
Child Advocacy #5: Children & Violent Video Games 
 
“Every child who plays video games is undergoing a powerful developmental experiment, the 
results of which we do not yet fully comprehend.”  National Institute on Media and the Family.   
www.mediafamily.org 
 
We affirm that all children are a gift of God, created by God and created good.  As Christians who 
care about children, we need to educate ourselves about the video games to which our children 
and youth have access, and the potentially harmful effects of viewing violent content. 
 
Video games have been a part of our culture since the early ‘70s.  They have evolved from the 
innocuous Pong (1972) and Pac-Man (1980s) to the more ominous Mortal Kombat (1990s) – a 
game that was among the first to be criticized for its violent content.  While many video games 
promote learning and healthy interaction, too many games with graphically violent content are 
easily accessible to children. 
 
Researchers at Iowa State University recently reviewed 35 studies on the topic on the association 
of playing violent video games and aggressive behavior.  A strong correlation for both boys and 
girls under 18 was found.  http://www.iastate.edu/~nscentral/news/2006/jul/vtvvvgelem.shtml 
 
Next Week:  Who are the Gamers?  A real life story. 
 
 
Child Advocacy #6: Who are the Gamers? A real life story 
 
Who are the Gamers?   
 

• The majority of the 145 million Americans who play video games are adults, but 41% of 
gamers are under the age of eighteen.  

• Eighty-seven percent of eight to seventeen-year-olds play video or computer games at 
home (92% of boys and 80% of girls).  

• Fourteen percent of 8th and 9th graders who play video games are addicted to the games, 
and most of these (82%) are boys.  

• Among children under eighteen, 8 to 10-year-old boys are the biggest gamers of all: 73% 
play video games for an average of just over an hour and half a day.  

 
A real life story 
 
Thomas has a 21 inch flat-screen monitor and an optimized computer with a 4 GHZ processing 
speed.  His hard drive is fast and large; he’s packed in close to three gigabytes of RAM and has a 
video card with dual 512K processors.  It’s all about speed and graphical processing.  He’s jacked 
into a high-speed Internet connection, and he’s off and running. 
 
Thomas isn’t a programmer or a network engineer, though he’s considering that as a possibility 
for the future.  He doesn’t have to worry about that now, though – he’s only 13 years old and has 
a long time to make up his mind about a career.  For now, he’s content with the fact that, in the 
next three hours, he’ll commit 147 felonies including aggravated assault, murder, attempted 
murder, robbery, arson, burglary, conspiracy, assault with a deadly weapon, drug trafficking, and 
auto theft while violating just about every section of the RICO Act, the nation’s anti-organized 
crime law.  He’ll even be so brazen as to gun down bystanders and police officers and will 
personally beat someone to death with a golf club…all without ever leaving his room. 
 
Next Week:  Video Games: the Plus and Minus Side 
 

http://www.mediafamily.org/
http://www.iastate.edu/~nscentral/news/2006/jul/vtvvvgelem.shtml


 
Child Advocacy #7: Video Games: the Plus and Minus Side 
 
Children are surrounded by media messages in today’s world.  Given the impact media has on all 
our lives, parents need to educate themselves on the pluses and minuses of video gaming for 
children. 
 
The Plus Side 
 

• Video games are entertaining and highly motivating  
• Video games are interactive and so actively engage children  
• When playing with others, children experience cooperation and teamwork  
• Video games can increase children’s comfort level with all types of technology  
• Video games are natural teachers and can contribute to the development of reading, 

math, and problem solving skills  
• Video games can improve eye-hand coordination.  

 
The Minus Side:  Violent Content 
 
Benefits to gaming can take a backseat to harmful effects if the content of the game is violent.  
Dozens of studies have documented the effect of violence in video games.  Six prominent 
medical groups warn of the following effects on children: 

• An increase in ant-social and aggressive behavior  
• Less sensitivity to violence and those who are victims of violence  
• A tendency to believe that the world is violent and mean, resulting in an increased fear of 

being a victim of violence  
• A desire to see more violence in real life as well as in entertainment  
• The perspective that violence is an acceptable way to settle conflicts  

 
Next Week:  Access, Time Spent Gaming & Ratings 
 
 
Child Advocacy #9: Video Games - Taking Action to Protect Children 
 
Taking Action to Protect Children 
 
Parents and other concerned adults can take steps to ensure that the games their children play 
contribute to healthy development.  Here are some helpful tips: 
 
Choosing Games 
 

• Look for games that are challenging and exciting without being violent. 
• Look for games that involve two players to encourage cooperative play and socialization. 
• Rent or borrow games before purchasing to preview.  Play the game long enough to get 

a good ideas of the total content.  Some violent sequences do not appear until a player is 
deep into the game. 

• Talk with other parents about video games their children are playing.  If you are not 
media savvy, consider asking an older teenager to demonstrate any game you think 
might be problematic. 

• Consider asking local merchants who sell or rent video games to post the ESRB Ratings 
prominently along with the content descriptors. 

• Ask merchants to separate Mature-rated games and those with violent content from child-
friendly games. 

 



Setting Limits at Home 
 

• Consider keeping television, VCR/DVD players, video consoles, and computers out of 
children’s bedrooms and in common areas. 

• Limit the total amount of screen time (all media) to one to two hours a day, as 
recommend by the American Pediatric Association. 

• Play video games with younger children, or supervise as they play. 
• Talk with children about media violence.  Ask; If this game were real life, 

o How would people feel? 
o What would be the consequences of the violence? 
o Howe would those committing the violent acts be punished for their actions? 

 
Additional Resources 
 
www.gamespot.com 
www.gamespy.com 
These and other similar sites provide story lines for many video games as well as sample video 
screens. 
 
http://www.pbs.org/parents/childrenandmedia/ 
Discussion around the pros and cons of media impact on children. 
 
www.mediafamily.org 
The National Institute on Media and Family is a resource site for research and information about 
the impact of media on children and families.   Their “kidscore” ratings offer timely reviews of 
movies and video games. 
 
http://www.aap.org/family/mediaimpact.htm 
Understanding the impact of Media on children and teens – American Academy of Pediatrics. 
 
Child Advocacy Emails will continue in September with the MDGs. 
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"The interests of childhood and youth are the interests of mankind."  Edmund Storer 
James 
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