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How to use this guide:

You have here a collection of links, articles, and summaries of materials on both sides of the upcoming debate topic.  You can click on the links in your word processor (by holding down the “control” key) to get to the website.  You will probably want to turn them into evidence you can use in debates.  Take the section you want to use, give it a label (called a “tag”—basically what point you are trying to make) and give it a complete citation (so you can show how much credibility your source has, and to prove you didn’t make it up).  A full citation in debate has: 1. the name of the author, 2. the credentials of the author (also called the qualifications) 3. the date it was written 4. the full “URL” (the whole website address you got it from 5. the download date 6. Any other information you have about the source (if it was from a magazine, book, etc.)  You can then underline the key parts you want to use in the debate, and you are ready to WIN!!!
Example:

 Studies Show Videogames contribute to violence, delinquency and bad grades
Anderson, University of Missouri—Coumbia and Dill, Lenoir-Rhyne College, in 2000
(from the site http://www.nickyee.com/ponder/violence.html  downloaded on 10/16/2007)
Two studies examined violent video game effects on aggression-related variables. Study 1 found that real-life violent video game play was positively related to aggressive behavior and delinquency. The relation was stronger for individuals who are characteristically aggressive and for men. Academic achievement was

negatively related to overall amount of time spent playing video games. In Study 2, laboratory exposure to a graphically violent video game increased aggressive thoughts and behavior. In both studies, men had a more hostile view of the world than did women. The results from both studies are consistent with the General Affective Aggression Model, which predicts that exposure to violent video games will increase aggressive behavior in both the short term (e.g., laboratory aggression) and the long term (e.g., delinquency).

Link to Media Awareness site:
http://www.media-awareness.ca/english/issues/index.cfm
“This section describes how the depiction of violence is evolving in a number of media formats. It analyses how, and why, violence is used by the entertainment and information industries, and offers an overview of research findings, an outline of government responses to the issue, and a look at some of the key arguments in the debate…”

http://www.media-awareness.ca/english/issues/violence/violence_debates.cfm?RenderForPrint=1
Media Violence Debates
Media Violence as a Public Health Issue
Media Violence as Artistic Expression
Media Violence as Free Speech
Media Violence and the Uncivil Society
Media Violence and the Inequitable Society
Media Violence as Consumer Choice
Media Violence and Active Audiences
Excerpt from Healthyminds

http://healthyminds.org/mediaviolence.cfm
Over the last three decades, the one overriding finding in research on the mass media is that exposure to media portrayals of violence increases aggressive behavior in children. The National Institute of Mental Health has reported that "In magnitude, exposure to television violence is as strongly correlated with aggressive behavior as any other behavioral variable that has been measured." In addition to increased aggression, countless studies have demonstrated that exposure to depictions of violence causes desensitization and creates a climate of fear. 
As the evidence linking increased aggression to excessive exposure to violent entertainment has grown, psychiatrists, pediatricians, and other physicians and mental healthcare providers have joined the call for limits on the amount of violent depictions to which children are exposed. 
Link to Federal Trade Commission
Federal Trade Commission www.ftc.gov 

Marketing Violent Entertainment to Children (http://www.ftc.gov/os/2000/09/violencerpttest.htm) is the prepared statement given by FTC chair Robert Pitofsky before the Senate committee on Commerce, Science, and Transportation on September 13, 2000. http://www.ftc.gov/opa/2006/03/videogameshop.shtm
Undercover Shop Finds Decrease in Sales of M-Rated Video Games to Children 

Results from the 2005 Nationwide Undercover Shop Demonstrate Need for Continuing Improvement  http://www.ftc.gov/os/2006/03/060330frnsurveyvideoesrb.pdf
http://www.ftc.gov/os/2002/10/marketing021001.htm
Prepared Statement of the Federal Trade Commission on "Marketing Violent Entertainment to Children: Self-Regulation and Industry Practices in the Motion Picture, Music Recording, and Electronic Game Industries" October 1, 2002

Articles from the Federal Trade Commission

Federal Register Notice Seeking Public Comment on Proposed Consumer Surveys of Video Game Ratings System

http://www.ftc.gov/bcp/conline/pubs/alerts/videoalrt.shtm
FTC CONSUMER ALERT

Video Games: Reading the Ratings on the Games People Play 

Video and computer games are popular among people of all ages. A recent study by the Kaiser Family Foundation found that 83 percent of children aged 8 to 18 live in homes with a video game console, and that 40 percent of them have the console in their bedroom.

The content of today’s video and computer games varies widely. According to the Federal Trade Commission (FTC), the nation’s consumer protection agency, game packages have information about the content that can help renters and buyers decide whether a particular game is suitable before they take it home.

The Entertainment Software Rating Board (ESRB), set up by the entertainment software industry’s trade association, maintains a two-part rating system for video and computer games: the rating symbol, such as E or M, which suggests the game’s age appropriateness and appears on the front of the game box; and content descriptors, like Blood and Gore, which point out specific elements of the game that have caused the rating and that may be of concern. They appear on the back of the box. 

The ESRB also maintains a website, www.esrb.org, where visitors can enter the name of a game to see its rating and the descriptions of its content. The ESRB notes that ratings should be only one factor in the decision to buy or rent a particular game: personal taste, standards, and knowledge of what’s best for one’s family also come into play.

The FTC notes that players can change the content of a rated game by downloading software from the Internet onto their computers. These programs, called "mods," are created by game enthusiasts, and can make a game’s content more explicit than the rating indicates, and in turn, inappropriate for players like kids and teens. In addition, the ESRB says there’s no rating for content created by online players of a game, and that these games have a notice that says “Game Experience May Change During Online Play.”

Additional information about video and computer game content is available from parent groups and advocacy organizations that rate games according to criteria they’ve developed. Search engines on the web can point to these and other sources of information on game content…

http://www.ftc.gov/opa/2006/06/videogames.shtm
For Release: June 14, 2006

FTC Testifies on Marketing of Violent and Explicit Video Games 

The Federal Trade Commission today told a congressional subcommittee that, although the video game industry has made progress in complying with and improving its self-regulatory policies on the marketing of violent video games, more needs to be done. Lydia Parnes, Director of the Federal Trade Commission’s Bureau of Consumer Protection, told the House Committee on Energy and Commerce Subcommittee on Commerce, Trade, and Consumer Protection that despite progress in limiting ads for M-rated games in popular teen media and nearly always providing rating information in advertising, “there remain a number of concerns relating to video games and how they are marketed.”

“Because the expressive content in video games has been considered protected speech under the First Amendment, there is a very narrow range of permissible government involvement with their advertising and marketing,” the testimony notes. “As the industry continues to produce games with increasingly explicit content, it becomes even more incumbent upon industry to enforce and enhance its self-regulatory guidelines governing marketing, and upon retailers to implement and enforce policies restricting children’s access to Mature-rated games.” The testimony also states that “the Commission will continue to monitor closely developments in the area and will initiate actions, such as the case challenging the marketing of (Grand Theft Auto:) San Andreas, when appropriate.”

Article from parenthood.com

http://www.parenthood.com/articles.html?article_id=6107&printable=true
	Video Games: Solutions for Parents

	In your own home: 
• Make sure your child has a lot of “real” experiences, away from the computer, TV or video game.

• Understand that video games are teaching machines. What shows up on the screen, your child will learn.

• Don’t buy a game because your child wants it. Check the rating. If it’s rated M for mature, don’t buy it.

• Keep in mind that ratings are not always an accurate indicator of content. T-rated games (for teens) frequently also contain high levels of violence. 

• When selecting games, ask the following questions: Does the game involve characters trying to harm others? Does this happen frequently, more than once or twice in 30 minutes? Is the harm rewarded in any way? Is the harm portrayed as humorous? Are nonviolent solutions absent or less fun than the violent ones? Are realistic consequences of violence absent from the game? If you answer yes to two or more, think carefully about the lessons your child could learn.

• Limit screen time. The American Academy of Pediatrics recommends no more than two hours a day of total screen time, including TV, video, computer and video games. 

• Limit video game time to no more than five or six hours a week.

• Keep children’s bedrooms “media free.” According to the National Institute on Media and the Family, children with media in their bedrooms spend 5-1/2 hours more per week in front of the screen than peers without bedroom media and they don’t do as well in school. They are also at 31 percent greater risk of obesity.

• Keep violent video games out of your home. Explain to your children why such games are harmful.

• Teach nonviolent problem solving to your children.

• Talk to other parents about what their kids are playing and what your children should and should not be exposed to in their homes.

• Play the games with your children.

• Set ground rules for where, when, what and how long kids may play games.
In your community:

• Praise retailers who do a good job of screening sales or rentals of violent games to children. Thank the owner/manager and support the business.

• Advocate for media literacy programs in your child’s school. A Stanford University study showed a 40-percent reduction in violence at school after students partook in a media literacy program that encouraged them to turn off media violence.

• Tell your government representatives that you would like to see funding for both short- and long-term research on video game violence.




Link/Article from Mediafamily.org
http://www.mediafamily.org/about/index.shtml Our mission is to maximize the benefits and minimize the harm of media on children through research, education and advocacy. Founded by David Walsh, Ph.D., the Institute has become an international resource center for cutting-edge research and information on the impact of media on children and families.
11 Annual Video Game Report Card
	File Format: PDF/Adobe Acrobat - View as HTML
Annual Video Game Report Card. November 28, 2006. The National Institute on Media and .... National Institute on Media and Family and Iowa State University. ...
www.mediafamily.org/research/2006_Video_Game_Report_Card.pdf - 


http://www.mediafamily.org/research/report_vgrc_2006.shtml
11th Annual MediaWise® Video Game Report Card 

David Walsh, Ph.D.; Douglas Gentile, Ph.D.; Erin Walsh; Nat Bennett; 
National Institute on Media and the Family
November 28, 2006
This MediaWise Video Game Report Card is the eleventh issued by the National Institute on Media and the Family, an independent, non-partisan, non-sectarian, nonprofit organization. The MediaWise Video Game Report Card provides a snapshot of the interactive gaming industry with a focus on issues related to the welfare of children and teens. The full Report Card is available at www.mediawise.org.

First and foremost, parents need to pay attention to the relevant research and the industry needs to stop denying research-based conclusions. 

· Who’s playing? While the industry constantly reports that the average age of the player has risen to the late twenties, a new study has found almost half of all “heavy gamers,” are six- to 17-years-old (NPD, 2006). 

· Game time and physical health. Our own research this year found children who spend more time playing video games are heavier, and are more likely to be classified as overweight or obese. Furthermore, playing video games in the bedroom is an added risk factor for overweight and obesity. 

· Screen time and school performance. We found the amount of time kids spend playing video games is correlated with poorer grades in school and attention problems. 

· Violent video games and aggression. Scientific research shows that violent video game play increases aggression in young players in the short term. Additional studies show these effects last. 
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Press Release from Senator Clinton
http://www.senate.gov/~clinton/news/statements/details.cfm?id=240603
July 14, 2005

Senator Clinton Announces Legislation to Keep Inappropriate Video Games Out of the Hands Of Children 

Calls On FTC to Investigate Source of Sexually Explicit Content on Grand Theft Auto Game

Washington, DC – Senator Hillary Rodham Clinton (NY) today announced that she will introduce legislation to help keep inappropriate video games out of the hands of children. She also called upon the Federal Trade Commission (FTC) to take immediate action to determine the source of graphic pornographic and violent content appearing on the Grand Theft Auto: San Andreas video game. Recent reports have revealed that this graphic content can be unlocked by following instructions widely available on the Internet. 

“The disturbing material in Grand Theft Auto and other games like it is stealing the innocence of our children and it’s making the difficult job of being a parent even harder,” said Senator Clinton. “I am announcing these measures today because I believe that the ability of our children to access pornographic and outrageously violent material on video games rated for adults is spiraling out of control.” 

Senator Clinton announced that the legislation she will introduce will put some teeth into video game ratings by instituting a financial penalty for retailers who fail to enforce the rules. It will prohibit the sale of violent and sexually explicit video games to minors and put in place a $5000 penalty for those who violate the law. 

Recent research has confirmed links between exposure to violent video games and aggressive behavior in children and a groundbreaking new study by researchers at Indiana University School of Medicine show that playing violent video games triggers unusual brain activity among aggressive adolescents with disruptive behavior disorders. Senator Clinton noted that this is just the latest piece of evidence that confirms the potentially damaging impact of these games on children. Senator Clinton also noted that the current, industry enforced system is not yet working as it should and is not acting as a deterrent to kids accessing inappropriate video games, underscoring the need for today’s action. 

In calling for the FTC to launch an investigation, Senator Clinton urged the FTC to determine whether an Adults Only (AO) rating is more appropriate than the current Mature (M) rating for the Grand Theft Auto: San Andreas video game given this new, alarming content. She also requested that the FTC examine the adequacy of retailers’ rating enforcement policies. 

According to research by the National Institute on Media and the Family, games rated M, which means they are appropriate only for people aged 17 or older, are relatively easy for teenagers and even children as young as age 7 to obtain. In the National Institute’s recent study, 50 percent of boys between the ages of 7 and 14 successfully purchased M-rated video games, and an astonishing 87 percent of boys play M-rated games. Furthermore, nearly a quarter of retailers in the study don’t even understand the ratings they are supposed to enforce, and only half of the stores train employees in the use of the ratings. 

“No wonder these games are falling into the hands of our children and no wonder so many parents feel everyday like they are fighting this battle with their hands tied behind their backs,” said Senator Clinton. “We need to do better. We need to do everything we can to make sure that parents have a line of defense against violent and graphic video games and other content that go against the values they are trying to instill in their children.” 

The following is the text of Senator Clinton’s letter to the FTC: 

Deborah Platt Majoras
Chairwoman
Federal Trade Commission
Washington, DC 

Dear Chairwoman Majoras: 

Recent reports have revealed that the video game, Grand Theft Auto: San Andreas, has graphic pornographic content which may be unlocked by following instructions widely available on the Internet. The Entertainment Software Ratings Board (ESRB) has given this game a Mature (M) rating, which means it is appropriate only for people age17 or older. In all likelihood, this revelation means the game deserves an Adults Only (AO) rating. Alarmingly, it seems that no one yet knows the source of this content. The ESRB is investigating this matter and I am hopeful its investigation will be vigorous and thorough. But the public has a strong interest in learning the answer quickly. We should all be deeply disturbed that a game which now permits the simulation of lewd sexual acts in an interactive format with highly realistic graphics has fallen into the hands of young people across the country. I therefore urge you to take immediate action to determine the source of this content and the appropriateness of the M rating in light of its vast accessibility, and to make your findings public. Parents who rely on the ratings to make decisions to shield their children from influences that they believe could be harmful, should be informed right away if the system is broken. Parents face an uphill battle just understanding the ratings system. They cannot and should not be expected to second guess it. 

I also ask that you conduct a careful examination of the adequacy of retailers' rating enforcement policies. According to research conducted by the National Institute on Media and the Family, M games are relatively easy for teenagers and even children as young as 7 to obtain. In the National Institute's recent study, 50% of boys between the ages of 7 and 14 successfully purchased M-rated video games. Furthermore, only 76% of retailers in the study said they understand the ratings they are supposed to enforce. And only half of the stores train employees in the use of the ratings. The National Institute has determined that 87% of boys play M-rated games and 78% list an M-rated game among their favorites. As a Senator, I hear from parents all the time about the frustration they feel as they try to pass their own values onto their children in a world where this type of material is readily accessible. There is no doubting the fact that the widespread availability of sexually explicit and graphically violent video games makes the challenge of parenting much harder. I will be exploring legislation to help parents with this challenge when it comes to purchasing video games soon and I hope you will work with me to ensure that the ratings system - the best tool parents have to filter this material - is meaningful. Sincerely, 

Senator Hillary Rodham Clinton 

Clinton.senate.gov 
Excerpts from the Entertainment Software Association

The Entertainment Software Association

www.theesa.com 
The Entertainment Software Association (ESA) is the U.S. association exclusively dedicated to serving the business and public affairs needs of companies that publish video and computer games for video game consoles, personal computers, and the Internet. ESA members collectively account for more than 90 percent of the $7.4 billion in entertainment software sold in the U.S. in 2006, and billions more in export sales of U.S.-made entertainment software.

The ESA offers a range of services to interactive entertainment software publishers including a global anti-piracy program, business and consumer research, government relations and intellectual property protection efforts.  ESA also owns and operates the E3 Media & Business Summit.

 http://www.theesa.com/archives/EF%20Courts%20and%20Rulings%20Final%20--%20_JAN%202007_.pdf 
Essential facts about Video games and court rulings – entertainment software association
http://www.theesa.com/facts/top_10_facts.php
TOP 10 INDUSTRY FACTS

1.  US computer and video game software sales grew six percent in 2006 to $7.4 billion – almost tripling industry software sales since 1996.

2.  Sixty-seven percent of American heads of households play computer and video games.  
 
3.  The average game player is 33 years old and has been playing games for 12 years.
 
4.   The average age of the most frequent game buyer is 38 years old. In 2007, 92 percent of computer game buyers and 80 percent of console game buyers were over the age of 18.


5.  Eighty-five percent of all games sold in 2006 were rated "E" for Everyone, "T" for Teen, or "E10+" for Everyone 10+.  For more information on ratings, please see www.esrb.org.


6.  Eighty-six percent of game players under the age of 18 report that they get their parents’ permission when renting or buying games, and 91 percent say their parents are present when they buy games.

7.   Thirty-six percent of American parents say they play computer and video games. Further, 80 percent of gamer parents say they play video games with their kids. Sixty-six percent feel that playing games has brought their families closer together.


8.  Thirty-eight percent of all game players are women. In fact, women over the age of 18 represent a significantly greater portion of the game-playing population (31%) than boys age 17 or younger (20%).

 
9.  In 2007, 24 percent of Americans over the age of 50 played video games, an increase from nine percent in 1999.

10.  Forty-nine percent of game players say they play games online one or more hours per week. In addition, 34 percent of heads of households play games on a wireless device, such as a cell phone or PDA, up from 20 percent in 2002.

 

Games & Violence

Facts about Game Content and Consumers 
What about Youth Violence?  Looking at the Statistics
What Does the Science Say?  Independent Research Findings
GAMES AND VIOLENCE 
Sternheimer, K. “Do Video Games Kill?” Contexts, Vol. 6, Issue 1, pp. 13-17, Winter, 2007. 

· Key Finding: Politicians and other moral crusaders frequently identify individuals or groups they define as evil and immoral so society can channel blame and fear. Video games, those who play them, and those who create them have become targets because they seem to pose a threat to children. But, in a time when video games became a major part of many young people's lives and were enjoyed in record numbers, homicide arrest rates fell by 77 percent among juveniles, school shootings remained extremely rare, and students had less than a 7 in 10 million chance of being killed at school. So why are politicians blaming video games?

“School shootings remain extremely rare; even during the 1990s, when fears of school violence were high, students had less than a 7 in 10 million chance of being killed at school. During that time, video games became a major part of many young people's lives, few of whom will ever become violent, let alone kill. So why is the video game explanation so popular?” (Page 13) 

“Politicians and other moral crusaders frequently create "folk devils," individuals or groups defined as evil and immoral. Folk devils allow us to channel our blame and fear, offering a clear course of action to remedy what many believe to be a growing problem. Video games, those who play them, and those who create them have become contemporary folk devils because they seem to pose a threat to children.” (Page 13) 

"By focusing so heavily on video games, news reports downplay the broader social contexts. While a handful of articles note the roles that guns, poverty, families, and the organization of schools may play in youth violence in general, when reporters mention research to explain the shooters’ behavior, the vast majority of studies cited concern media effects, suggesting that video games are a central cause.” (Page 14-15) 

“Although often accepted as true—one scholar has gone so far as to call the findings about the effects of media violence on behavior a “law”—this body of research has been highly controversial. One such study fostered claims that television had led to more than 10,000 murders in the and during the 20th century. This and many other media-effects studies rely on correlation analysis, often finding small but sometimes statistically significant links between exposure to media violence and aggressive behavior. 

“But such studies do not demonstrate that media violence causes aggressive behavior, only that the two phenomena exist together. Excluding a host of other factors (such as the growing unrest during the civil rights and antiwar movements, and the disappearance of jobs in central cities) may make it seem that a direct link exists between the introduction of television and homicides. In all likelihood any connection is incidental. 

“It is equally likely that more aggressive people seek out violent entertainment. Aggression includes a broad range of emotions and behaviors, and is not always synonymous with violence. Measures of aggression in media-effects research have varied widely, from observing play between children and inanimate objects to counting the number of speeding tickets a person received. Psychologist Jonathan Freedman reviewed every media-violence study published in English and concluded that “the majority of studies produced evidence that is inconsistent or even contradicts” the claim that exposure to media violence causes real violence.” (Page 15) 

“It is no accident that media-effects research and individual explanations dominate press attempts to explain the behavior of the school shooters. Although many politicians are happy to take up the cause against video games, popular culture itself suggests an apolitical explanation of violence and discourages a broader examination of structural factors. Focusing on extremely rare and perhaps unpredictable outbursts of violence by young people discourages the public from looking closely at more typical forms of violence against young people, which is usually perpetrated by adults. 

“The biggest problem with media-effects research is that it attempts to decontextualize violence. Poverty, neighborhood instability, unemployment, and even family violence fall by the wayside in most of these studies. Ironically, even mental illness tends to be overlooked in this psychologically oriented research. Young people are seen as passive media consumers, uniquely and uniformly vulnerable to media messages.” (Page 16) 

“Blaming video games meant that the shooters were set aside from other violent youth, frequently poor males of color, at whom our get-tough legislation has been targeted. According to the National Center for Juvenile Justice, African-American youth are involved in the juvenile justice system more than twice as often as whites. The video game explanation constructs the white, middle-class shooters as victims of the power of video games, rather than fully culpable criminals. When boys from “good” neighborhoods are violent, they seem to be harbingers of a “new breed” of youth, created by video games rather than by their social circumstances. White, middle-class killers retain their status as children easily influenced by a game, victims of an allegedly dangerous product. African-American boys, apparently, are simply dangerous.” (Page 17) 

“In an attempt to hold more than just the shooters responsible, the victims’ families filed lawsuits against film producers, Internet sites, and video game makers. Around the same time, Congress made it more difficult to sue gun manufacturers for damages. To date, no court has found entertainment producers liable for causing young people to commit acts of violence. In response to a lawsuit following the Paducah shootings, a Kentucky circuit judge ruled that “we are loath to hold that ideas and images can constitute the tools for a criminal act,” and that product liability law did not apply because the product did not injure its consumer. The lawsuit was dismissed, as were subsequent suits filed after the other high profile shootings.” (Page 17) 

“… critics continue to target video games, as their graphics and plot capabilities grow more complex and at times more disturbing. Meanwhile, youth crime rates continue to decline. If we want to understand why young people, particularly in middle-class or otherwise stable environments, become homicidal, we need to look beyond the games they play. While all forms of media merit critical analysis, so do the supposedly “good” neighborhoods and families that occasionally produce young killers.” (Page 17)

To read the article, please visit: http://tinyurl.com/3ydmm7 


Ferguson, C. J. Evidence for publication bias in video game violence effects literature: A meta-analytic review. Aggression and Violent Behavior (2007), doi:10.1016/j.avb.2007.01.001

- Key Finding: “It is incumbent on researchers that they not let themselves be side-tracked by a prior hypotheses that may distract the scientific community and the general public from the real biological, social and family influences on violent behavior. Results of the current study raise the concern that researchers in the area of video game studies have become more concerned with “proving” the presence of effects, rather than testing theory in a methodologically precise manner.”

“Striking events such as those of Columbine result in a desire among policy makers and the public for ready answers. Interestingly it has become tempting for the public and scientists alike to place responsibility for these crimes on external determinants rather than on the individuals who commit the crimes. Researchers such as Anderson and Dill (2000) readily invoke the memory of Columbine specifically in asserting the relevance of their media violence literature. Although Bushman and Anderson's (2001) claim that media violence is ignored by newspapers and the public as a potential cause of violent crime, Lawrence and Birkland (2004) found media violence (such as the game Doom) and other pop culture elements (such as the Gothic subculture) as the 2nd more often discussed cause of the Columbine shooting in articles published in the New York Times and Los Angeles Times. By contrast less than 1% of news stories focused on the responsibility and moral character of the perpetrators themselves. It thus appears that news outlets may promote media violence in general, and video game violence specifically as a direct cause of violent behavior. Yet it remains unclear whether the scientific evidence provides a compelling case for a direct causal link. Two questions are central to this issue. First, does the size of the effect found in studies of video game violence warrant serious concern, or are they small/trivial effects? And secondly, is there any evidence to suggest publication bias in the research on video game violence effects that may be used to misinform the scientific community and public in regards to the strength of this association? It is to these matters that this paper concerns itself.” (Page 2)

“As to non-experimental research on the link between violent video games and aggressive behavior, the Anderson and Dill (2000) study once again is an often cited manuscript. In addition to the experiment discussed above, this manuscript reports a correlation between exposure to violent video game exposure and self reported aggressive behavior that is actually fairly strong. However, the data from this study fails to take into consideration family background, a variable which may lead both to a preference for violence video games as well as actual aggressive behavior. Further, including a single obvious “face valid” measure of aggressiveness is not adequate to claim that the authors have adequately controlled for personality characteristics (such as psychopathy) that are involved in the commission of violent crime (Hare, 1993).” (Page 3)…

To read the entire research please visit: http://tinyurl.com/354xdf 


"The Safe Games Illinois Act: Can Curbs on Violent Video Games Survive Constitutional Challenges?" by Lorraine M. Buerger, J.D., Loyola University Chicago, expected 2007, Loyola University Chicago Law Journal, Volume 37, No. 3. (2006)

Key Finding: “Social scientific data to demonstrate a causative relationship between perceived harms associated with violent video games remains unproven.” 

Lorraine M. Buerger examined whether statutory curbs on the availability of violent video games to minors can survive constitutional challenges, focusing primarily on the Illinois Safe Games Act (SGIA).  She writes: 

“Numerous authorities, including the United States Surgeon General, the Federal Trade Commission, and the Federal Communications Commission, have noted the lack of consensus within the scientific community regarding a causal relationship between violent programming and violent behavior.  Researchers, including those who frequently advocate in support of legislation restricting access to video games, such as Dr. Craig Anderson, likewise acknowledge the difficulty in establishing a causal link.”

“The common sense driving the enthusiasm for video game restrictions is not supported by relevant crime statistics…..the U.S. Department of Education reports the rate of violent crime against students ages 12-18 dropped in half between 1992-2002.” 

“The conventional wisdom perceiving video games as a youth epidemic largely ignores evidence that games are becoming a larger and more accepted part of modern culture….growing acceptance of gaming culture in high education is mirrored by research acknowledging the positive role electronic gaming can play in early childhood development.”

 “The similarity of the outcomes of previous federal cases regarding laws attempting to restrict access to video games by minors has been suggested by some observers as signaling a “death knell” for the use of currently-available social science to demonstrate causation and support statutory video game restrictions.”

Click here to read the entire research.


Jansz, Jeroen. (2005) “The emotional appeal of violent video games for adolescent men.” Communication Theory, 15, 219-241

- Key Finding: Violent video games enhance ‘the gamer’s potential to cope with the inevitable insecurities of adolescence’.

A theoretical explanation is proposed for the popularity of violent video games among adolescent male gamers.  It is argued “that violent video games provide a gratifying context for the experience of emotions.  The fact that gamers are largely in control of the game implies that they can voluntarily select the emotional situations they confront.” 

This freedom is attractive for adolescents who are in the midst of constructing an identity.  Jansz continues, “for them, the violent game is a safe, private laboratory where they can experience different emotions, including those that are controversial in ordinary life.  Gamers may deliberately select emotions that sustain dominant masculine identity (e.g., anger), as well as emotions that are at odds with dominant masculinity (e.g., fear).”  

To read the entire article, please visit: http://tinyurl.com/hf2fp

Salonius-Pasternak, Dorothy E. (2005).  “The next level of research on electronic play: Potential benefits and contextual influences for children and adolescents.”  Human Technology, 1, 5-22.

- Key Finding: Most research on video and computer games has focused on possible negative influences on children and adolescents, particularly the possibility of increased risk resulting from electronic games with violent content. However, electronic games may also have potential benefits for young players.

“Most research on electronic play has focused on its possible negative effects for children and adolescents, and contextual factors such as socioeconomic status and culture are rarely considered.” This article considers the “potential benefits of electronic play from a psychological perspective, as well as individual and contextual factors that may shape the influence of electronic play for children and adolescents. Demographics of players and the games themselves are presented, and recommendations for research and policy are discussed.”

The study explains how electronic games may also have “potential benefits for young players” that include “providing children with the opportunity to negotiate society’s rules and roles, allowing children to experiment with aggression in a safe setting without real world consequences, and facilitating children’s development of self-regulation arousal.”

To read the entire research, please visit: http://tinyurl.com/ov9km 

Lager, A. & Bremberg, S. (2005) “Health Effects of Video and Computer Game Playing—A Systematic Review of Scientific Studies.”  National Swedish Public Health Institute.  2005.  

 - Key Finding:  A review of current research finds no link between video games and aggressive feelings, thoughts or behavior, though positive effects to game play were found.

The authors state that the aim of their study was to clarify the health effects of playing computer and video games through a systematic review of scientific studies.  Regarding youth violence and game play, they conclude: “[There is] no support for links between computer game playing and aggressive feelings, thoughts or behavior although these outcomes are well studied.”

Further, they find that, “[this] review gives strong support for computer game playing having positive effects on spatial abilities and reaction time.  Spatial abilities are traditionally considered one of the most important parts of our intelligence. “

To read more, go to: http://tinyurl.com/dgwbm

“Media Violence Research and Youth Violence Data: Why Do They Conflict?” Academic Psychiatry, 28:2, Summer, 2004.  Olson, Cheryl.

Cheryl K. Olson, clinical instructor of Psychiatry at the Harvard Medical School’s Center for Mental Health and Media, examines statements about the relation between violent video games and real-life violence in a 2004 article in the journal Academic Psychiatry.

First, Dr. Olson notes that “...there is no evidence that targeted violence has increased in schools.  While such attacks have occurred in the past, they were and are extremely rare events.” She goes on to write that, “…there’s no indication that violence rose in lockstep with the spread of violent games.”

Dr. Olson then details the limitations of current studies of the issue, including: vague definitions of aggression; failure to put use of violent media in context with other known contributors to aggression (such as illegal substance use and family poverty); results which are difficult to generalize to the real world; small, non-random, non-representative samples; and lack of consideration of moderating factors such as the subjects’ age or developmental stage.

Dr. Olson concludes: “In summary, it’s very difficult to document whether and how violent video and computer games contribute to serious violence such as criminal assault and murder….” She writes, “It’s time to move beyond blanket condemnations and frightening anecdotes and focus on developing targeted educational and policy interventions based on solid data.  As with the entertainment of earlier generations, we may look back on some of today’s games with nostalgia, and our grandchildren may wonder what the fuss was about.”

To view the entire study, please visit: http://tinyurl.com/9km2j 


"Youth Violence: A Report of the Surgeon General"

A 2001 report by the Surgeon General of the United States concluded that, "[t]aken together, findings suggest that media violence has a relatively small impact on violence." Specifically with regard to the research on video games, the report stated that, "The overall effect size for both randomized and correlational studies was small for physical aggression and moderate for aggressive thinking....The impact of video games on violent behavior has yet to be determined."

View the full copy of the "Youth Violence: A Report of the Surgeon General". 

Legal Brief in St. Louis Video Game Case, (2002).  The Free Expression Policy Project.

33 media scholars, historians, psychologists, and games researchers filed a brief with the U.S. Court of Appeals for the Eighth Circuit opposing a law that bars minors from video games containing "graphic violence."  The scholars' brief states that most efforts to prove adverse effects from media violence have yielded little. 

Most studies and experiments on video games containing violent content have not found adverse effects.  Researchers who do report positive results have generally relied on small statistical differences and used dubious “proxies” for aggression, such as recognizing “aggressive words” on a computer screen.  Indeed, research on media violence more generally has also failed to prove that it causes – or is even a “risk factor” for – actual violent behavior.  (p.2)
View a full copy of the Amicus Brief. 
COURT RULINGS & LEGAL BRIEFS

Courts have consistently ruled that computer and video games are protected speech, and efforts by legislative bodies to ban or limit access to or the sale of games they find objectionable have inevitably run afoul of the First Amendment of the United States Constitution.

	FOR A COMPLETE REVIEW OF THIS ISSUE AND RELEVANT COURT RULINGS PLEASE REFER TO THE ESA'S "ESSENTIAL FACTS ABOUT GAMES AND COURT RULINGS".


Excerpts from National Review Articles
http://article.nationalreview.com/print/?q=MTNmMDM5YjEyZjg5NDYzODg5MjYxMmRkMTczMzJiY2U=
May 01, 2007, 7:10 a.m.

Gaming the System
Feds look to make their move.

By Peter Suderman
Video gamers everywhere get a thrill out of manipulating imaginary characters with their game controllers. Sometimes, though, it seems as if politicians are just as thrilled to get their hands on the video-game industry’s regulatory controls. Since 1993, when the game Mortal Kombat was denounced in Congress by Joe Lieberman, the industry has been subject to repeated political attacks. In the wake of the Virginia Tech shootings, then, it’s hardly surprising that, as pundits and ideologues of all stripes shifted blame to their favorite targets in order to support their pet policy initiatives, video games made the list. On MSNBC’s Hardball recently, longtime video-game opponent Jack Thompson insisted that, despite roommates claiming never to have seen the killer playing games, the killings must have motivated by game playing... (Excerpt from article).
http://www.nationalreview.com/comment/thierer200603290748.asp
 March 29, 2006, 7:48 a.m.
Natural Born Regulators
The Senate goes for your PlayStation. 

By Adam Thierer 

If the only movies you had ever seen were Natural Born Killers and Sin City, you might conclude that all movies contain excessive violence. But would that really be a fair assessment of all movies? Of course not. But that’s essentially what’s going on with video games in America today. A few violent titles are being used to indict an entire industry. 

In particular, clips from games like Grand Theft Auto and 25 to Life are often shown on TV or during press conferences when critics are advocating government regulation of the video-game industry. In fact, it wouldn’t be at all surprising if those two games are mentioned during Wednesday’s hearing on the regulation of violent video games in the Senate Judiciary Subcommittee on the Constitution.

But those games are the exception to the rule. The vast majority of video games sold each year do not contain intense violence or sexual themes. The Entertainment Software Ratings Board (ESRB), the video-game industry’s self-regulatory labeling body, places ratings and numerous content descriptors on almost every game sold in America today…(Excerpt from article)
Excerpt from the Urban Institute Justice Policy Center

The Urban Institute Justice Policy Center

www.urban.org 
Our Mission
To promote sound social policy and public debate on national priorities, the Urban Institute gathers and analyzes data, conducts policy research, evaluates programs and services, and educates Americans on critical issues and trends.
The Urban Institute Justice Policy Center
www.urban.org 

http://www.urban.org/publications/411552.html

Is There A Crime War?  By John Roman & Aaron Chalfin
Article Abstract
New national FBI statistics show violent crime increased in 2005 and 2006—the first jumps in 14 years, and the recent increases defy explanation…In this brief, we propose that the rise in violent offending and the explosion in the sales of iPods and other portable media devices is more than coincidental.  We propose that, over the past two years, America may have experienced an iCrime wave. 

Link and summary of APA Study

http://www.apa.org/journals/features/psp784772.pdf

Journal of Personality and Social Psychology

2000, Vol. 78, No. 4, 772-790

Copyright 2000 by the American Psychological Association, Inc.

http://www.nickyee.com/ponder/violence.html  
Video Games and Aggressive Thoughts, Feelings, and Behavior in

the Laboratory and in Life

Craig A. Anderson

University of Missouri—Columbia

Karen E. Dill

Lenoir-Rhyne College

Two studies examined violent video game effects on aggression-related variables. Study 1 found that real-life violent video game play was positively related to aggressive behavior and delinquency. The relation was stronger for individuals who are characteristically aggressive and for men. Academic achievement was

negatively related to overall amount of time spent playing video games. In Study 2, laboratory exposure to a graphically violent video game increased aggressive thoughts and behavior. In both studies, men had a more hostile view of the world than did women. The results from both studies are consistent with the General Affective Aggression Model, which predicts that exposure to violent video games will increase aggressive behavior in both the short term (e.g., laboratory aggression) and the long term (e.g., delinquency).
Excerpt from Sciencedaily.com

http://www.sciencedaily.com/releases/2006/11/061128140804.htm 

Violent Video Games Leave Teenagers Emotionally Aroused

Science Daily — A new study has found that adolescents who play violent video games may exhibit lingering effects on brain function, including increased activity in the region of the brain that governs emotional arousal and decreased activity in the brain's executive function, which is associated with control, focus and concentration. The findings were presented today at the annual meeting of the Radiological Society of North America (RSNA).
Link to Campaign for a Commercial Free Childhood

Campaign For A Commercial-Free Childhood is a national coalition of health care professionals, educators, advocacy groups and concerned parents who counter the harmful effects of marketing to children through action, advocacy, education, research, and collaboration. We support the rights of children to grow up – and the rights of parents to raise them – without being undermined by rampant commercialism.  CCFC is headquartered at the Judge Baker Children's Center in Boston. http://www.commercialexplotation.org 
http://www.commercialexploitation.org/news/corporatefreespeech.htm
Corporate free speech protects violent video games 

By Allen D. Kanner, Ph.D. 

The National Psychologist May/June 2006

Over 50 years of psychological research have clearly established a causal link between children’s exposure to media violence, such as that found in violent video games, and subsequent aggression. In fact, in July 2000 six major professional societies, including the American Psychological Association and the American Medical Association, signed a joint statement concluding that “… at this time, well over 1,000 studies … point overwhelmingly to a causal connection between media violence and aggressive behavior in some children.”

Article from China Economic Review

http://www.chinaeconomicreview.com/cer/info/War_games.html
War games REPORTS June 2007

Forget India. When it comes to video game outsourcing, Shanghai is at the heart of the global boom 

If weapons manufacturing is illegal in China, don't tell Xin Chung. The American opened his first "munitions factory" in Shanghai last October and plans to open many more. 

His company, Vykarian, is an outsourcing studio that builds labor-intensive artwork for game publishers in the US, supplying the ammunition for a global war in the video games industry. "We provide the bullets" for the wars over market share for video game consoles, online-games and in-game advertising, he said. Vykarian is one of many studios cropping up across China as rising costs push the industry to outsource. 

"I used to have to sell outsourcing," Chung said. "Now it's like catching rain." The global games outsourcing market was worth US$1.1 billion last year, according to London research firm Screen Digest. It may grow to US$2.5 billion by 2010 with 90% of game developers outsourcing work next year. The boom is fueled by rival platforms PlayStation 3 and Xbox 360, introduced by Sony and Microsoft, which can handle huge amounts of data, photo-realistic graphics and animations. 

"[At the start of] every platform cycle, we see a 30% to 50% increase in product development costs," said Shiraz Akmal, who runs the outsourcing division for game publisher THQ. Increased capacity requires more manpower and higher production costs - US$20 million can easily be spent developing a game. According to Allison Luong of Pearl Research, companies can save up to 40% on production costs by outsourcing. In 2006, China had more than 100 outsourcing studios capable of handling international-quality work, twice as many as in 2005, according to research firm Niko Partners. 

One of the largest is Winking Entertainment, from Taiwan, which now employs 274 artists and programmers in four studios on the mainland and is looking to add another 100 people. Its revenues jumped 96% in a year, although product marketing director Guo Jingyu would not say what those revenues were. Other studios report similar growth. Monte Singman, who started Radiance Digital Entertainment in Shanghai in 2005, said outsourcing revenues jumped from US$100,000 last year to US$600,000 this year. "I believe foreign companies are gaining enough confidence to outsource works to China," he said. 

Most of the work outsourced is art asset production: Building 3-D models of characters, objects, or environmental features for games, and creating the polygon sheeting they are wrapped in to give the appearance of texture. Art assets are labor-intensive and have an easily broken down work-flow. Clients pay a flat fee or a rate per man-month, said Niko's Lisa Cosmas Hanson. Most studios in China charge US$3,000-4,000 per man-month and a standard project is worth anything from US$25,900 to US$77,600. Large projects can go up to US$650,000. 

But Chinese outsourcing studios are having trouble keeping up with demand since video game development is only a few years old and the labor pool is small. Local graduates are not yet good enough and most studios must train people from scratch. Vykarian has a training center and plans to graduate 50 developers every quarter. The anemic labor supply means companies cannot scale up quickly enough and wage inflation threatens to derail the industry. Game developers start out earning less than US$400 a month but after three years employees are demanding more than US$1,000. 

"Salaries are already outrageous," Singman explained. "Salaries are going to go up and [China] will lose its competitive edge." Indeed, China's outsourcing studios are no cheaper than those of chief rival India, but China has another advantage -its game-crazy population. Pearl Research found that China's gaming market was worth US$760 million last year, with 25 million gamers. India, by contrast, has a small online gaming population. As Chung asked: "Would you rather have a developer who speaks English or someone who speaks video games?" 

Overseas interest

China's large domestic game market draws foreign game publishers here. Akmal said THQ also uses outsourcing to scout new markets. "It isn't about outsourcing entirely; more importantly, we look at new regions in the world where we want to do business in," he said. Working with development teams in China can be difficult, though. Language problems stretch out contracts and there has been talk of source-code leaks. 

Jessica Mulligan, a veteran game producer, recalled the first time she outsourced artwork to China. "The problem was making ourselves understood through e-mail. Instead of doing three to four iterations for a piece of art, we would be doing seven or eight," she said. "All of a sudden it wasn't very cost-effective." China's video game studios have more work than they can handle but not everyone is optimistic. "I would say in the next five years, you will see nothing but boom," Singman said. "And then some of these dreams will break." 
Excerpt from University of California Riverside Fact Sheet
http://www.stopyouthviolence.ucr.edu/publications/factsheets/mediaviolence.pdf
SOUTHERN CALIFORNIA CENTER OF EXCELLENCE ON YOUTH VIOLENCE PREVENTION, UNIVERSITY OF CALIFORNIA, RIVERSIDE

Fact Sheet on Media Violence – Excerpt – 
Children and adolescents have access to and consume a variety of different media forms, including television, the Internet, music and music videos, film and video games, many of which contain high levels of violent content. The concern (and the controversy) lies in whether violent content in media affects a young person’s beliefs and behaviors, and more specifically, if frequent exposure contributes to increased aggression and even violence in young people…
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Resolved:  Violent video games should be banned in the United States.


