorporate
achievement

interactivity

[S] Ot =715tk
[&] 7182
(3] &

SESCE
[2] 4%

[H] AoxteA

engaging
developer
parameter
outcome
instructional
Focus
temptation
design

entertaining

of 08 oF od

i}

—

Designing Learning Games for Engagement, Not Entertainment
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(@ Learning games / need to be / what we call / 'fun enough.' st AYEe /2 et ULk [ 27
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@ Many new learning-game developers / try to design / an B2 MER o5 AlY LR [ A
entertaining game. MOA= AldS
® Unfortunately, / that often makes / learning harder / Ao, [ A2 BF Ot
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@ Remember, / you are not creating / the next great 7|dstat. [ Al ghEn e 20| ofCh / CHEe
commercial game / to entertain your learners; / you are ZET U8 AE | AEKES ELA 817 flet/
creating / a learning game / in which success / will be P2 UST At/ 35 AYS [ 2 oM 301/
measured / by the achievement of learning outcomes. £8E [ 2tg dael 280 2ol

(® Resist the temptation / to create a ton of rules, / pile on K= Axstat [ 2 FES thEEs [ ohet Al
different game elements, / and incorporate multiple Q45 4ot 221, / off s EsiEE=E /
dynamics / to keep player interest high. Z2(0jojo| SO|E =2 |XIsH7| 2I6H

® Yes, / the game should be engaging / with a mild level of

fun, / but learning should be the goal.

@ Focus on engagement / rather than entertainment.
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The goals / of the game play / should be / interactivity SH= / AlY Z20[2] / o|ofoF BiC} / A= EEdat
and engagement. o

(@ Research shows / that what makes games instructional / A7 BEHEL [ AYE uKFOZ o= 20| /
is the level of interactivity and engagement / the learners MSXEMI Fojo| £+FO|CtH/ SHEX7L 2HXCL 2=

have with the content.

Given those parameters, / making sure the learners are oy
engaged and active / is far more important than / making 5
sure they are entertained. EA
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Learning games need to be [what we call 'fun enough].'
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Unfortunately, that often makes learning {harder} rather than {easier}.
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Remember, [you are not creating the next great commercial game (to entertain your learners); you are creating a
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learning game [in which success will be measured (by the achievement (of learning outcomes) ) 11].
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Resist the temptation ( {to create} aton (of rules), {pile on} different game elements, and {incorporate} multiple
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dynamics (to keep player interest high) ).
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[Yes, the game should be engaging (with a mild level (of fun)) ], but [learning should be the goal].
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Focus (on engagement (rather than entertainment) ).
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The goals (of the game play) should be {interactivity } and {engagement}.
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Research shows that [what makes games instructional] is the level (of {interactivity} and {engagement} [the
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learners have (with the content)]).
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(Given those parameters), making sure the learners are {engaged} and {active} is far more important (than
S B s v sC v SC

making sure they are entertained).
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The graph above shows the percentages of remote
workers across four different industry sectors in the U.S.
in 2019, 2021, and 2022. In 2021, the percentage of
remote workers in the information sector was the highest
among all industry sectors. Among all industry sectors,
the industry sector with the largest gap between the
percentage of remote workers in 2019 and that in 2022
was the information sector. In 2021, the percentage of
remote workers in the agriculture, forestry, fishing and
hunting sector was eight percentage points lower than
that in the educational services sector. The
accommodation and food services sector showed the
lowest percentage of remote workers in 2019, 2021, and
2022, and its percentage in 2019 was less than half of
that in 2022.
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Remote Worker Percentages Across U.S. Industry Sectors
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(@ The graph above / shows / the percentages of remote Q| Jeix= [ HO{ECH/ ¥ 22X HIgg [/ Ul 7HX|
workers [ across four different industry sectors / in the CIE A 220 ZX / 01=9 / 20194, 20214,
U.S./in 2019, 2021, and 2022. 2|7 202249

@ In 2021, / the percentage of remote workers / in the 20210 / {A 22X HIE2 [/ BE B=29| / 7t&
information sector / was the highest / among all industry E=UCH 2E M 22 F0iA
sectors.

® Among all industry sectors, / the industry sector / with the DE MY 2E FoM, [ MH BEE2 [ 7HE 2 HKIE
largest gap / between the percentage of remote workers 7Fxl [ 2019'H9| ¥F ZEXte| H|g2t / 2022'H2] A
in 2019 / and that in 2022 / was the information sector. AtolollM / BE £=0[ULt.

@ In 2021, / the percentage of remote workers / in the 20211H0], / ¥ 22X HIg2 / 59, ¥Y, o &
agriculture, forestry, fishing and hunting sector / was +HY 229 / 8HUE ZQIE HUATH [ S MH|AY
eight percentage points lower / than that in the S AL

educational services sector.



® The accommodation and food services sector / showed =HF Ol SA MH|AY HE2 [/ 71 S22 21F 22X9
the lowest percentage of remote workers / in 2019, 2021, HIES 2%Ct/ 2019, 2021, J2|1 20220, /
Je2(m 2019HEe JZ9| Hlg2 [/ 2022H2e a9

and 2022, / and its percentage in 2019 / was less than

half of that in 2022. HatEC SILCE

HAA T FAIAT HAIAT
The graph above shows the percentages (of remote workers) (across four different industry sectors (in the U.S.)
S \ o

TRIAP

) (in {2019}, {2021}, and {2022}).
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(In 2021), the percentage (of remote workers) (in the information sector) was the highest (among all industry
S \% SC
sectors).
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(Among all industry sectors), the industry sector (with the largest gap (between {the percentage} (of remote
S

TRIALT FRIALT
workers) (in 2019) and {that} (in 2022))) w_asthe information sector.
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HAIAT FRIAFR HAIAT
(In 2021), the percentage (of remote workers) (inthe {agriculture}, {forestry}, {fishing} and {hunting} sector)
S
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was eight percentage points lower (than that (in the educational services sector) ).
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FRIAT HAIAT
[The {accommodation} and {food services} sector showed the lowest percentage (of remote workers) (in

S \Y o
FRIART
{2019}, {2021}, and {2022} ) 1, and [its percentage (in 2019) was less than half of that in 2022].
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One of the most fascinating and empowering insights in
Stoic philosophy is that our emotions are not random;
they arise from our judgments. This may sound surprising,
especially if you've ever felt overwhelmed by anger, fear,
or sadness. But the Stoics taught that emotions aren't just
automatic reactions. They're shaped by how we interpret
events. Here's how it works: something happens, you
interpret what it means, and that interpretation triggers an
emotional response. For example: If someone criticizes
you, you may feel angry not due to the words themselves
but because you perceive the comment as unfair or
threatening. If you lose a job, you might feel devastated
not simply because of the job loss but because you
believe it defines your worth or future. Change the
judgment, and you change the emotion. This doesn't
mean suppressing how you feel; it means examining the
story you tell yourself and choosing one that serves you
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Stoic Philosophy: Emotions Shaped by Judgment
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(@ One of the most fascinating and empowering insights / in 7t i=Xo|1n g F= SEH T iz [ AE0L
Stoic philosophy / is that our emotions are not random:; / Hool|M / 229 ZH-o| 2A2|HOo|X| iCh= Zo|LCt. /
they arise from our judgments. JRES RE[9 HEICZEE YA,

@ This may sound surprising, / especially if / you've ever felt o2 =&A S # Aot [ E3| Tkek [ Elo|
overwhelmed / by anger, fear, or sadness. Ao 2 20| QJUCHH | B, F2I= = 301
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® But the Stoics / taught that / emotions aren't just /

automatic reactions.

@® They're shaped / by how we interpret events.

® Here's how it works: / something happens, / you interpret
what it means, / and that interpretation triggers / an

emotional response.

® For example: / If someone criticizes you, / you may feel
angry / not due to the words themselves / but because /
you perceive the comment / as unfair or threatening.

@ If you lose a job, / you might feel devastated / not simply
because of the job loss / but because you believe / it
defines your worth or future.

Change the judgment, / and you change the emotion.

® This doesn't mean / suppressing how you feel; / it means
examining / the story you tell yourself / and choosing one
/ that serves you better.
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One (of the {most fascinating} and {empowering} insights (in Stoic philosophy) ) is [that our emotions are not

S

FRIAFT
random; they arise (from our judgments) ].
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This may sound surprising, [especially if you've ever felt overwhelmed (by {anger}, {fear}, or {sadness})].
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But the Stoics taught [that emotions aren't just automatic reactions].
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They're shaped (by how we interpret events).
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[Here's [how it works]: something happens], [you interpret [what it means] ], and [that interpretation triggers
S—V S v s v 0 s~V S v
SC o

an emotional response].
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(For example): [If someone criticizes you], you may feel angry ( [not due to the words themselves] but because
S \% o S \% SC

HAINT
[you perceive the comment (as {unfair} or {threatening})1).
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[If you lose a job], you might feel devastated (not simply [because of the job loss] but because [you believe [it
S "V 0 S v SC s
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defines {your worth} or {future}]11).
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[Change the judgment], and [you change the emotion].
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This doesn't mean suppressing [how you feel]; it means {examining} the story [you tell yourself] and {choosing}
\
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one [that serves you better].
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Even before telescopes existed, people looked out into
space and tried to understand the universe. The
Egyptians, Babylonians, Greeks, and Maya were among
the first peoples to map the movements of the stars. In
Europe, a 16thcentury Polish mathematician named
Nicolaus Copernicus put forth a revolutionary idea.
Copernicus watched the stars and took measurements by
eye. He concluded that the view of the universe accepted
at the time - that the Sun traveled around Earth - was
wrong, and that it was in fact Earth that traveled around
the Sun. Despite widespread objections to his ideas, he
published his theory in a book. Later astronomers built on
Copernicus' work. Technological improvements led to the
development of the telescope in the early 17th century.
Using a telescope, the lItalian scientist Galileo Galilei
discovered the four largest moons of Jupiter and
observed craters on Earth's Moon. He also confirmed that
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Copernicus' theory was correct. Over the centuries, YAZO=HE 2 ety WHN HE= 37F oA
scientific discoveries and information from telescopes EESH=X[0l| et 2|9 X|AlS HEIAIZICH
advanced our knowledge of how the universe works.
conclude [5] 222 LH2|ct widespread (8] g2l Mz
publish [S] =mtsict theory [B10]2
accept [&] gtotSolct map [&] XI=E TH=CL 7|1 Fstot
confirm [5] =elstct objection [B] EiTH, ol
mathematician [E] =St development [E] U™, 7
discover [S] gASIH telescope [E] 2HE
observe [5] &t&sict travel [S] ol =sict, of&tisict
universe [B] 2= revolutionary (] syl =7 |Hel
movement [B] =22, 25 advance [S] 2d™AlZ|CF
crater [H] 22+ astronomer [H] HESKt
The Development of Astronomy Through Observation and Telescopes
QIRItHE BHESt THEL|R AL A0 AT 9 UHAHS| WS Soff 2F0f Cist X|&lg =haksl| 2 abd
QIZJt NCHRE FE #ESID Oofdlisiz{n sl 2 ™S HHsty| 2let S0Ich ZHELIFAS| EfY FSalMnt
e o] AAA 2X0| ot HESte| YUMo 7|oHSS MEstnX SiCt
O 1 o|FEQ! HiUZL|oFl, J2|AQl Ofopel2 Ho| XS 2Hatstl XIE2 PHERIC
@ T[HEL|ZAE X727t EY F2IE ECHe A 0|22 MAIMCH, ZEE YIFS 0|84 0|2 Sletds=
EHE YHRLE
@ Lo YHn asty WHR 79| 23 dralof chst 013 o| X|Alg 3| At
(@ Even before telescopes existed, / people looked out into L0l EXSII|E HOll, /| AIRME2 RFE HE2
space / and tried to understand the universe. LHCHERQLD | RFE ootz 1 L= RiC.
@ The Egyptians, Babylonians, Greeks, and Maya / were O|HEQI HiZL|otRl T2|AQl T2|1 Mayal2
among the first peoples / to map the movements of the HEo| Q=S F0f| AAUCH / EE9| 2SS X2
stars. 2=
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® In Europe, / a 16thcentury Polish mathematician / named

HARE

Nicolaus Copernicus / put forth / a revolutionary idea.

Copernicus / watched the stars / and took measurements

/ by eye.

He concluded / that the view of the universe accepted at
the time / - that the Sun traveled around Earth - / was
wrong, / and that it was in fact Earth / that traveled
around the Sun.

Despite widespread objections / to his ideas, / he
published / his theory / in a book.

Later astronomers / built on / Copernicus' work.

Technological improvements / led to / the development of
the telescope / in the early 17th century.

Using a telescope, / the Italian scientist Galileo Galilei /
discovered / the four largest moons of Jupiter / and

observed / craters on Earth's Moon.

He also confirmed / that Copernicus' theory / was correct.

Over the centuries, / scientific discoveries and

information / from telescopes / advanced our knowledge
/ of how the universe works.

TRIART

fYME, / 16M7]19] ETtE X7t / Nicolaus

- |-
Copernicus2t™ =2|= [/ MZICt / 3t 7EX] HHH Q!

Oo|L|oE

Copernicuse [ 252 &0 | SHIJUCH/ WEOZ

Jd= ZEXACE / 3 Ao 2oFSHT 2304 CHS
#HO| / = E{YO| X FE OISHUCh= ROl /
SR, [ A X FRACHD /BN FIE o|Fet A2
22| T gitfoll= =515t / 19| ofo|L|ofoll chaf /
J= EWC/ 30 0|22 / o el Mol

AQICE/ Copernicus®|

J|1a®ol FMe
17M17] 0

R
| w3
Ini >N

ZHERUCE / XLl ©ofl /= 2ot E.

2 AE3t0q, / o|Zh2|o} tetX} Galileo Galilei=
o ) 549 dl JHe JHE 2 fldE / d2|1

&= st 2SM0EH/ Copernicus?] 0|20 / U2

% Mol 2, /
e /| 2
x

ALSSh=X[0]| st

1}
xg

[Even before telescopes existed ], people {looked out} (into space) and {tried} to understand the universe.
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HAIAT toRHAH)
{The Egyptians}, {Babylonians}, {Greeks}, and {Maya} were (among the first peoples (to map the movements
S \Y

HAIAR

(of the stars) ) ).

O|HEQI HiZL|ofRl, J2|AQl 02|11 OtofRlS2 HEC| FAYUS X=2 2hE 2|=x9| 1l
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HXIAT TFARAF
(In Europe), a 16thcentury Polish mathematician (named Nicolaus Copernicus) put forth a revolutionary idea.
S \ (0]

{E0ME, Nicolaus Copernicus2t 22|= 16A1712] EZE £8tX(Jt 5t 7HX| &AMl oto|C|E H|7|ZHCt.

FRIAL
Copernicus {watched} the stars and {took} measurements (by eye).

S Vv o \% (6]
Copernicus= 252 2HEW D M=o = ZFJUCE

2 TAIALT REN TRIART ] FA|ALT
He concluded [that [the view (of the universe) (accepted (atthe time)) - [that the Sun traveled (around Earth)
S \ S S \
FRIAR FAIART

] - was wrong], and that [it was (in fact) Earth that traveled (around the Sun)]].

Vv sC S Vv sC S \

J= O gAof ZorS0{El 230] Cieh 2, = E{0| X| 7 F2|E OISHUCH= 20| ER 1, Y FLIE OIS A2 A X| ATt ZEXIACH

HAIAT HAIAT HAIAT
(Despite widespread objections (to hisideas) ), he published his theory (in a book).
S \ (0]

9| ofo|c|ofofl cHel E2| HE HITho|= 2tota, = o Mo Moj| 12| 0|28 ZTYCY.

FR|ARR
Later astronomers built (on Copernicus' work ).
S \

LIZ=0|| MR2SIXHE2 Copernicus| H7E HIEFO 2 At
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TR|AFT TR|ARTR TR|ARTR
Technological improvements led (to the development (of the telescope) ) (in the early 17th century).
S v

71X JHM2 17M7| X0l LRIF2| T = 0|o{FCt

HrAL L2 HA|ALT
(Using a telescope), the Italian scientist Galileo Galilei {discovered} the four largest moons (of Jupiter) and
S \ o
HAIALT
{observed} craters (on Earth's Moon).
Y e}

YAUFS A0, O|HE|0F THetA} Galileo Galilei= S42| Ul 7He| 71E 2 9|42 LAY X729 Hof| A= 2275 2ERCY.

=250y
He also confirmed [that Copernicus' theory was correct].
S v S v SC

Ji= K3t Copernicus®| 0|20 %S =EZICE

HAINT HAIAT HAIAT
(Over the centuries), {scientific discoveries} and {information} (from telescopes) advanced our knowledge (of
S Vv (0]

how the universe works).
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The role of 'slang' in popular culture has fundamentally E220lM e 9g2 QY R0 22Xe=
changed because of the internet. Since the emergence of Hots ATt EE FO7t ST olF, A0 A
Standard English, the rule makers of language have been HERS0| FEAUE FIACM, Sofo| 'ZHE" HEHO
in charge, and their prescriptive norms about a ‘correct’ tiet 259 #@H 7IE0| 229 JMAs FES
version of the English language have dominated our XIuHal ST CHSOIA| Xhelo] ZARIE ST HCHH,
channels of communication. If you wanted your voice to 2l oMLt LS oHuel AT ZlcHol] =SSHEA
be heard by the public, you had to work within their limits, S1S50] Feot 2| etoll ZSsHoF BL. 24 DIE|o=

s M3l SERCL OolF AMel HE

conforming to the strict expectations of either print or
broadcast media. Social media completely broke that
barrier. The playing field is now level, and public access is
democratized. Anybody and everybody can become a

AN (=3
s S O|Ct RH|H ZIAMXIet 7|52 SHE AMESHA|
public figure on the new communicative platforms, N
[=)

. e S UKD ZEHX HEXS2 b= QUL

meaning that nobody's left to enforce the old rules. TV ;f . :A .-.; o e Em:i;x;‘;i
] . . = 'function'l} 'sideeye’ €2 HOE SHH2
resenters and journalists might not have been able to

P : g AgoI, fale| Fme o2z S0z W
use slang, but content creators can. We regularly use EHOZ oMLY B WOl OfL|2} O[FEIC O W2
wo.rt.tis'hke function' and S|d§eye, and our influence both A 2 Q= 4o X2 H|ZoHCh ZEX HEXISS
legitimizes these terms and gives them a large platform to 3t MEXOl THR|OA UsHe AIFSECF SM Crokst
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spread quicker than they could have before. Content HiZS XLt o= &¥o| gl O &2 HeH
creators also come from a greater variety of backgrounds BRI A HHE S AHHA-A ol = ACk=
than people working in traditional media. This means that SOIC OJHo| 22| X2|HeE HZYH o
slang can more naturally go beyond the economic and AS|E BAZ2 2ateloM BN of ZuiFon, U2
social barriers that once limited its growth. The loose OlX| ol WS £ -2 HIFEICE.
social networks that previously connected us
geographically are simply stronger online, and memes are
now transmitted at rapid pace.
emergence &) S&, & norm [E] 7
barrier BRI prescriptive (] 8= Fots, 785
influence [H] E&H conform [=] 2L, =3sict
legitimize [S] MM SE B0osiCt transmit [S] HEsict, H&sict
dominate [S] XlHstCt enforce [S] Alstsict ZQstct
strict [&] LAt platform [B] ZE
background [B] HHE slang [B]1&
fundamentally [R] 22xe= democratize [E] 2l=2
How the Internet Transformed Slang in Popular Culture
QIE{Lnt &M O|C|0je] SEQZ thEE0l|AM S0 Skt Heto| Hatst HHA
QIE{unt A4 O|C|0f7} EFE Ho{2t MEXQ! A7t X[HHSHE QAtAEC| WHE si81 £ gitg £XIst i¥g
HESY| et S0|CH CHeFst Hi S| ZEIX MZAS0| MER EAES S &S THHSHD WEA HED|= sis
MESHR} BT
@ TA0l= EE Fojet MEXQI QM-8 oiM|e 70| CHEC| SAIA ST S| AL S HIEHHCH
@ A4 njCjojls £ SEQI Q20| 2 £ Q= SHE UHE0] 0|23 FHE SERICH, 2HX MEAKES s¥s
KRB A5 FHAAIZ 4= UA| =AU
(@ Crst iZol 2EX HMEXtL =izl 20l AlR|H AZAY2 AT Aol AXHM-AS|Y ZHHg o WEHA|

(@ The role of 'slang' / in popular culture / has fundamentally
changed / because of the internet.
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Since the emergence of Standard English, / the rule
makers of language / have been in charge, / and their
prescriptive norms / about a 'correct' version / of the
English language / have dominated / our channels of

communication.

If you wanted your voice to be heard by the public, / you
had to work within their limits, / conforming to the strict

expectations / of either print or broadcast media.

Social media / completely broke / that barrier.

The playing field / is now level, / and public access / is

democratized.

Anybody and everybody / can become / a public figure /
on the new communicative platforms, / meaning that /
nobody's left / to enforce the old rules.

TV presenters and journalists / might not have been able

to use slang, / but content creators can.

We regularly use / words like 'function' and 'sideeye," /
and our influence / both legitimizes these terms / and
gives them a large platform / to spread quicker than they
could have before.

Content creators / also come from / a greater variety of

backgrounds / than people working in traditional media.

This means that / slang / can more naturally go beyond /
the economic and social barriers / that once limited its

growth.

The loose social networks / that previously connected us
geographically / are simply stronger online, / and memes
are now transmitted / at rapid pace.
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HAIAT FRIART FRIAT
The role (of 'slang') (in popular culture) has fundamentally changed (because of the internet).
S \%

L 23014 'S'e e Sl TR0 2EFOR Bt k.

TRIARTR TRIALT TRIALT FAIALT
[ (Since the emergence (of Standard English) ), the rule makers (of language) have been (in charge) ], and
S Y

FR|ARR HAIAT TR|ARR
[their prescriptive norms (about a 'correct’ version (of the English language) ) have dominated our channels (of
S \ (0]

communication) ].

EZ F0{o| SH 0|=, 210] 7&| MHXIS0| SHBHH, Fofo|'SHIE" HENol| thet OS9| A 7|F0| 22(9| 2JAtas FZ2E X[HHsH ATt

SARY FR|ARR FAIAR A ENEE HAIMT
[If you wanted your voice to be heard (by the public) ], you had to work (within their limits), (conforming (to the
S \ S \"
FR|ALT

strict expectations (of either {print} or {broadcast} media))).

2rof glo] ghilel Z42|7F iFoA S2|7|8 RIYCHH, gl

r

rlo

M Z2 & oM FAHTH 7|CHo =S3tH, 259| H|2F ol A ZSsHoFat Tt

Social media completely broke that barrier.

[The playing field is now level], and [public access is democratized].
S \ SC S \

Z7|¥2 Ofn| HYsHH, iz HZ2 UFS=|ACE.
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{Anybody } and {everybody} can become a public figure (onthe new communicative platforms), (meaning [that

S Vv SC
o
nobody's left to enforce the old rules] ).
S \
SFLEO2|0 RETHAMER QA S EEA X QIE0| & £ oM, ol Al 7AlS ZH[sH| s HAHTI ALRH0| OtRE i8S o|0|Etch
{TV presenters} and {journalists} might not have been able to use slang, but content creators can.
S \% o S Vv
TV ZIdxtet 7|XE2 £HE MY 4 UASKI = HEX|B ZHX HEXE2 & 4+ AUCE
FRIALR
[We regularly use words (like '{function}'and '{sideeye}) 1,'and [our influence both {legitimizes} these terms
s V- T o B v 0
tORHANE) 2AR
and {gives} them a large platform (to spread (quicker] than they could have before) ).
\ 10 (0]

R2|='function'zt 'sideeye’ 22 HHOIE LYHOZ AIESIH, 22[9] JEH2 0|2{F 201E SEIstn OUS0| O|MELt O WEA HE £ U= 2

SUES MSBCE

HAIANT HAMT HAIAR HTZAF HK|AFT
Content creators also come (from a greater variety (of backgrounds) (than people (working (in traditional media
S \

)))).

THI

HIX HEAS2 Lot MEXQ A0 M Lsh= AFRISECHD 2 Chefet Big Z40IC.

rlo

=250 A7 HRIAT BHON()
This means [that slang can (more naturally) go (beyond the {economic} and {social} barriers [that once limited
S \ S V S V
(6]

its growth])].
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[The loose social networks [that previously connected us geographically] are simply stronger online], and

S S Vv (0] Vv SC
HAIAT
[memes are now transmitted (at rapid pace) ].
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