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e HOME VIDEO GAMES
€1 EDREN AND PARENTS LEARN TO PtAY AND PLAY TO LEARN ' _ -
Banag Mitchell, Ph.D 7 L
I‘lmfas::' ard Head of Departmzsnt’
Dgruignt of Education 4
Mills Cocllcgc, Oaklznd, Ca.

(D rr Y
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)  Twenty families ‘w’i;_h' new home vidco-gate sets wer lied
from V"'ebru:”‘_' Lh cugh June; - 1981 to obtain data-cen how the rlav
affected family 1ntc‘wc’r1on.' Results show that the majority of cnmlwcs
spent less than an:hdur per day in average game—playing time for the total
Fem_ll§ . Tire spont playing video-games. decreased 13 minutes fro'r\ the flrst
record Keeping pﬂrlcd to the last for the total sanple. In families with'
411 girls the time dccreased by 25 minutes: Statistically significant
differences in the’ 'tmdunt of ‘time played at the eond of the study as com-
parcd with the beg iming were found in both familics whose playing time

gscreased and families whose playing time incréssad. ‘Tharteen out of twenty

o
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- families were playing less, however. . - : 7/ .

f‘a"ulv interriction increased in near 1\ all Farullos as adults and

childran playad ith each other and as rore sibling interaction was
regorted. Cooreration and encouragement were. the major characteristics

of the. Jntelactlo'i Ieoorted Families with all girls had the highest | -

percentage of recorded time spent plax ing with other family mcmbers:

. The_highest. rates of playing alone were reported in ‘families with one
. child and families with all bokb.

Mothers were reluctant to play the video-games. Only 50% of the

twenty, mothers even attgvpted to play. Among those who did, tv»o be-
camc enthu51a<t1c and sklﬁfui players _

All but one of.the seventﬁen fathers in the study- playcd the games

with the family at least occasionally. Féur of the fathers played

'frc-quc-.ntly arnd often by themselves at night or on weckends -

T\»O-U’lllds of the famllles reportcd watchmr less tcievxs:on Th'é'

others reported '?:he video-games had not changed thelir teiev:tsxon v1ewlng
51qn1f1cantly* ‘

Fanulles rcoortcd spendmg less money oljfcgyj—operated machmes, '
although families: with teenage boys indicoted the intereést in the

arcadcs and the com-—onerated games was still a probicm.

All famﬂ:u:s had ci "homcwork first" rule with respect to v1deo—gamcs

‘as well as’ telcv1,51cn. This rule was not always observed; but was

undc;g,tgod Mzn} parents and chlldrcn re;:ortc-d that thg, video-games
had helpad them in-somz aspﬁct of learming: faster reflex 05, better

eyc—h:md coordination, increased reading spccd improved perceptual

judgament in outdoor sports. Mo families reported a detrimental - :
effect on, school' ork as a rcsult of play:.ng the home video-games. Some \

.....
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Fone of tiie funilics saw a relationship betw ~cn playing Vidco-gamts
and dovelepirtg agaressive, violont; war-mongering perscnalities.
Cn’ls tondrd to 'whv loss than bovs; overatl:  They- thought girls could

ph\’ as woll as bouws £ thoy practiced, but belicved nost of the games viere.
dosigned with bevs in mind.  The beys, ('11.39! ‘kelieved girls cculo beccme

ekiliful vlavers if. they spént time pra actieing: )

st o; ”*e f:u]:cs saw th(‘l"’ VlC-L.O—Glm"'S as a br_Ldgﬁ 1o=pr soral

each new
t that the home games were
md challcmg:mg arcade games.
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INTRODUCTION AND LLVIEW OF RESEARCH

Video game fover rose sroctacularly in the Unitad.
States in Docember; 1981 as the pre-hotiday advertlsxng
blitz aoo&iératédéﬁ‘Thé sale of_home video garme equlpment\
Qaé at an unpfééédéﬁtéd hi@h' a ﬁéaﬁ thoh'déolihéd in Ehé

which emerglng companles competed for thlS lucratlve mar-
ket . The_yldeo game craze was a mnew phenomenoh in our
culture. It was an ideal time to investigate the impact
of the games on famllles, to =tudy change in family inter-
action, and. to ascertain. the cffects of this technology on
femily Iife. Lo ' . » 7

A substantial body of rbééérch-iitératuré cxists on
ptay and. games; both .thedretical and descrlptlve. cufféﬁﬁ
research has focused on the tise of computers in educatlon,
and on the effects of television viewing on children; but
there has been no systemaflc 1nvest1gatlon of the- effects

of home v1deo game ‘1ay1ng on children or fam111es

Even wit h Ut research evidence assumptions about nega- -

tive e?fects of video games on children have;permuated modia -

.reports: Much of the adverse publicity surrounding video

games stcems from oplnloq and épécuiatioh about their pre-

sumed had effects on morals and school attendance. State--

ments 1n the press by social <c1ent15ts, psychologists; and

other EXpelts on both sides of the question have been

wideiy quoted wlthout dlstlnctlon between fact and fegting:

,Psythologlsts have used words like mesmerlzlng narcotl—

21nqm, and ‘dddictive" to deecribe what happens: when ch11—.

dren play video games. Even the sSurgeon ueneraliof the

United States; with no data to support his atatnment Qaihéd‘

that these games could be dangerous for young people. He

predlcted that they may maxe‘chlidren ready to accept or

copy v1oléhbe. In defense cf this unsubstantlated opinion,

he remarked that he expected the cevidence to be forthcom;ng.1

Parents and concerned citizens in many communities

battied.to prevent arcadés from multiplying, and to control
. . e
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time and money being spent by icuth on ééin—opé:étéa viddo
games, citizen groups across the nation ihitiatéd passage of

local ordinances to restrict arcade business: Litigation

_over these ordlnances reached the Supreme Court whlch in

February, 1982' 51destepped the rullng on whether local

back to the lower courts.2

- Résearch on the use of video games has centered on .
e e . o
clinical applications and rehagglltatlon of handlcapped

péréché.‘ Thc epllepsy center at Johns Hopkins Unlver51ty‘

1Medxca1 Schooi for exampie,mls using, Atari sets to deter-

mine the effects of anticonyulsant drugs on learnlng and

ability. The Veterans Administration Hospital Brain Injury

S Clinic in -Palo Altb, Céllfbrhlé is using viaéc*thétapy to

provide patlents practlce on perceptuat—motor 'skitls: Dr:

Robert S: Eliot of thg University of Nebraska Medical Cénter

répcrtéa:a s tudy thch showed dangerous increases in heavt
'rate and blood pressure for Eduits_during video gamE>p1a7iﬁq
'under clinical condltlons. 7 ' -

In & careful study of. video games, Thémas W.  Malone

= ) collected data on chrldren S game preferences when controlled'

varlat*ons were 1ntroduced in certain games: The study was

experlmental- conducted 1n'a ]aboratory settlng,-ahd dld not

attempt to Obtaln 1nformat10n about self 1n1t1ated game play

At thié tihé no studies have been iépcrted’which_prcvidé
.Informatlon -on the toncal Amﬁrican famlly whlch owns a home
vldeo qame sct. 'From accounts in the press, whlch appear to
“focus on aberrant behavxor,_onewwouid;haVé to conclude that
video game playing is addictiva, that children .rob and even
murder as é,EéEQiE of their addiction; and that the playing
of video games in arcades can be. comparpd to playlng home

video games with equaliv deleterious effects: One wouild

e
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also be led to believe that video game playing may isolate

children, may causé tHém to withdraw into a world of fartasy,

and at the very least may be detrimental to school achieve-

o 3 ‘ .

ment. : : : .

Although the study reported -here does not support those
beiiefs, the écncerns are 1eq1t1mate ones and need to be sub-

jected to thorough investigation. However, tne results of S
this study, although tentative; offer more hope than despair
in understanding the péfépébtiﬁé and behavior of families who
play video. games at home: 7
. g S | o

- -

PROCEDUBES

Twenty familieés who purchased home video game sets at
Christmastime; 1981* were .selacted fbr study. They Qere

hosen from among flfty families 1dent1fieq as ‘Having new

.O‘

ts. - Sources for locating families 1ncluded advertising

in newspapers, contacts in schools; and referrats by persons

who knew-of plans for the study In order to reduve the

ccnfbundlng variables; families with sets other than Atarl

. were ; not 1nc1uded. Atarl was the most popular unlpment

on the market a2t the tlme. Preference was glven to famllles

',witnwtwo or more school age thlldren, howeverr three of the .

families had an only Chlld 1n preadolescence.'

Ene famlles differed In 'Socio-economic starus; racial
and ethnic backgrounds, and wore from dlstlnctly dlfferent
nelghborhoot,_in the San Francisco Bay Area: six of tﬁe
parents were single mothers, although three of these had
boyfriends residing in the home: Five families had daughters
6n1§§ two of these glrls wera’ only chiléren with no siblings.
Four famiixes had boys oniy, one of these boys was- an only
child. Fourteen families were two-parent fafmilies; two of

these had stepfatliers.. There was a total of forty-four

children in .the eanple, 20 qiris and 24 boys: . Twelve éﬁit—

‘dren were under ten, equally distributed by sex. Elghtecn

wers between the ages of 10 and 13; eight of Eﬁééé were girié,f
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and ten were boys. Fourteen sibjects were over fourteen
years of age;_six werc girls and eight were bbyg.

The 'famitics kept records .for one week each month over

P

four months from February through May, recordlhq the daily =
. play by time of day;-ﬁiﬁﬁtes ﬁiaﬁéd, ‘persons playlng, games

piayed; and 1nd1v1dual scoces : Data collectlon began in
early ?ebrdary in order to allow time for normal routines

to be es tabllshed after the first flush of enthu51asm for

1 new act1v1ty had waned.
Each famliy member was Intervxewed both at the beginnlng

and at thé end of the study. Interv1ews were conducteo by

a single researcher; usxng a tape recorde: and a uniform set

of questlo ns. Famiiy members were 1nterV1ewed 1nd1V1dually

to provide comparison of perceptions of famlly anteractlon_

and attltudes. In exchange for thelr cooperatlon, famllles

recelved three game cartrldges one : -during the study, and
two after all data were collected’ The study was funded
through a modest research grant from the Instltute for Ednca—

tion Actlon Research‘of Atari, Incorporated: The research

was designed and condiucted with completé indépendence from

the Insti;ute.

Thé réséarch was'not deSaned to determlne cognltlve

gains of chlidren, perceptual Sklll develagpment; or Slgnl—

ficant sex dlfferences.ln 1nterest and skill. These are
obviously iﬁbortaﬁt issues; but the fbcus of the study was
on famlly 1nteractlon related to the IntrUSIon of the entcr—

talnment form. The small size of- the sample,‘ arlatlons in
numbers and aqes'of chxidren across families, and reliance ,i
cn self reportlng in record knnplng,,iimit the gehcraiiza-
bility of the findings:. Although guantitativeé data were

coiiectéd, the intent of "the study was to obtaln quaiftaf“'
/

'tivefdescriptxve data. This was not an,eXperlmcntal study
. =

ahd did not ihciudé éxperiméhtal and control group comparx—

sons or pre and post treatment data.
Questions of interest fociised on whether or not, the
family played the games together, or were children playing

;: - - ;_-_T -; " . ‘3 - t::"j ;{
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in isoclation from others in the family. Did sibling age or \\
5" sex make a difference in participations biagafénts play’ \
- - with théif-chilareh, wiﬁh'éaﬁh other, alone, /,pcrhags not

! at all? wWhat concerns did parents have about the Sffects of

7 ‘ the game°3on children? Did families observe a change in the\\

B "amount of teieVL51on watched by the chr&dren or. the famlly as

g a whole pid the video games confrlbute to the developmnnt

'of ‘any new skills or 1nterests in famlly members?

- . .
- - . ~

RESULTS

Amount of Tlme Spenr Eiayrgganome Vldeo Games

The ‘time spent on playfho videoc games 1n the homes was

1és57‘o; the average,; by. the end of thé réseaféh period than
at the beginning.; The mean ‘daily playing tIme for the sahble
droppcd from 53 mlnutes at the beglnnlng of the stvdy to 40 7
minutes total famlly use dally. Whlle the playing time sliowed
i decreasse in ‘most of the families from the first to the final
"week; seven famll;es (36%) were.playlng more ‘at the end than

atpthe bégihﬁing. The mean 1ncrease for these famllles was

increase (b—Z 64, pP< . 05). ;However, thIrteen famllles IGH%i
had a mean decrease of 33 mlnvtes of dally play:ng time which
wds 51gn1f1cant at the .01 leyel (t=7:.487, < 01)

Thc means of DﬂdIVIdual fam*ly playrng tlme ranged from 3

‘c

who played ‘least and those who played most, respectlvely.
V The averadge dally tl@gﬁyas'calculated from family records
kcpt durlng a551qned weeks each month. In many famllles there

were days when the games were not played Those days were

on’ all recordcd weeks of play excludxng days d no olay. if
one were to include the no-play days in calculatlﬁg weekly and
daily playing time, the daik;.ﬁsé of the games would be.

considerably less than 42 minutes per :day.

<
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E The totaI sampie means provide a rough 1ndew fcr

détérmlnlng avecrage dally tlmo spent bg famllle§ playlng
* home video games:;.ft is aafé Léveallng to look ‘at the
families on the low and high :enids of the range: Five
families spent an average of .an ‘bhéur or more in dally
: play throughout the study, with one famlly hav1ng a dally
average of” one- hour and 43 minutes. Flfteen (75%) of the
families pla;ed much less than an hour per day:

Single parent families, as a group, had the highest
daily average of 70:6 minutes: (T 'able I.) Next high were
families with all boys, 55 miniutes; and families with sib-
lings; 54:05 minutes: Familics with daughter's only had the
lowest 6vérali'aaiiyzaVé%égé of 4B.5 minutes:

Famxixes with daughters only showed the sharpest de-
crease in averade dally playlng t1me from the beglnnlng of
the study te the end, dfopplng from 60.4 minutes to 39. 8‘
m1nutes dally. ’ |

Familics with only one child showed an increase from
Eé 6 minutes;to 54.6 m1nutes average ‘daity. piayIng time from

the beginning to the end of the study. This 1s the 0nly

oroup as a»subset which showed a clear and con51stent increase

in dally Use over the data collection penlod, .
It ébiééfé, in most famllles, régardléss of the. number

of famlly members, home v1deo game playlng tlme does not

‘and daily in individual familie S ;

Most frequent playing timcs were 5u§t after school -in:

the afterncon, and during weeckands. ﬁ%éaiag use and early
e

,,,,, \ R 7,,7,,7 [ -~
morning use were recordeﬂ\lgii\frequently in the total sam-

ple, although a'few families playet ulariy after dinmner.
. | 7 d“%qg\\;\; U
Play Amdng Famlly Member S . R E

o _
o

<
L —

Only ehlidren (N=3)- tended to play alone more than

with family or friends, although this plcture is. blurred L

‘. any timé. She aiways piayed with another person. The other

Q . : ) . : .

5

| Y

since one childa (a girl) did not report playlng\alone at %\\—

/%/

/

ERIC

Aruitoxt provided by Eic:



\‘.' .
. v i ‘
. -
J .
& TABLE l
Minites. of Average Dal]_ry Play 7 '
, - 6 | T 7 o
- Qverall lgt Week = Flnal Week " Difference .
KN . Bverage . ° Average _Jmeraqeﬁ First and Final Week
OnlyChilé i Pamily Coges - a6 sEE - . 5.7
(N=3) : A SRR g
FAMiliEs wWith Girls ORly 16.6 804 39:8 =25
- (N=5) C S T

Families with Boys Only © © 55, L. 464 - 326 S X T

: v (=) L - - T

Single.Darént Families 706 IR 53 -15.3 . .
co (N=f) S ST e

Tio-parent Families 5133 8.7 - 3 o Rl

|  (¥e19) N S T
A1l Families with Siblings 54,04 ¢ 593 ... 3.6 0 -1
‘ . (N"l7) . ' v ’ ' foe -

'All Pamilies o \ ' R o

' (Total Sample) o 42 : 53 - 140,29 +=12071
N""'ie ' : ‘ L . o - , : ' . . . . .

_ - L ' ) . ’41 o . J— ‘ M:,L .

S dmflcant difference’ betveen lst fecotd week tire and final tnne for famllJes fose time decreased :

- {t=T. 487, p(_ o) - o ‘ | J , . . “7_. - .‘ . _' A
Significant dlfference between Ist record week tine and f:mal tune for fanilies whose time mcreased |
(t=2:%4; p 03 .‘

. . o | 5
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‘two. only-children played aisné 63% of aitl their  recorded
time. The only-children recorded the smallest ificunts of
time §1a§iﬁé*With family or friends (9:3%): (Table #2:)
The sample for only chiiaren is too small to provide other
than an interesting clue to dlfferences.
L In families with all boys, boys played the games alone
a an aﬁéiaéé of 48% of the playing’ time: -IQ families with all
girls, the girls played alone iesé than aﬁy other sub-Set of
children 19.4%)1 and had the hlghest rates f time spent
playing with family (50: 86%)° and. with frlends (33%).

‘It appears, from the information obtalned, that chil=~

dren piayed VIdeo games alone most often if’ they . were boys

or if’ théy Wéré 6n1?;Childrén in thé faﬁil?.

Eamilles where there was only one child (32%), or when the
ﬁéthéf'ﬁaé a singlte parent (8.33%}. .
The greatest amount of group play among family members

was in families with girls- {(50.86%); with the next high in

. all families with two or more children (35%).
‘ Playing home Videé games—with friends was highest, . o
proportlonately, in families with all glrls (35%) . But it

othér subset: Sharing video games with friends accounted
éor ééi_bé thé tlme for fayllles with 51b11ngs, and 27% of
thé time in'faﬁiiiéé with all boys. Only- children Ee56fded
play with frrends 16.6% of the timei
Méthersifﬁided;éamc,éiay _

Ten out of 20 mothers 'SO%j in. the study made an -effort =~ -—

to iearn to play, or played at some tIme WIth theIr children:

. “The others ISO%j refused to try, saylng they ddmnat_have time

or were not interested at ‘all. Of those who did try, three
became increasingly interested and skillful during the data
collection period. - Two spentsubstantial amounts of private

. time in the early mornings or late at night playing and prac---
' ticing: One practiced on her day off. each week: They had

Aruitoxt provided by Eic:



TBLE 2

 Percent of Jacorded Tine Spent Playing Video Games Aloné of with Others

~ Only-child Fanilies
2 Parént Families
single Wother Fenilies

Girls Only

~ Boys Only

ALl W/ Siblings

§ A Child

Alone

63

ST

8.4

i

o

§ With
0
R

o

50,86

o

3%

§ With ' % Parents.
Friends — Adults Alone

S I 11

i - ﬂ!'5-4

|

4 Parents or

\

166 o

ny

5. 5

% 5

| i ’ )
i T
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one or two games which theygpréférré& to ptay regularly
in order to improve their skill. Four of thé remaining

PR

eight mothers rplayed occasxonaiiy in order to participate ¢
with their families, to play with children, husbands, or
boyfriends. They were reluctant: piayers, not strongly

confident, but were taking pride in their own improve-

‘ment. Six out of twenty mothers (30%) were learning to

<

compeéte in a new medium which they viewed as essentially

hostile and halé¥6riéhtea. 'The reﬁaihiﬁg four mothers

.Some of the mothers made the following comnents-

"I get nNervous. It ve gotten better, but my flngers'
qet mumb : I'm not very good at it It s.fasfer than

me: I ptay by myseif and 1eave the scores so the. boy
w111 know what I have made. : :

thxng else.j I was reailv frustrated. They did. teach

me; but it's not fun.

"They know I never will play’ because they make it too

tough for: me. I have played when nobody else is around,.
'but I don't anymore. I'm just not that intercsted.

“"No, I've never played it. NéVér touched it. I don" t

even know how it worxs. I just never seem to have time.'

I sit hcre and watch them play and 1t bores me; I can t
sec the point in it. I would rather read a book. If it

makes them happy, that's fine. I don't havo to get in it
at ail." ' : o .

' 3

"I didn' t thlnk I would enjoy it, I had never played it
beforel but I llke it. Mo orne really taught me.- IrJUSt
watched. Inltlally I pluyed with MIchelle and Mltch,rbut
now I- play by myself Thea Interest depends on my ‘puarti-

cular mood; there are trmes when I want to re]ax. You

cannot think of probiem" or other things, you just thInk

of the game,'and it's relaxing: ;

,,,,,, [ - :

"I have beeg a Iittile threatened by electronic games.

i was suspxcxous at first, but then I realized therec

st be something happening. The kldS love it: I

played it quite a bit when it first came into the house.

It was the socxai interaction that drew me-in.

&
;
|
|
|
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" of the family were nearby,; but on some occasions they pldyed

u “11-
"I play when I'm allowed to touch it: When I get
in line: I can't make the jdystlck work. I have
beaten people by accident when they have klnd of
missed. I'm sure I could become sk111ful. 1 just

‘haven't played. enough." . °°

"I started playing on my day off, and then began
trying to improve my Scorss.: It was just for my-
‘self to reach a certain point. - Now,my husband and I

-'play together and often play winners with the girls
so the whole famlly can play." :

Children commented abbut their'mcther‘§ piaye L :

‘"Mom dldn t used to play much, but now she' s become
‘an Atari addict. She is always in front of the Atari:

" We used to have  time to talk and have a famliy time;
now she says, 'Go away,ican t you see i'm pIayIng9'

It's always Pacman, after school, before dinner, after
dlnner, and late:at nightt™

"Mom doesntt play. _i_tzled_to teach her but.she doesn’'t
listen right." : '

“Mom is cute at it: Well; she's not real good, but she's

cute: she' s a real good sport...she tries.'

- "Mom_ never plays. She's too: busy. When I ask her to

piay, she savs she'll be there in a minute; kut the
next thing you know she'll be doing the laundry. She

just forgets the whole thlng. Once my parents played

against each other. They were all excited. It was a
happy moment when I saw my mom and dad gettlné all ex-

'c1ted and jumplng around. But that never happened aqaln.

In the seventeen famiiieq with men in the household;

. 'only one man did not play at all. Four piayed freguently

and thoroughly enjoyed the gamts. They often playéd before
or after difincer. Most often they played wﬁéﬁ-béﬁé%iaéaié;é

in isolation from the family tate at night or early on a

weekend morning when others wére in bed. In five families,

the parents played the games together when the children were

not present, as well as playlng at tlmeSvas a wholo famll

In many instances it was the father who 1n1t1ated the

purchase of the set. Mother s were acqulescent,_but not _—

17




O

ERIC

Aruitoxt provided by Eic:

_effectlvely w1th the chxidren.

\

generally cnthﬁéiaétié; In some cases the father's ini-

tial enthusiasm waned after he found he coulad not compete

Some fathers commented v
"I trled skllng, but 1 q01t because I h}t tooumahy

trees,- No, I dorn't want to play them because they
'béat me . I bought it for them"

"Somctlmes he wahts me to piay w1th him and I do it;

bit he beats me everytime: I don't know how to play

that game, so I put my concentratlon on $meth1nq else.

I cannot sit in one piace, pract1c1ng. .

)

"IFf- they want to. chaiienge me; I'm the first one in

“"and out. I play at it, but I'm not hooked on it. I_

just do - it ‘to please the kids, to show thEm that - adults

are not perfect . v .

“Among the more’ actlve Dlayers, fathers sala-

WTn malc competltlve sports thls is the mly thlng

that's comeg aiong that can bridge our gap. the gap

between fat@ers and daughters. We have more .camara-

derxc, morglcomplimenting, more brlnglng out of com-

ments_in fjor of aur loved ones. Things that wouldr't

normaily c@he out in competltlve sports 11ke,_'Gee, dad,

I didn't krfow you were that good, or that qulck. -

"those kIﬂd% of’ thlngsh

"I wanted one;. but I boiught it for Michelle. When we
just had the tv we would sit around andwatch, but with

the v1deo games -there's more frlendly togetherness "for

some strah§e reason. I play winners: I find her cheer-
,1ng ‘me on; saylng,_'Comn on, dad, come- on!’ Then she -
says; 'Hey, I'm playing agalnst ycui' I: 1qggpiay1ng

games; but I play to win: Herei fInd us rootlng for
-each other.' )

Among the wive's commefits were:

?"My husband loves it. There :was a running. challenge

going between the ” father and sons for awhile. I bcgah
to think it wouId take over their whole llve", but 1t

has begun to taper off. It was a nice common ground o

for the father and the kids. They play 1tvt4gethgr.

e
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evening. When they're not sleeplng,ithey re

pla/Ing.‘ 1i® joins in Juet Iike a llttle boy.i

3.

A damghter commented:

..

"My dad is more sharlnq now with the family instead

of falling asleep on the sofa after-dinner. We.will

get together playing the Atdri:: We're all watching =

'.mand_cheerlng_each other on’“

Cooberatlon and Gogpetition in Family I

Many parents Eoﬁﬁehtea on the role of Video games in

proVLding opportunlty for famlly 1nteract10n in ways Wthh' ;

]

had not preV1ously occured. Some comments were:

‘tuliate sach other when Lhey have a good game.“

_"They have learned to communlcate. Ih thé beglnnlng
they didn' t like to los , but since then they have
1earned it's o.k. to lose once in awhile. They congra—

"It is good for the kids: When theyplay they know

how to get along together:" , S -

"At first it seemed like they had toplay together,;

then they learned to play by themselves with the

machine. That took a couple of weeks: They have

different skills. -In this game, they seem . to be

very close and yet can be competitive: When they

~ play, out51de, it .is just the opposite: "

.

i dCflnltclV think there has been change of family

interaction in the house with the video games:rrThe

girls are.competing on a level with the boys, they

play more together. Age doesn't seem to make a
difference; age and sex are ellmlnated. .The" boys

don't resent that at all. I think they helped each

other, especially. at ths beginning.

Mbthcrs said:

"He and hlS 51ster are Lnteractlhg more as wel1 as

-w1th both his friends and hers.r It is brlnglng both;

groups of frlends t@géter more. Sometlmes I ll hav

at a tIme, but the others are 51tt1ng there rootlng for .

each other, '€ome on, do this, come on,do that - It

heips them play together; and ‘they are able to organlze”

the whnotle activity:"-

"I thinpk ne s InteractIng WIth gIrls alot better and

with hIS sxster, espeCIaliv. He relates to hnr a lot

more. They seem to have gotten closer:"



"I see a lot more coope*1t1ve play between them,
more sharing. This is something non-physical where

they can compete and the younger’ one 1s-able to piav“
.and win occa51onally

‘A single mother of two sons. quite éepaiate in agé;
p "Their interaction has increased. Theydo nore t6§éthef.

Age makes n dlfference 1n the competltlon. They w¢11

than anything they ve ever done. This is the first time ' o
they've ever really played together. They talk about
what they/dld what their scores are, what's happenlng

_i in the gaTe. It's a° shared act1v1ty andua comnetltlve

~

Childféh’répbrtéa:

, |

, : “i‘sEé mbrewaf my 51ster. We spend more tlme w1th
el " edch other." *

e

"T"My- dad spends .a lot more time with me. It has: .
‘really\brought us closer. He just spends more. : o
time in the\iamlly room watchlng us olay it." o o :
T~

\\

On a ccntrastlng note, one\mother said, "I don'

encouraée them to play together.” She is a~ver1\bossy blg
\

—

sister: He refuses to be toid what to do, so there isTa—__
S

constant battle. He doesn't like her to tell him where to

go or how to move. It gets him confused and he gets stubborn."

‘Réasons Givéen for Purchasing the Game set

The influence of advertising ané.theachiiéfeﬁ;s peer
group attitudes were major factors in parents'.deciding to
purchase a videoc game set: Fathers geﬁerafiy favored the
purchase,; .and 1n1t1a11y were 1nterested in the game's fdf
thehseives'justify;ngethe purchase as a famxi% activity:
In three families, the fact that one Child héd a perceptual- -
motor probiem or was dxagnosed as mildly dyslex1c affected

_ the dec1e10n. Mothers saw the“games as prov1ding potentlal
“ remedial aid for academic SklllS. Two mothers; recently
divorced, aouqhtthe games agépec1al glfts for their boys.E
'They wanted to ensure that the first Christmas w1thout the *-ﬂ;
father in the Hhome wa's not a-time oOf unhappiness: The games
'£20f
Q
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were a way of filling an emotional void in thé[fémi1§.

In nearly all cases; the fact that many of the children's
friends alrcady had game sets became:a major determinant |
in the decision.. o ‘ |

Sex-Differences in,Aﬁonnt of Tiﬁe Played

Analysis of daily records for dlfferences in amount

- of time played by boys as compared to glrls reveals boys

playlng somewhat more than girls overall Younger giris,;

" ages seven to ten, played less than boys of the same age.

the boys played tWIce as much as. the gIrls. In other families,

the glrls played about'4% less than boys. Beéausé of differ-

ences In famIiy composItIon It is not possxbie to present a

———————cbear—sfatrst1ea}~p1cture_oi_these_dlfferences; In general,

O
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girls tended to 1ose xnterest In the . games fastﬁr than boys.::

This was partlcularly true in’ three famllles mere the console

was kept in the boys bedrooms. A more carefuliy controlled

study of sex dlfferences W1th1n a llmlted dge group would

Amount of Téleﬁision Viewing Relative to V1deo Game- Playlng

The study did not collect data on teleV151Dn watchlng

ﬁéfore, during, or at the end of the observatxon p"ZIOd

However, none of the famllles reported watchlng more tel’

vision, .and 14 of the familics (70%). reported that® they -

\watched less tv after purchas:ng the V1deo games.' These

; they used the telvv1510n for playlng th gamcs..
'ﬁ'reported , "
Heaven! %ﬁé?'&é&éﬁ tv less:"

ning it cut down n tv watching hours,

back to tv watchxng’" . '

but later we

v - T T
"Any time a' new'c introduced xnto the. family
it cuts down on S ‘
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Some children remarked:

"It used to be all that.I did after’ school; now I -
doh t watch telev151on that much any -more. I don't '

_Mom complalns that we have too many cartrldges, but
- - now that we-don't watch so much tv, 'she ffels better."

'In general, it appears that the use of video games.

does reduce the amount of tlme spent watchlng teiev151on.

The famiiy does not merely add the playlng of v1deo gam

on to time spent watchlng telnv151on, but replaces part of

the customary tetevision time w1th v1deo game playlng.

Video Arcade and C01n Ogeratcd Game Playlng Compared to

Home Video Game Play

‘Ten familiee (50%) reoorted éﬁéﬁdiﬁé iééé aaaéy in

Four famllles {20%) reported an 1ncrease in 1nterest 1n_,3

Ipiaying in ‘the areg%es or’ where coln—Operated v1deo games

could be found. Slx famlller<(30$)_1nd1cated nc change in
frequency of pilay on coin-operated machines. In these fami-

lies very iittié intérest or. monéy were invested in the coin-

operated games.o

Among those famllles who belleved the amount of tlmn

ahd.money spent in the arcades had,been\reduced,;the follow-
ing are typical comments: .

‘“The boys used to spend a lot of tlme\ana monﬂy in the’

~arcades.. They are not d01ng that’ now.‘\They save thexr

vy liﬁé ?layihgrat home bettér2 You don't have to
- stand in Yine. At home you can learn the game w1thoﬁt
losing your money." . Y

"I don't waste my money.on the ones.I can play at home.
If Someocne gives me money to. play,Il will; but I want to
save my own money for other things." : -

" "It's better to play at lome, because when I ‘play -

i Astercids at Chucky Cheese"I'm used to having a joy-

stick in my hands, and there I have to push all those

'

'r:‘ : ;ﬁij;{ 232 =_mwu0 :\mh:_jn.41';4f."””‘;;th:



buttons. " : o

“I don't play in the ar-ades because I"ve got the

games at home. I don't like the atmosphere of the

arcades. It's just a lot of people going crazy.

"Kids who go there are wasting time.® They're not

~ "~ bad kids; they just don t have anything ‘better to
o "do with their tlme. ‘ e .

:In families . where the arcade playing was viewed as

an increasing problem; these statements Wéfé~ﬁédéé

3

- “Shé iovas théﬁ. She wouldksoena all her monny
there. She likes people/around and they are more
ccmplicated, ﬁoré‘lnterestlﬁg ) . ) ) .

e >

@
"Yes, they Stlll p;ay at the arcades unfortunately.

The boys do., It S agalnst our famlly values. The

"They are more. interestcé in playing the coin machinas
'sirice we got the game. They wént to try their skills
outside the home;" .

. - 2 .
E— ——;$he—one_speC1al §£§ade is hlS whole m551on in llfer
on Saturday. It's gotten Ec the p01nt now where -he'll -

just take the bus with some frIends.VHe'll organlze

A

them on Saturday morning after. his chorés are done:

They '11 go. down there and spend about $5 0o. AHe won't. -

_take his sister: He says it's not a good place for her;i

only boys go there*"

Mothers of boys'compiaifé&'

"I thought they'd be less interested in’ ﬁavxng the

commgrcial games, but it hasn't turned out that way.

The commercialk ones keep current; and the homg VIdeo

dames  are imitations. . After they're tired out: in the-

arcades, the companles make the same ad game for home

~video- play. ‘It's like seeing an old movie, wgrmed over.

"It's a real dlsapp01ntmunt. It seems to me gnmes nead
to be created for the houme, rather than just producing
léss interesting imitations of commercial gamos.™

"Both boys§ would rather play at the arcade. Those
games are different .and 'lots more fun. Th2 original '
is better than the-fake. You push buttons, the scroens
-are bigger. They are more fun because there are lots
of people around watchlng 'you. There e more Sounds:
it's more complex; they can put in special features.

because the sets -are bquer. -

- N \

1;2{; jh '?h. h.. ., if gj“
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One -adolescent boy expres sed a common point of view: -

“There are lots of hoods and tough guysthere, and 1f - .

‘you step outside there axe people smoking marijuana g

and everythlng.r But the manager gets the cops after

them. - Good girls don't hang around there. You don't

see many girls in there: Maybe they don't want to
Sand their money’" . ‘ o

4

arcades. He was’ shocked, embarrassed, and ashamed that this '’
could have happened to him. '{iis “family was pooxr.and strug-
élih@ He répdrteé prbuaiy that he did not spend money on

Games’

Rules and Restrictions Siurrounding Playing

Almost every family stated that homework must be done

‘before any video game playing was iséfiﬁittéa;. however, several —

.famllles 1nd1cated that the rule was not always observed

_— Most of ! reated.
serlous prcblem ; and the chlldren s game;iayan dId not

recd to be severeiy reéETaTeduexggE;>on rare ocra51ons.

T
Restrlctlhg video" game play as z form of p\hxshment

was reported in:a few cases; along with the same klné\\f
réstrietfbh on tw viewing. -ThIS hapoened in Sltuatlons
where chores were not compleLed or where homework was not
ﬁrbpériy attehded to. In two families" arguments ‘or flght;
ing . were citad as rEascns for restrlctlng the use of the *
videro games.-Two other families reported that the games
é6ﬁla.hbt be played when the'father_or aEﬁéfé in the fam1ly
‘wanted to watch a television. prbgfam.“_ ' -
“'Iﬁ'aii'hut one famlly the piayxng_aé video éames: .

'appeared ‘to be kept in reasonable perSpectlve along thh
.respon51b111t1es aﬁd other d:verse act1v1t1es of famlly llfe.

Oniy when -a new ‘cartridge was purchased dld the game plajxng

-tend to temporarliy domxnate. However, in one‘famlly th
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other fam111e§\ 'This family had a pre-teen son, a teenagh .

Y .
. -

dauqhter, and a éEéﬁféEﬁer; all enthusiastic players.

affect on School Work aaa'z&aaaéiﬁ’iéjking

— \ ) -
Twelve féhiiieyf(Géi) 1nd1cated tththey could. eee

. no:'change, either improvement or deterioration, of school

Wérk'éﬁigﬁvééﬁi& be étEEiBﬁEea EB-Viaeé'ééﬁes.' Eight féﬁizf
liéé i46§5 1nd1cated 1mprovement 1n Chl dren s_school work
of skiils which, could be @ result of pllylng the games. Noﬁe

of these families reporte;'déterloratlon in academic skills

'or'achrevement. Among thosg .typicai

comr\ents were H

" no transfer.
"1 thlnk my readlng and school work are just .the “same. "
' ‘ . ’

"It doesn't make-that much dlfference in c'cl'iocl. It

won't teach you that much: Practice WIth buttons and.

joy sSticks doésh't make any dlfference In what you Iearn’"

ﬂmbhgwtﬁbée who believed the vgdeo games-ﬁad heiped
. thém in school, the COmments were frequently strong and

spec1f1c ' . - ' ' .

"They have the best. report cards they ve ever had this

last period. ';ﬁgggig know what to attribute it to, but
: , they have not changed schools; and the homewcrk rule
{ : hasn't changed’" : .

s

He judges dtstances better. now. I thlnk 1t really has

. helped him in, his reading, he is ‘doing much better. in

readlng now. W1th dyslexia, he did not enjoy readrng\

very much.

"It is helplng her with coordlnatlon. §he tends to be
awkward. and sloppy, but She's beglnnlng to keep things

:straight when she wrltns--—llnlng things up.’ . -
. o :
‘ ‘ i ~—C
; 25
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'"He ha's perceptual problcms. ertlng is dtfflcult,

and he has a. hard time concentratlﬁgaahd completlng
ct some

"a tasks: . He 1is audltorlally distra able, with some .
motor coordxnatlon difficulty. The Atari has really

I helped him." _ -

\/

1 “Iim faster in reading. I used to- go slower, but now

' I just read faster than my Qsual speed. It just seems

/ like I want to read faster,; my eyes want to go faétér.
My reflexes are beter." -

Most of the chlldreﬂ verbally reported Improvement xn
3kllls requ1red for game mastery. Parents
children's abxixty to improve their .

and develop clever

coordInatlon or 1f

§66re§, develop t”e coordination requlred,

:strategles for g'j'Lpiaiihé;- They also spoke of the, importance
o . 4

the chlld 5 seﬂ%e of self~ esteem-

1K)
It

"The Atarl .§gé§t for him. 1I've seen him go-
to do it; to being able to really

from nct be'

_ha a definite change in coordination and
ion tim She is pleased with her skllls.
' *

’7f helped with eye -hand coordination. He

s
ﬁmlng skills. He is more anfldent now,

d back ahd let,others take over the game.‘m

‘"Waybe It

\ ) has better
: doesn%t star

on the bottom llne, it has lncreased -eye hana
‘It has probably made them more knowledgeable
‘ about tée7hélbgy., I'm amazed at how quickly they under- ~
\ stand ahd/retaln 1t, how- quickly they ‘pick up patterns
It .seems _to ne it's developing
They know exactLy the seguernce and the cues:
it has to be hlttlﬂg at: c0ncentratlon.; It stimulates '
as compared to passxveiy ‘watch-

them to uke thelr braln ’ assively ‘wat
ifIt would be nice i'f thosé skitis can be carrIed

"I think,
" coordinatipn.
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One boy said: "It improvea our reflexes. I play the

flute and bell .ve me I need qulck reflexes for the 16th notes.

I usqd to be the worst one in the school orchestra, and now’ _
‘.

I'm first flutist: I thrnk the RtarI games made’ the difference.

It imprcves my-thlhklng._ MaPes me faster. I can move from

come 1n...can "look ahead w1thout 1051ng track.
"I know I have. fast eyes now, ".ﬁald pne ten year -otd gIrl’

"When it gets to the Eop_my eyes are g01ng like this. I have

‘to look all over the screen. It heips me not "to. take Foraver
on my tests. .I don't take a 1ot of time to look at.the papers,

.but can do 100 multlpllcatlon problems in about 21% mInutes*"

.- ) A mother sald my ‘oldest boy has had some problem in ‘

'v1sual sequenc1ng and the_younger one has some dysleX1a. The

;  + eye-hand motor coordination is still dIffIcuIt. The eyeftraCkiﬁg
mist be 1mprov1ng in playlng these games, because thé Bbyé can
compete with & cousxn and hold their own-: They dIdﬁ t do that’
well in the beglnnlng. )

E ‘ On strategles, many of the children and their parents s

learhed'patte s, reported momorlzlng some of the ‘mazes and
jjﬁescrlbed strateglﬁs they had developed and shared

.t

'sequences; an

with ecach other in order to increase scores. The appllcntlon_
of intuitive gédméfryrﬁas mentiohed as one deve%fglng COgnltIVe
"skill: ' '

sex . szference; ihiékills and RttItudes- _ S

Boys v1ewed themselves as belng better than girié at plé?ihé-

the games by virtue of- theIr interest and practice; not Béééﬁéé
of ihhéréht sex différéhces. The glrls belleved the games Qeré .

’desmgned for boys, Bﬁt,airls.would llke them and could be ;
;competent with them if they practlced.
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Parconts.tended to see the games as a way of breaking
down traditional sex and age stereotypes: '
"Agc/and scx are kind of w1ped out,i Ohefather sald
’"It s just a matter of practice. Girls can beat boys.
Girls are competlng at a level w1th theboys,rand the
boys don't seem to resent 1t : Brothers in this famlly
teach sisters, but not each other:' :

"My oldest aaughtér's goal 15 to get a hlgh 5C9§§'::§°

see how high she can get. I hear her raving when she'
has beaten her own score."

~ The cﬁiiaréh cammeﬁteéa

triéa harder.

"It's not for boys any more than for girls; but more

boys play its - 's for peopte.

' © 7 "I think if girfs- piay a iot they w1ll be as good as

boys. . Two of my girl frIends play a lot, and they re
very qodd’" : . v

' A single mothef with a son and two daughters §aié: "x

think that if it were just the two girls, they wouldn't .get

as loud: w#he girls and I have learned this method of competi-
"tibh, of 1nt1m1dat10n that ‘comes. WIth loud cheerinq and shoutlng.

Now we'ii do that Wth each o*her

"In a family Wlth three tcen-age daughters and no sons; but

_ boyfriends comlng to the hous e, a glrl commentedi "It just
i Scems that glrls should nét be better than 5695. Jennifér can

beat boys, sometlmes she does, it just depends on whether she

. is ih.the'mood. I see it as somethlng I can compete_ in With

boys, but I get embarrassed when I miss. I don't Nant them to

see me make a mistake:"

-
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A tweive- ycar old girl, just entering junior high found
her knowlcdgc of V1deo games Po be a social asset With_boyé.

“Iim more competitive. with giris; but Idon't féaiiy mind

about the boyé: It's fun to talk about . thlngs because mos t -

boys 11ke video-games:  When 3ou "go to schooi you have /some-

thihg to talk'about. Toaayﬂ I was. talklhg about Star Gate'

with, a- .boy = dIdn t know at lunch in the cafeterIa. ‘He was

draw1ng a pattern.and ‘we started talklng. I don't think the

games are mostly for boys, but the boys play it most. I do see
some older glrls, 9th grader° playlng, but not too_manv.. I
think they are designed for boys; but the- glrls are getting
A ihto it more. At f;rst; I don't th1nk they were really meant

for glrls.

Fantasy Whlle Playlng

the case; - but not all of the tlme. It depended upon the graphics
Gf the game.. Frequently, in the sports games, the boys imagined
they were really on a team trylng to win. Adventure aha Dohky

in the 51tuat1on. The older children reported playlng to win,

to increaser their soores, but not as a’ fantasy type experlence.

'Att%tudesgabout4WaL14¥;oleﬁceAandgyldeo—Games - D

None of the famllles 1nterV1ewed saw a relatlonshlp bétﬁééh

piaylng video-games and developing a war—ixke or_VIoient per- _:
sonality. - Admittedly, these families owned video-games and

have a vested Interest in denyxng this p0551b111ty However;

the commcnts across famllleS'were consistent in thls view:

o
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‘iﬁari'It depends on how you take It on how you play
it: I havc three boys and they don t iike to 1ose,

‘but it is not making -them: war—ilke

"I don t see 1t’ They see encugh of therslx o] clock

dowr piaylng a game and imagining that they

-.news far worse than they can ImagIne if they ate SIttIng

are shcotlng.

Nothing is hidden ‘In the. néﬁg, and kids see a ot of
that.* : : '

"No they're not war-like. They are too abstract: It's
not like shootlng peoplp "It's -jJust another game...no

blg thlng

"I haven t ‘seen- that connectlon. We don't play that

klnd of game."

.

A fathéf who is ‘a youna 1mmlgrant to thlS country sald

"My judgement is based on my own deveiopment as a LId.. When I

was a kld we played war games and thlngs llke that

a

anti-nuclear, I am opposed to what is happening in.

Guatemala and elsewhere.

But, I'm

very peaceful man;,; and I hate war: I am a passxvxat: I am.

But somehow my piayxng war games as

aikié didn't afééct my thlnhlng hbw oI thlnk games are games.

teénaqa gifi téﬁafiéai 77777

|
\
{

ant the kldS to be exposed to is what is shown

‘"I don t thInk of them -as war

.Sometlmeé

to.\ I try to think, 'Oh; if I do;thls; I m really going
ﬁ ébt“usuaiiy I acn;t'reaiiy have to tﬁink abcut :t
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Intcrest in- Cbmputers as a quult of Vidoo- Games

.Most of the famIIIes considered their v1deo game scts

..

as a step toward a computer in the famlly.f Only a few families

ifdicated plans to purchase a computer in the near future, but

they belleved the games werefstlmulatlng thelr chlldren toward

One of the famllles did purchase a computer elght months after_

purchasing the video games.

Complalnts centered around the constant noise from the

games; not the overuse of them. A few mothers and fathers said

they had the chlldren turn thc sound down or turn the machlne
offoafter llstenlng to the "blng blng blng of the gdmes fcr
a whlle. ’ A o } | , - 7 . ' 1 '
One mother said she coiuldn't let her children play the

games just before bedtime because of overstimulation. However,

-aﬁéthéf'saia'tﬁat»ié her daughter couldn't sleep she would piay

v1dco qames untII she was féiaiéa and sleepy.

Two parents complalned that their sets broke soon after

purchase _ . . -

‘belng able to play sxmuitaneonsiy.a ,' C ho‘ S

Famllles complalned frequently about the exorbltant expense

of the new cartrxdges, the advertlslng hypetof new cartrldgeb,

the exploltatlon of consumers hy both advertISIng and cost. &

commcﬁ complaint was the lack of freshness~of the games: when

they flnally became‘avallable for- the home“vxdeo sets; in . . = -

contrast to the ncw games coming out f}rst for arcadeg._
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SUMMARY OF FINDINGS ANU IMPLICATIONS

Thls research examln\d, through obsServation, interview,

and records of dally video~ game pIaying,'the impact. of home

[

\Gldeo—games on family life. The - focus was on quallty of life

as a result of the intro&ﬁctioi «f the games 1nto the home.

- The study was not de51gned as an emplrlcal experlmental stqdy

comparlng quantltatlve data on cognxtlve change, skiii‘deﬁéiooment

or prec1se sex differences 1n play. ‘These are 1mportant areas

for futiure 1nvest1gatlon.
Much of the data is based on 1nterv1ew, self~- reportlnq,
and attltudes expressed by individual family members. Oplnlons

of 1nd1v1duals were used as ev1dence of attltude. No attempt

except by comparlng the statements of one family member with that

of another.

= .

_ Records of the famlry vldeo game pIay were kept one ‘week
out of aaéh month over-a four- fonth perlod,-w1th i follow-up
intérviéwiwitﬁ each'famlLy~at the-end_of SIxX months.lehese
records provided data, often uneven, fbr,assessrng the ,amount
of" tlmc spent pIayIng VIdeo games in the fami1§£ Qho ?lé?éd

with whom, at what t1me of day, and whlch games were most
frequently pIayed. Since .families- dld not all hava the same
cartrldges ‘over_ that _time. pexlod, compar1§bnuo£_1nterest in.

individuatl games wa's not useful. The Pac-Man crazs was in £ull

_sw1nq durlng thls-study, therefore many famIIIes spent a

aigﬁfaﬁaféiaaaﬁé amount of tJme-playing that partlcular gamef

It was. obvious from interviews and records that a new game in
the family was: played with’ great frequency for a short perlod

of tlme, . Two weeks seemed to be the standard time of pr&—occupa—‘

tion with a new game.. Family play tlme 1ncreased ‘during sthis

period, and fell back to nofmal perspective following the decline

_ e e oo R - 4
of interest in the .new game. } : -

-
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The amount of time spent playing video-games in the
-families dcclined for a naJOrJty (64%) of families over the

four=month perlod.- There were a few families .which showed
an increase in game playing- In both-groups; Ehé'iﬁﬁreaée:

aﬁd the decrease of game playlng time dlffered 51gn1f1cantly_

from the mean piayxng time recorded for each group over the

four month pezlod . ‘The numbex’ of persone 1n the famlly did

not appear to affect the-amount of time the video-games were

Juseéd in the famlly. Average, and modal playing time in the

twenty famrixes was 1ess than.one hour per day; wi&ﬁ variations

dally and- weekly.’,Famllles with 51b11ngs averaged a:siightii'

hIgher daIty average (54 minutes) than famllles with an ‘only

ehlld (48 mlnutes).
Boys tended to play the games more by themselves, Whiié

s - with them. One may speculate on bo?s ‘greater 1nterest, Sefnse
of coﬁpetenc?; or satisfaction derived from building scores..
:Some glrls did play albhé, but the pattern of playlng w1th
ﬂothers:;s predominant for girls in the study. SOC1allzatlon
éxpériéhCéé, aéaﬁéii as_différehpés in skiii and ;nterestp=may.
§faviaé'§a explanation. _” B ' : ‘ ','; -
| Mothers played video- games lc.is thahcfher'famii§ mehbéfs; .

. 5
Qith a few mothors reportlng never. haV1nq playﬂd the _games..

Working wothers, as most but not: aii of these wero: are busy
people with iittle tiﬁé for entertalnment or‘eVen.faﬁiiy“
recreation at ﬁome: A more b3§§ﬁé§i6é'é§§iéﬂéti66 for 'the
minimal part1c1pat10n of mothera in the games may be tradltlonal

sex stereotyplc att:tudes t6w1rd technoiogY, fast- paced

ompetltlon, and male “oriented gama themes.~ Some women preferred

.

Pac-Man, Super Breakout, ahd tennis Wthh are ‘not clearly combat

o
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games. Other research has

passxng fancy in homellfe.

shown girls and women to perfnrm

iess well on tests of spétiai pérééétiéﬁ éﬁd motor éérféfﬁéﬁéé;

Frustrated then fascinated by the challeﬁges of the gémés.}'_ -
In all families a change in family InteractIon was ro-

ported in a p051t1ve dlrectlon. The games brought famllley
VAN

together in new 1nteractxve patterns, at least £ or a period of

o o s

time. This was valued by adults and chlldren alike.
Even in famxixes where no effeét on schooiwork was noted,"“

""""" of eye—hand coordlnatlon'

.~

77777777 and the cooperative spirit surroundlng the games

‘games together,
_whlch had freshly emerged within the famrly.

The games couid

be played by chlldren of both sexes,,iﬁ iﬁtéractlon with adults
with each famlly member experxeﬂéiﬁé success at some level and
with outcomes 1ﬁdepéhdéﬁt of Sex and age. Instead of. isolation

s _

of ch11dren w1th tHese qames, fam111e§ Eéﬁé toééther to §fé§.

qames feii Into perspectIve 1th other aspects of famll" llfe.

The lnterest in home V1deo games, in 1tself,
The 1nterest in tne games, thlblted

may be a

However, Interest

1nd1v1dual chlldren; sex and age dlfferences, the development

'of cognitive, pegrceptual and motor_gkxiis, and tho effects on
_ - 3 ; . b

B hH
kA . < : N
. . ; .
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social attitudes all need to be explored: The v:deo céﬁfuter—
- N .
game ihdu%try needs to be 1nformed and 1nfluenced by research \\

results thch indicate posxtxve and negative. effects of their

groduéts on SOClety.' The consumer needs a voice in shaglng_

these materIais.

-

Hlstorlcally, gaﬁeé,'tcyé} and entertalnment have reflected
the values of the. *ulture in whlch they are found. They have
also reflected ‘the changlng fechhblogy of ‘a soc1ety. video-
games are not dlfferent in that respect -Technology.haé_

" invaded the fam113 1nra permanent way . Thisstuay.sugqesée

that it-1s not 1n1erently bad; that familieé ﬁay be tiﬁstéa to

of the games. Amerlcan famllles at pr6§éht can react to the

quaiity of VIdeo game products on the market oniy by exerCIsIng

purcha51ng veto power. However, 1t is- 90551ble that additional

étﬁaies,gf chIidren and famxlles us:ng VIdeO games both in and :

cutside the home, may. prOV1de some control and’ guldance for

iproduct EEVeléﬁﬁent as well as accurate}xnformatlon_for adults

in evaluating the potential health and hazards of video-dame - ———

playing.
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REI"ERH\’!GE NOTES

1.

e

a sample of press. reports in 1982: “Surgeon Gerieral Sees Dénger im
Video Canes" New York Times. Nov. 9, 1982; "what Video Games are

Doing to Kids" San Francisco ChromcleT Tues. Aug. 3, 1982; Chadwick,
Brice. "The Furor Over Video Games" San Francisco Chronicle. Wed:,
June 30, 1982; Skow, John. “Games that quy People'®# Time, January 18,
1982; Urschel, Joe. “"Pac-Man Fever: .The Temperature's Rising” Kansas
City Star. -‘Thurs. March 4, 1982; "A Positive Report on Video Games"

San Francisco Chronicle. April 5, 1982 Nulty, P. "Why the Craze Won't
Ql.llt" Fortune : November 15, 1982

controver51es over arcades 1llustrated by news items: Ne]:son, Mark.

- "Video Mania: The Teens I_Uve It, Pdrents Hate It" . Peninsula Times

‘Tribune.. Dec. 28, 1981;- Geist, William E: "The Battle for America's |

Youth: Iong Island Mother Takes on- Video-Games" ~The New York Times .
. January 5, 1982; “Amusement Arcades Creating National Controversy"

mqwmneLOakland ‘Ca. May 6, 1982; Shoecraft, Don; "Video Arcades

- Come in for Lumps" Sagiragc;scoirogress March 7; 1982; "High Court

Rulmg on KldS Vldeo Game Pq.ghts" San._ Irﬁ':anmsco chronicie: . f‘ebruary 15;

’ 1982

reports on medical StUdlES' . "Doctor SOUI'IdS Heart Warning on Vldeo—

Games” San Francisco Chronicle . April 9; 1982; Good Erica. "Wwhen;.

- Video Games Can Help Out” San Francisco Chronicle. February 15, 1982; -

Schement, Jorge, Reina. "Vldeo Games May Give Trammg for Informatlon

' _Soc1ety" Oakland Tribune . April 9, 1982.

lone, Thomas W. What Makes Things Fun to. ]'.earn" A-Study of Intrinsi-
1ly Motivating Computer Games. Xerox. Palo Alto Research Center. :
Palo Alto, California. &August, 1980. .










