(=

f Game The()ry Alan Garfield, CGIM, UD, Friday, 7 Sept 2007



Towards a Theo

‘CD

y Qf G m = The ry Alan Garfield, CGIM, UD, Friday, 7 Sept 2007

f(D

Introduction: Why Gamerlheory




Introduction: Why Game Theory

In mapping the trajectory of popular media, we can see a clear corollary betweer
relationship of theory and practice. Literature, film, even popular music all bagan
"folk" genres which, once their cultural relevance had bpesven, grewup and

a Yl (édaNB R



Towards a Theory of Game Theory aun cariei, ceim, up, fricay, 7 sept 2007

Introduction: Why Game Theory

In mapping the trajectory of popular media, we can see a clear corollary betweer
relationship of theory and practice. Literature, film, even popular music all began
"folk" genres which, once their cultural relevance had been proven, grew up and
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Sucha cycle is currently underway in computer gant@gt thismedium is still
erroneously considered to be in its "infancyHe evolution of a body of theory on
computer games is an exciting prospect. As with other media, it promises to broa
and deepen the discourse of the medium (we can start talking about something
beyond blood/guts and explosions, for example.)
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Such a cycle is currently underway in computer garBeasthis medium is still
erroneously considered to be in its "infancyHe evolution of a body of theory on
computer games is an exciting prospect. As with other media, it promises to broa
and deepen the discourse of the medium (we can start talking about something
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In addition, if history is any indicator, it will also have a positive influence on the
practice of creating games, just as the development of film theory in the sixties ai
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to present.



Towards a Theory of Game Theory aun cariei, ceim, up, fricay, 7 sept 2007

Introduction: Why Game Theory

In mapping the trajectory of popular media, we can see a clear corollary betweer
relationship of theory and practice. Literature, film, even popular music all began
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erroneously considered to be in its "infancyHe evolution of a body of theory on
computer games is an exciting prospect. As with other media, it promises to broa
and deepen the discourse of the medium (we can start talking about something
beyond blood/guts and explosions, for example.)

In addition, if history is any indicator, it will also have a positive influence on the
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Earliest Computer Games

1.

1952¢ Alexander S. Douglas wrote his PhD degree at Cambrids
' VYAOGSNRERAGEEX ONBdecti2 a9 2y GBS
vacuumtube computer.

1958- WilliamHiginbothamcreated and played on a Brookhaver
blrOdA2y It [F02Nr 02N 2a0Aff 23
1962-{ 0§ SPS wdza & St tSpdcewaréS¢ GKSO S
intended for computer use on a then statd-the-art PDP1
mainframe.

1967- Ralph Baer wrote the first video game played on a televis
set¢ Chase; while at Sanders Associates, a military firm.

1971¢ NolanBushnelkreated the first arcade game, Computer
Space, based on Steve Russell's earlier garSpadewalr
Pong was created in 1972. Atari started 1975.
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8 Video Game Myths (according to MIT Herdgnkins)
1. Ease and availability of video games has led to an epidemic of youth violence.

U According to federal crime statistics, the rate of juvenile violent crime in the United State
at a 30year low.(US Dept of Justice. http://www.ojp.usdoj.gov/bjs/glance/vage.htm).

Violent crime rates by age of victim

Adjusted victimization rate
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125
100 "_
—— WY, ']
75
20-24
4k o ot W 16-19
12-15
25 e 25-34
35-49
50-64
I:||||||||||||||||||||||||||||||||||Eﬁ+

1973 1978 1933 1928 1993 19958 2003


http://www.ojp.usdoj.gov/bjs/glance/tables/vagetab.htm
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1. Ease and availability of video games has led to an epidemic of youth violence.

U According to federal crime statistics, the rate of juvenile violent crime in the United State
at a 30year low.(US Dept of Justice. http://www.0jp.usdoj.gov/bjs/glance/vage.htm).

] ) ] ] Violent crime rates by age of victim
Researchers find that people serving time for violen Adusted victimization rate Age

per 1,000 persons in age group
crimes typically consume less media before

committing their crimes than the average person in
75

the general population. It's true that young offenders s024
who have committed school shootings in America ™ /‘A/\/\ZIS:?.%

) 25 2534
have also been game players. But young people in = ==~ Sy 7o

general are more likely to be gamars90 percent of = e’ e s e’ hess ' sed ' oo
boys and 40 percent of girls play.

400

The overwhelming majority of kids who play do NO
commit antisocial acts.


http://www.ojp.usdoj.gov/bjs/glance/tables/vagetab.htm
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8 Video Game Myths (according to MIT Herlgnkins)
1. Ease and availability of video games has led to an epidemic of youth violence.

U According to federal crime statistics, the rate of juvenile violent crime in the United State
at a 30year low.(US Dept of Justice. http://www.0jp.usdoj.gov/bjs/glance/vage.htm).

) Violent crime rates by age of victim
According to a 2001 U.S. Surgeon General's report, Adiusted sictimization rate Age

per 1,000 persons in age group

strongest risk factors for school shootings centered ™
mental stability and the quality of home lifaot

media exposure.
20-24
a 16-19
1215
25-34

The moral panic over violent video games is doubly ™ s~ _SSag = 00
harmful. It has led adult authorities to be more T et e ket ek ok
suspicious and hostile to many kids who already fee

cut off from the system. It also is a smokescreen

misdirectingenergy away from eliminating the actual

causes of youth violence and allowing problems to

continue to fester.
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8 Video Game Myths (according to MIT Herlgnkins)
2. Scientific evidence links violent game play with youth aggressior

U Claims like this are based on the work of researchers who repres
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This research includes some 300 studies of ' )

are inconclusive and many have been | adults years later.”

criticized OII’] methoqo!oglcal grounds. In U Toronto Jonathan Freedman writes that "the scientific
these studies, media Images are removed [ * ¥ evidence simply does not show that watching violence
from any narrative context. Subjects are ~  either produces violence in people, or desensitizes them,"

asked to engage with content that they U Ottawa Andrea Martinez writes in a comprehensive stld
would not normally consume and may not for the Canadian Radielevision and Telecommunications
understand. Finally, the Iaboratory context is Commission in 1994 that the lack of consensus about

dicallv diff £ f th . t ¢ ¢ media effects reflects three "grey areas" contained in the
radically difrerent from the environments ? research itself. First, media violence is notoriously hard t

define and measure. Second, researchers disagree over,
type of relationship the data supports. Third, even those

where games would normally be played.

) . who agree that there is a connection between
Most studies found a correlation, not a g

causal relationship, which means the the other. Is it psychological or physiological?

U Michigan L. Rowell Huesmann writes that 50 years o
hie : evidence shows "that exposure to media violence cause
media violence. But most of those studies "~ children to behave more aggressively and affects them a

v)

A=)

th

media
violence and aggression disagree about how the one effec

research could simply show that aggressive
people like aggressive entertainment.
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2. Scientific evidence links violent game play with youth aggressior

U Claims like this are based on the work of researchers who repres
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That' hv th t "inks" | it U Michigan L. Rowell Huesmann writes that 50 years o
ats why the vague term "linksS" Is often ¢ ¢ evidence shows "that exposure to media violence cause

used in these studies. If there is a consens —~ children to behave more aggressively and affects them ds

v)

emerging around this research, it is that | adults years later.”

violent video games may be On_e risk f_ac{or U Toronto Jonathan Freedman writes that "the scientific

when coupled with other more immediate, [ * ¥  evidence simply does not show that watching violence

realworld influencess which can ~  either produces violence in people, or desensitizes them,"

contribute to anttsocial behavior. U Ottawa Andrea Martinez writes in a comprehensive stld
for the Canadian Radielevision and Telecommunications

But no research has found that video games Commission in 1994 that the lack of consensus about

. fact that violent vid ¢ ¢ media effects reflects three "grey areas" contained in the
are a primary tactor or tnat violent video ? research itself. First, media violence is notoriously hard t

game play could turn an otherwise normal
person into a Killer.

A=)

define and measure. Second, researchers disagree over|th
type of relationship the data supports. Third, even those
who agree that there is a connection between media
violence and aggression disagree about how the one effec
the other. Is it psychological or physiological?
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8 Video Game Myths (according to MIT Herlgnkins)
3. Children are the primary market for video games.

U 62 percent of the console market and 66 percent of the PC market is age 18 or older.

While most American

kids do play video

games, the center of

the video game market

has shifted older as the

first generation of gamers

continues to play into

adulthood. The game

industry caters to adult

tastes. Meanwhile, a sizable number of parents ignore game ratings because they assume tha
games are for kids. One quarter of children ages 11 to 16 identify-Rateld (Mature Content)
game as among their favorites. Clearly, more could be done to restrict advertising and marketir
that targets young consumers with mature content, and to educate parents about the media
choices they are facing.

But parents need to share some of the responsibility for making decisions about what is
appropriate for their children.



