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ǎŜǾŜƴǘƛŜǎ ŘƛŘ ƻƴ ǘƘŜ ŦƛƭƳΤ ƻǊ ƳƻŘŜǊƴ ŀǊǘ ŎǊƛǘƛŎƛǎƳ ƘŀŘ ƛǘǎ ŀŦŦŜŎǘ ƻƴ ŀǊǘ ŦǊƻƳ ǘƘŜ муслΩǎ  

to present. 

IronicΣ ƛǎƴΩǘ ƛǘΣ ǘƘŀǘ ǘƘŜ ōƛǊǘƘǇƭŀŎŜ ƻŦ ƎŀƳŜǎ όǘƘŜ ŀŎŀŘŜƳȅύΣ Ƙŀǎ ǳƴǘƛƭ ǊŜŎŜƴǘƭȅ 

shunned their creation, practice and discussion. 
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vacuum-tube computer.

http://upload.wikimedia.org/wikipedia/en/5/59/OXO_emulated_screenshot.png
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intended for computer use on a then state-of-the-art PDP-1 

mainframe.

4. 1967 - Ralph Baer wrote the first video game played on a television 

set ςChase ςwhile at Sanders Associates, a military firm.

5. 1971 ςNolanBushnell created the first arcade game, Computer 

Space, based on Steve Russell's earlier game of Spacewar!. 

Pong was created in 1972. Atari started 1975.
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1. Ease and availability of video games has led to an epidemic of youth violence.

üAccording to federal crime statistics, the rate of juvenile violent crime in the United States is 

at a 30-year low.(US Dept of Justice. http://www.ojp.usdoj.gov/bjs/glance/vage.htm). 
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Researchers find that people serving time for violent 
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According to a 2001 U.S. Surgeon General's report, the 

strongest risk factors for school shootings centered on 

mental stability and the quality of home life, not 

media exposure. 

The moral panic over violent video games is doubly 

harmful. It has led adult authorities to be more 

suspicious and hostile to many kids who already feel 

cut off from the system. It also is a smokescreen

misdirecting energy away from eliminating the actual 

causes of youth violence and allowing problems to 

continue to fester. 
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2. Scientific evidence links violent game play with youth aggression.

üClaims like this are based on the work of researchers who represent 

ƻƴŜ ǎŎƘƻƻƭ ƻŦ ǊŜǎŜŀǊŎƘΣ ϦƳŜŘƛŀ ŜŦŦŜŎǘǎΦά 

This research includes some 300 studies of 
media violence. But most of those studies 
are inconclusive and many have been 
criticized on methodological grounds. In 
these studies, media images are removed 
from any narrative context. Subjects are 
asked to engage with content that they 
would not normally consume and may not 
understand. Finally, the laboratory context is 
radically different from the environments 
where games would normally be played. 

Most studies found a correlation, not a 
causal relationship, which means the 
research could simply show that aggressive 
people like aggressive entertainment. 

U Michigan L. Rowell Huesmann writes that 50 years of 
evidence shows "that exposure to media violence causes 
children to behave more aggressively and affects them as 
adults years later."

U Toronto Jonathan Freedman writes that "the scientific 
evidence simply does not show that watching violence 
either produces violence in people, or desensitizes them."

U Ottawa Andrea Martinez writes in a comprehensive study 
for the Canadian Radio-television and Telecommunications 
Commission in 1994 that the lack of consensus about 
media effects reflects three "grey areas" contained in the 
research itself. First, media violence is notoriously hard to 
define and measure. Second, researchers disagree over the 
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 effects 
the other. Is it psychological or physiological?
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3. Children are the primary market for video games.

ü62 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 that 
games are for kids. One quarter of children ages 11 to 16 identify an M-Rated (Mature Content) 
game as among their favorites. Clearly, more could be done to restrict advertising and marketing 
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. 


