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Video Game Concerns:

PARENTS CAN DO

football or car racing games,” he
said. “It changes the dynamic of
the parent constantly teaching
the child, to the child teaching
the parent.”

At home, Jellinek plays a variety
of video games with his
children, "We've played Grand
Tieft Anto and a lot of football
and racing games. We played
Sniper; it's a pretty exciting
game. I like the technical aspects
of it. We've played LI-Boat. We
used to have family contests on
Caterpillar.”

Daphne Bavelier, Ph.D2,,
professor of brain and cognitive
sciences at the University of
Rochester, has preteen twins
who play video games. “They
will tfo 1¥5 minutes of back-and-
forth argumentation about
moves, and how this Pokémon
would have been better than the
other in that situation.” For
parents who are uncomfortable
with game controllers, she
suggests looking for games that
allow you to talk about
strategies and decision-making
with your child as a way to
connect and teach.

Research conducted in the
Netherlands by Drs. Peter
Nikken and Jercen Jansz found
that parents who played video
ames themselves had a
ifferent on the risks and
benefits of those games on their
children: “|They] were more
optimistic about the positive
effects and less worried about
the negative eftects.” They also
were more likely to play video
games with their children,

Reframe your perspective

Our research suggests that
violent video game play can be
a marker of increased risk for
certain behaviors. For example,

girls who played any M-rated
Fame “a lot” were three times as
ikely to say that they'd
damaged property just for fun
during the previous year,
compared to girls who played E
or T games. M-gamer boys were
more than twice as likely as
non-M-gamer boys to do so.

But there are several important
things to keep in mind, even
though these differences sound
dramatic and perhaps even
frightening. First, the category
of%ehavior is broad, as are
many categories of delinquent
behaviors. There's a big
difference between throwing a
rock at an abandoned building
and setting fire o someone’s car,
even though both acts would
qualify as damaging property.

Second, the actual number of
kids who do these things is
pretty low. While 15 percent of
the M-gamer girls said that
they’d damaged property for
fun, that also means that 85
percent of the M-gamer girls
said that they had not. For
almost all of the problem
behaviors we measured, the
majority—and often the vast
majority—of M-gamer kids
didn’t do those things.

Third, remember that we can
talk about relationships or
correlations, but not causality.
We don't know if playing M-
rated games inspires some kids
to act that way, if acting that
way inspires kids to play M-
rated games, or if something
else 1s going on.

The best approach, we believe,
is to look at viclent game play—
especially if these constitute the
majority of games your child

lays—as a sign that you should
Ee paying closer attention to a
host of potential behavioral

issues. Most of the time there
won't be any problems. But it's
a marker of increased risk.

Focus on media literacy

No matter how many or what
restrictions or controls you may
place on your children’s video
game play or their access to the
Web, odds are that they will be
exposed to the type of material
that concerns you, whether it's
violence, sex, radical politics or
anything else. Children need the
tools and perspective to handle
{or ignore?that material.

In fact, focusing exclusively on
restricting your children’s access
can backfire. The “forbidden
fruit” can become more
attractive. This doesn’t mean
you should not use the parental
controls that come with most
new game systems, or that you
should not set standards for
what your children might play
at different ages. We encourage
both of those things. But they're
not enough.

Children, and especiall
teenagers, need the tools to
make informed judgments
about media content when
you're not around, no matter
what or how inflammatory that
content may be. They also need
to understand and be able to
identify likely motives behind
the creation and distribution of
that material—whether it’s in a
commercial game, an
“advergame,” or a recruitment
game.
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For more information, and
links to videos for parents,
visit:
www.grandtheftchildhood.com




