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Outline
Entertainment is ambiguous
Talking about games
Positive aspects of games

Games and learning / science
education
Games and health 
Online games are social 

Violent video games
Experiments on violent video games
Publication bias 
Aggressive play is not aggressive
behavior

Concerning ratings



Talking about video games

addiction, obsession or passion?

violence and ‘violence’



Positive aspects of games

Games and Learning  
Food Force – 4 million players
Science and games

Games and Health 
Video games used in health care 
Re-Mission
http://www.remission.net/site/game/

http://www.remission.net/site/game/


A brain-computer 
interface may help 
children increase 
attention span



‘Young people's everyday uses of computer games or the 
internet involve a whole range of informal learning 
processes….Children learn to use these media largely 
through trial and error - through exploration, 
experimentation and play; and collaboration with others -
both in face-to-face and virtual forms…Playing a computer 
game involves an extensive series of cognitive activities: 
remembering, hypothesis testing, predicting and strategic 
planning. While game players are often deeply immersed in 
the virtual world of the game, dialogue and exchange with 
others is crucial. And game playing is also a 'multi-literate' 
activity: it often involves interpreting complex three-
dimensional visual environments, reading both on-screen 
and off-screen texts (such as games magazines and 
websites) and processing auditory information. In the 
world of computer games, success ultimately derives from 
the disciplined and committed acquisition of skills and 
knowledge’. -- David Buckingham, 2009



Violent video games

Laboratory Experiments 

Aggressive play is not aggressive
behavior

People are not playing in an experiment

Publication bias 



Measures of aggression used in laboratory 
experiments

Aggressive play and aggressive behavior 
Hitting a bobo doll (Schutte et al. 1988)
Interpretations of ambiguous stories (Kirsh 1998)
Listing aggressive thoughts and feelings (Calvert & Tan

1994)
Withholding money from another (Winkel et al. 1987)
‘Killing’ characters in a video game (Anderson & Morrow 

1995)
Word recognition (Anderson & Dill 2000)
White noise blasts (Carnegie & Anderson 2005)



On ratings

Games are becoming more portable and 
changeable (through user-generated 
content).  It is important not only to 
heighten awareness of existing rating 
systems, but to help children learn to 
make the best media choices for 
themselves. 
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