Andy Kim // Jimmy Wang // Elaine Han
Introduction:

Rush A! Drop me a Vandal! Smoke mid, Brimstone! These are the kinds of expressions that you will typically
hear in this week’s game. This game is a 5 vs. 5 multiplayer, first person shooter game where one team attacks and one team
defends. Officially released to the world by Riot Games on June 2, 2020, this fresh game is booming in popularity all over
the world. With the game developers releasing new patch notes every 2 weeks to keep the game updated and hyped, it seems

like the game won’t die anytime soon. Let’s talk about Valorant and how this game teaches us to be more logical, have more

trust, and take greater risks.

Main content:

Welcome to this week’s podcast episode of The Longest Rainy Sunday, titled “The Underlying Lessons in
Valorant”. Before we dig into all the fun and exciting things about the game, allow me to introduce today’s production
team. My name is Andy Kim, and it is my distinct honor to be serving as today’s producer. I am joined by Jimmy Wang, the
co-producer, and Elaine Han, today’s line producer. We have researched intensively and excited as can be to share with you
about Valorant. As a preface, Valorant has 4 game modes: Competitive, Unrated, Spike Rush, and Deathmatch. We will

focus only on the Competitive gamemode, as it is the most played. So what exactly does this game entail? _

Before we dig straight in, there are numerous things you can learn about Valorant. Note that we said “about”, not
“from”. As Steven Johnson explains in Everything Bad Is Good For You, he explains that probing, “ a mode of intellectual
labor that is key to the collateral learning of playing games”, is universal in games. Johnson explains that “probing involves
a nuanced form of exploration”; in simple words, it involves testing the rules and challenging “the physics of the virtual

world”. All games follow a different set of physics. Unlike the common first-person shooter game, Valorant’s physics make
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For example, let's say your attacking team has been going to the A bombsite on Ascent (a map with 2 bomb sites)
for the past 3 rounds and has lost every single time. What would you do? The correct answer would be to try the B bombsite.
Obvious, right? Not just Valorant, but all first person shooters foster thoughts like these to help us make better decisions.
Science even backs it up. The American Psychological Association released a 2014 study called “The Benefits of Playing
Video Games". In one of their findings from an fMRI, they found that neural mechanisms that control attention allocation
were more active during a pattern-detection game in regular gamers than in non-gamers, leading the researchers to suggest
that shooter game players allocate their attentional resources as well as filter out irrelevant information much more

effectively (Granic 3).



Number 3: Valorant teaches us to be greater risk-takers. Valorant is like a simulation where your actions in the
game have no real-life consequences. This allows people to be more daring than they normally would, encouraging
audacious, unconventional plays. The most notorious strategy that has now become a worldwide meme is Rush B. It’s when
the offensive team bull-rushes into a bombsite using all their utilities and abilities at once. Believe it or not, plays like these
can get teams wins. Sometimes it’s the team with the most audacity to make crazy plays that win in the end. Thus, this game

promotes creativity so people make plays for the sole purpose of being experimental. This is why sites like Reddit are filled
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Hey it's Andy again. I would like personally thank the Line Producer of today’s episode, Elaine Han, for assisting
Jimmy and I for this episode. We would all like to credit where credit is due. Starting with... (see citations below) Thank

you again for listening, and stay tuned for next week’s episode.



Audio:
Deliberate Thought by Kevin MacLeod
Link: https://incompetech.filmmusic.io/song/3635-deliberate-thought
License: http:/creativecommons.org/licenses/by/4.0/
Sources:
1)  Critical Play by Mary Flanagan
2)  Everything Bad Is Good For You by Steven Johnson
3)  Superbetter by Jane McGonigal
4)  “The Benefits of Playing Video Games, written by Isabela Granic”, Adam Lobel, and Rutger C. M. E. Engels, published
from Radboud University Nijmegen
https://www.apa.org/pubs/journals/releases/amp-a0034857.pdf
5) “Valorant Agent list: Abilities, ultimates and more of each character”, written by Joe Rivera, published from

SportingNews
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https://www.stanforddaily.com/2020/09/01/the-best-part-about-valorant-its-potential/
https://www.vpesports.com/valorant/news/valorant-is-officially-live-full-1-0-patch-notes

