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July 22, 1998 
SPECIAL ATTJENTION: Video game violence/arcades 

Lieberman, Senator Kohl of Wisconsm, Industry Leaders 
Unveil New Plan to Protect Kids From Violent Video 

Games in Amusement Arcades 
"Coin-operated^ame^makers, as part of ike code of conduci they have adopted, have agreed to take 

st^s to reduce dteamouia of violewem the ruw games they produce. This is a remarkable 
eommtment, and sets a high standard that we hope the designers of cartridge and PC games wiU foUow." 

Washington, DC - Coatmalne tbe saccessnil campaign to ralsa awareness abont video game 
violence and to persuade game-makers to cat down on tte kUSngs, Sen. Joe liebennan - along nltb Senator Herb 
Kolii (D) of Wisconsin, video game-makers, and anmsement arcade indnstiy leadeis - tUs moming nnveiled a 
eompreliensive, self-enforced anti-violence program designed to protect Uds from violent video games. 

In tlie wake of tba recent outburst of scliool shootings, many people are fc>MTig a closer look at 
Tiolent video games and the luumfni inflnence tliey nay liave on yoong players. Ibich of tbe attention has 
fallen on the noiid of arcades, iriieie many cblldcen have easy access to gore-flUed sbootliis games. The 
concem is so seiioos in some places tbat elected officials are drafting laws to regulate arcades and even ban 
the worst games. 

Over tbe past few months, lieberman and Kobl bave been woiUng closely with tbe arcade indnstiy 
to craft the plan nnvelied ben tUs mondog. Tbe plan Incbides a Coin-Operated Video tome Parental Advisory 
System and color-coded content advisory stidceis. 

The foUoiving is the prq>ared text of lieberman's remailss: 

Wc arc licpc Xoi t t j to t«lli «l>out -^lat Senator Kokl auJ I coaa'iivi a. wzy pocilive Je-relopmcnt in tke campaigfn we 
^gainMi <lic kATmful slicci^ o{ v i ^ o ^amc violence. 

since wc facia our first kcarin^ on tlii« isrue nearly five yt^zt a ^ , we ta-ve m»Jc some significant pzogiax. A t our 
nr^in^, tLc top g|amc-makcrs a|^rcc<l to create a rating STstam t L i t toiLiT- in Lclpla^ parents acioss tke eounlry make 

ecjr^ond olioixi wLat i^ame^ tp ^ixy for tiieir clulciren. We also stxcceedeil oo a t roa jez level i n I>eginning to 
funis pul,li<; attention on tlie i^offext (liat cxceisively violent ^ames can pose to yonn^ players. 

Bu t one particular place wkere we Lave fallen ikor t i% tke worM of coin-opczateJ games. Walk into tke avcr.^ffc .^rcvle 

[more] 
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totUy, and j o u wi l l sec m i t n j teens and younffcr bids kuddlcd around tke most popular ki l l injj mackines of die 

(oomcnt. No warnings, no ratin^£ to di«tin^uiiil> tke ^ore from tke good. A n d most likely no poiiciei: to prevent tke 

youn^eft and mo^t imapreMionakle kidf froni playing tke ((riAlicst and most grotesque games. 

Today, we are pleaded ta announee, tkis situation \ i akout to ckangc. T k e leaders of tke eoin-uperated indnst iy kave 

adopted a kroad*kased. voluntary anti*violentie program tkat wil l ckange tke face of tke games we See in ar^^ades, if not 

tkcir content. T k e game-makars kaVe Crafted a new industxy<wide rating System, and tkcy k«vc already started 

working tkose w a m i n g lakels into tke artwork on eack new madkinc tkey arc relcasing-

W i t k t k i s new rating 8 y s t « m at tkeix disposal, tke arcade OMmers kave begun to test a i sngc of different metkods for 

l imit ing young ckildrcn's access to tke most violent games, muck as movie tkeaters do wjtk R-ratcd movies. T k i s 18 A 

eriljcia] csomponent, ke<:ause tke reality is tkat parent* generally do not accompany tkeir kids to arcades, and witkout 

come kind of access policy, tkcsc ratings may amount to little more tliAa maykem ma^ncLti for tictr. 

Perkaps znofl imporiazit, tli« c;ciin*apeT«te(l ^an7e>inalccT<, a|t part tkc CO<lc of conduct tkoy Lave Adoptecl, K A V C 

a^reeJ io Lake (an^xkie tftep^ la reJuc^e ike amounl ojf violence in tkc new ^amctf tkey 

conuzutmeiii, a a J tfctM a ki^k tfianJanl tkat wc kope ike dcvx^ncxf of caitrul^e an<l P C ^ametf wiU foUow. 

In a few moments, tke president of tke American Amusement Mackine Association, Mikc Rudo'wicz, wi l l explain tkis 

UvW program in more detail. B u t kefore ke does, I Want to ikank tke A A M A and tke otker groups represen led here 

today for responding to tke concerns we kave voiced and for working witk us to kelp parents keep tkeir kids safe from 

karm, 

T k e plan tkey are unveiling today is not flawless, and We will continue to pusk and prod tkc industry to improve it, 

particularly in terms of tke access policies tkey are exploring. NcvcrtkelcsS, tkis initiative is a kreaktkrougk, and tkc 

puklxC skould know akout it. We kope tkis morning's a imonnccmcnt wi l l kelp to educate parents akout Ulis new 

initiative aod ultimately akout tke need to pay attention to w k a l kind of games tkcir cliildren are playing. 

T k c unfortunate rcakty is tkat many parents are not fulfiUing ikeir responsikilitics as gatekeepers, some out ij^norance 

of tke tk real tkctfc âlDa<̂ d po«e to vomc ffixnply Out o£ ixuliffcreixtfe. So an importaiit part of Our me^tegfe 

is to reiterttte to parents tkn katmfo l effe<^ video game violence can kave On tkeir kids and to remind t k c m tk<it 

tkis plan to rate gameri a n J make «cCa<letf M.fer won't ke very effective if tkey^ do aot get invalveJ. 

1 suspect tk^t tke recent outkiutft of tfckool <kooling< \ym^ caused many paxents to take greaier notice of tkis proklem 

and tke wkole issue of media violence. Tkere kas keen a numker of reports in tke national media indi<:ating tkat tkc 

accused young killers i n places like Joneskoro, Arkansas and Springfield, Oregon skared a common okscssion witk 

violent pop culture, including video games, and tkis. in t u m kas raised some legitimate questions akout tkc role tkc 

' entertainment media may kave played in tkese tragedies. 

Senator S a m Brownkack and I recently keld a diitcussion forum to ask some of ikeSe questions to kelp nS understand 

tkis new national aigktmare, .ind tke experts we assemkled a l l cited tke grapkic and stimulating images of violence 

inundating our kids today as a Diajoi contrikuting factor in tkese skootings and tke overall rise in juvenile gun 

violence, i n partictdar, Noztkeastem's James Fox , one of tke nation's foremost autkoritics on youtk crime, suggested 

tkat murderous video games, more tkan tel evision and movies, may do tke most karm in desensitizing cki ldren to tkc 

consequences of violence. 

I a m not kere to klame video games or tke media xn general for tkc sckool skootings. B u t 1 do fee! strongly tkat tkc 

culture of violence enveloping our ckildren is kaving a tenrikle effect, particularly on America's most vulneraklc -

ckildren. 

T k a t '\f wky today, wkile applauding tke responsikility tke arcade industry kaS demonstrated. I also want to appeal 

again tn tkc c.\rtridg« and P C g a m « - m a k e r « . F u r tke most part tkey make wonderfully Lnvoniivc and Constructive 

productf. B u t I A*k tkom again to take a kard look a i conic of tkc WOrtft tftu/f ikvy aro marketing to kids, to consider 

tke devastating impact tkcy caa kave on tkose wko play and tkose witk wkom tkey live, and to slop making violent 

games tkat violate our values and put our at risk. 

- 30 -
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AAMA AND MEMBER COMPANIES B R I E F U.S. SENATE 
ON SUCCESSFUL IMPLEMENTATION OF T H E 

COIN-OPERATED VIDEO GAME PARENTAL ADVISORY S Y S T E M 

The American Amusement Machine Association (AAMA) today briefed U.S. Senators Herb 
Kohl (D-WI) and Joseph Lieberman (D-CT) in Washington, D.C, regarding the ongoing 
implementation ofthe Coin-Operated Video Game Parental Advisory System ("System"). 

Mike Rudowicz, AAMA President and the President of Konami Amusement of America, 
Inc., stated, "We are pleased to report thai our industry has engaged in an unprecedented, 
collaborative effort to develop and implement the Coin-Operatea Video Game Parental Advisory 
System. This user-fiiendly System allows parents to quickly ascertain the content of coin-operated 
video games in order to assist their children in making game-play decisions. As parents and 
responsible members ofthe business community, we share many ofthe concems that Senators Kohl 
and Lieberman have expressed about the levels of violence in a limited number of coin-operated 
video games. That is why we appreciate this opportunity to share with them and the public the 
success of our initial implementation efforts." 

The System relies on a color-coded, "traffic light" approach through which even young 
children are able, following instructions from their parent(s), to make responsible game-playing 
decisions. At the core of this System, all new coin-operated video games will carry a Parental 
Advisory Disclosure Message informing consumers about the content of the game in either the 
artwork ofthe game or in a color-coded sticker affixed to the game header consistent with industry 
standards. Older games that are already on the market will receive — with the cooperation of the 
owners and operators of such games — color-coded slickers with the appropriate Disclosure 
Message(s). 

As part of the System, AAMA and its parmers in this effort, the Amusement and Music 
Operators Association, the Intemational Association of Amusement Parks and Attractions, and the 
Intemational Association of Family Entertainment Centers, have also agreed to a landmark, industry­
wide Code of Conduct that will help raise awareness of and compliance with the new System. 

OVER 

450 East Higgins Road, Suite 201 • Elk Grove. Illinois 60007-1417 • (847)290-9088 • Fax (847) 290-9121 
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NEWS R E L E A S E 
For Immediate Release 

1998 Video and Computer Game Report Card Issued 
NaUoruU tnstituie on Media and the Family finds tmst parents unaware of idtra-violent games, 

points to growing evidence "kiU-pr-fUn murder sirmitaiions " are marketed to children 

(Minneapolis) — Deoember 1,1998 — Manufacturers of video computer games ajre 
roarfcenng 'Mature" gam«$ to younger childicn and teens with the message "Murder is fun," 
according to the 799^ Video am Computer Game Report Card issued loday by the National 
Institute on Media and the Family. 

Most parents do not know what many of ibeir childien's games contain, according to the fourth 
annual Video and Computer Game Report Card, and mosi do not use the rating systems thai 
aje available. David Walsh, Ph,D.. president of the National Institute on Media and the Family 
and author of the report, cx(3lain« mosi parents are noc ade^ ai the game technology and 
therefore do not pay as much attention to it as neocessary. 

'The fact thai they are called 'games' probaWy leads some parents to believe diere is no need 
for supervision," said Walsh. "Although most of the products on the market can legitimately 
be called *games,* some of the ulira-vidleni games might be more accurately called 'kiU-for-fun 
murder simulations' and are inappropriate for children.*" 

As video, computer and Intemet games bec(»ne increasingly popular wilh childien, concern 
about children's access to games featuring violence, sex and other adult themes is rising. The 
1998 Video artd CompiOer Game Report Card is released in cooperadcxi wiih Senators Joe 
Lieberman and Herb Kohl lo coincide wilh the start of the busy holiday shopping season. 

Since there has been a tremendous growth spun in the on-line gaming market, the 1998 Video 
and Computer Came Rnfort Card expanded its study to cover Internet game sites. In the new 
gaming umvcrse for childncn and leenageis, panicipants can either download cr purdiase 
software ihai enables ihem to play games with other players on the Internet, New technologies 
guarantee that game players will experience these game environments witfi increasingly greater 
'Yeai w<xldi" interaction. 

To ccmpiic the 1998 Report Card the National Institute on Media and the Family conducied a 
telephone survey of SZ9 panmts from all socio-economic groups, representing 46 states. Staf f 
visited arcades in Minnesota, Louisiana, Califomia and New York, as weU as a sample of on­
line demonstration gaming sites. Panels of six trained media raters each viewed i^piesentative 
samjdes from more than SO popular electronic games. The ratings are published in the l ^ S 
National Insdcme on Media and the Family's Parent Guitk to Electronic Games. Although this 
was not a scieodfic study, Dr. Walsh said he hopes the results will provide valtiable 
infomiation for all concemed with ihe welfare of children. 

-more-

(506 24tK AVENUE SOUTH, SUITE 606, MINNEAPOUS, M N 55454 

TrJtfJttme: 612.672.5437 AK. 612.(,72.4) 13 Wtkiif: www.mediaandthcfamil/.erg 
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Significant Hndings: 

• 69% of families with children own or rent electronic games. 
Kids who play games do so an average of 7 hours per week. 
Only 40% <X parents r^ort they routinely look at industry ratings befcve buying ot renting 
a game. In a separate study of 96 sixth graders only 29% report their parents check the 
ratings. 
Multif̂ e studies consistently show that middle- and junior-high school age boys gravitate to 
violent games. 
Only 11% of retail and rental stores make any speciai efforts to educate the public about the 
rating system. 
43% of retail and rental stogre personnd do noi understand the rating system themselves. 
Only 29% of retail and retnal stores educate employees about the radng system. 
Only 21 % ̂  retail and rental stores have any pĉ icies prohibiting the sale or rental of'T'' 
games to children younger than 13, or ''M*' games to those younger than 17. 
Less than 5% of parous have heard of Dukc.̂ ukcm. a "Mature" game. More than 80% of 
a sample of junior high school students r̂ xsrted they are familiar with the game. 
Popular nitering software cxUy blocks access to 25% of game sites that provide demos of 
*Tvl" rated, games, 

* None of the Internet demo sites for "M*' rated games sampled displayed a rating or warning 
on the screen. 

• There is evidence that some pioducers of video, computer and Intemet games are targebng 
their marketing to youngsters under 17 years old. 

Fmal Grades: 

Grade for percentage of games rated by video and computer game industiy A 
Accuracy of industry raungs B 
Ratings displayed by retail stotes A 
Ratings enforcement by retail stores D 
Ratings displayed fay rental stcses B 
Ratings enforcemenl by rental stores D 
Ratings education by lental stores C-
Ratings development: by arcade industry A 
Implementation of ratings by arcade industry Incomplete 
Game demo sites ratings F 
On-line game site ratings F 
Filtering software elTectivetiess D-

"While most games on the market this year are appropriate for diildren. our concem is about a 
substantial core group of games itiat feature ultra-violent themes, sexual themes and crude 
language." said Dr walsh. "Our research shows that most parents are unaware of these games 
and their content. Unfortunately, this group of games is veiy popular with children and 
teenagws. Their popularity is fueled by the growing evidence that these 'kiU-for-fun murder 
simulations' are marketed to children despite a "Mature" industry rating. As parents and caring 
adults, let's not let some of the video and computer game manufacmrers get away now with 
what dte tobacco industry got away with for decades." 

For a comĵ ece summary of the 1998 Video and Computer Came Report Card and the Parent 
Guide to Eleciromc Games, visit the National Instimte on Media and the Family's Web site: 
www.mediafamily.org. 

tf 



PPR 22 '99 11:45 FR SENRTQR LIEBERMRN-DC 2022249750 IU y45bY4Jl 

N W 
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Statement of Senator Joe Lieberman 
Video Game Report Card Press Conference 

We are here today, in what has become a holiday season tradition, to telease our Fourth 
Annual Video and Computer Game Record Card and Holiday Shopping Guide 

This project grew out ofthe hearings that Senator Kohl and I held in 1993 and 1994 to 
examine the threat video game violence poses to children. Once the hearings ended we wanted 
to continue raismg public awareness about this issue, and we decided as a result to produce a 

f o T g ^ L b u j ^ i J " ^ ^ " ^ ^""^'^^ shopping rush, the peak time 

a few minutes. Dr. David Walsh, the director ofthe Nationallnstitute on Media and 
the Family, our partner m this project, will present the detailed findings of our 1998 suivey 
â ong with a gmde to the season's hottest games. Before he does, I want to take a moment to 
thank Dr. Walsh for his ongomg cooperation and commitment to this project, which has evolved 
into quite an undertaking, thanks to the rapid growth ofthe game industiy 

.nut r v ^ ^ i - r ^rf" ^ T f ' i . ^ T i ^ ' y ' ^ ' ' " ^ " ^ y ^ ^ ^ ^ i " ' ^ ^ ^ has developed a split personality. It is a Jekyll-and-Hyde stoiy for the Infonnation Age 
cnnt.;n ^i^l! ""f ^ family-friendly side, and there is much to like it about it. Most games 
contain little if any violence, and those that do are clearly mted. Many games are not only 
innocuous but strikingly inventive, not to mention highly entertaining. And research is showing 
^ I C h T ''"'^ improve children's inductive reasoning and problem-solving skills and 
sharpen their sense of spatial relations. 

But move away from the mainstream, and you'll find a different, more sinister face 
O ver the last few years, we have seen the rise of a small but significant core of ultra-violent 

d i r a ^ ^ K i l l ] i l L T . ^ ^ ^ - ^ ^ ' ^ reward death a^ 
ofXIfgaifes n?w " ''̂ ^ ' " ' ' ^ " ^ ^^^^^ - ^« 

But don't take our word for it. Just read what the makere of these games are saving in 

? o r S " S e D i " ^^"^ ' " ' ^ ^ ' ^ - ad forXc;'s 
2 1 ! ^ " H S Z Massacre." reads the bloody headline for Interplay's Z)/e6>. 
the Sword. Happmess is a warm cranium," promises an ad for Sony's Cardiru^l Syn. 

— More — 



almost d l ' ^ « 7 " ^ ^ f ? I ^ ^ ~ r r i • " ' " - ™ ' " « ^hioh are 

^ ^ ' ^ ^ ' ' ' ' ^ ^ ^ ^ '̂̂ "̂ e game-makers are targetL their maricetino nf 

froubkd ̂  ' T ^ ^ ^ ^ ^ ^"^^^'°"' we do know e n o u X t o T r 
S e r t r i v / D ^ S " ^ Z ^ " " ^ " ^ a letter to^he 

thor^u^ly f n f e S g t ^ n ^ ^ r " - 1 f ' " " ' ^ ^ ^^ '̂̂ '̂ ^ P"^"^^-' ^ '^"g 
with H S A ' S o ^ T i l " T " ' "^^"'^"^ P'̂ "̂'"'̂ ^̂ ' ^ the compliance 

We r e ^ . f n r i m r ^ S^'^'''^ ^" ' ' ^^^ ^^^^^^^ 8-^^^ children. 
way to dispute t h e ^ S M f "P^"'"'' ' ' ' ' ' '"'^^^^'^ '^^^^^ ^^^^ ^one out of their 
way to dispute the idea that game violence can be harmful, and to make clear that thev feel Jt i . 
he parents' responsibility, not theirs, to draw lines. On th; latter cZnt t^el^dus ' h'ŝ ^̂ ^̂  

r ^ l l ' " % l ' ' ^ S '"^^""'"^ "^^y P̂ '̂̂ ^̂  doing a very good ob onThe 
a n r n ~ t r ; : m?ket T '̂̂ ^ r '"^^^ e/ucate^4ntsibout g^e violence 

we h a v e ^ l ' ^ f l e f / l ' ' ' ' ' game-makers ftx,m their larger responsibilities. The fact is 

thLe g L T ^ t ^ ^ ^ ^ '"^V"^ - P ^ ^ ^ exposure to 

parents Hke^on l S ! ! ^ f A , ^ ̂ ' ^ u ^ ' " ^ ^^^'^'^^ ^^"^ ̂ ê statements of 
Zpopu^^^^^^^ convinced that his son. an avid game, was emulating 

s^^ las tyear^^^^^^^ 

school ^ h o ^ ^ ^ t ^ r Z ^ ' " " ^ ' ' • r ^ ' ^ ' Gl^be, is one of several recent 
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1998 VIDEO AND COMPUTER GAME REPORT CARD 

David Walsh, Ph.D. 
Presidem, Naiional Institute on Media and the Family 
December 1, 1998 ^ 

Introduction 

V^fii^fj^^S ^TP"^'' "̂̂ "̂  ^P^^ ̂ <̂ rd is pixxluced by the 
Nahonâ  Institute on Media and the Family, an indepe^nrnon partisan 
t r S S ? " " ' A " ^ ' ^ ' ô ganizatioa The Institute?SsSio?StSSiize 
^ benefits and minimize the harm mass media has on chilcten i r S ^ 
research and educaUoa The report gives a "snap-shot-'\Tew^ft£^K^ 
game scene as well as parent-gii^ evaluSTof Ji^e of tĥ  m ^ ^ 

SifdSS helps parents make better, morl informed c h ™ forli J ? ^ 

Executive Summary 

The majority of games on the maricet again this year are appropriate for 

howtvS s S i t ' a ' s ^ S i n " " " ' " ^.^^^"^ bette^ -̂rrconS^n. 

S n ^ " ̂  '̂ ^"^ crude language. Although 
c l̂cd games," a more appropriate description for this gilup woidd b̂  "Si 
for-fun miirder simulations." Our research shows that S W n i s 
unaware of these games and their contenL UnfortunLTy i i^SSo^f 
fwh^S.i't!?'^?"^'"^'*"'^'^'-^^'^ ^^r'fS^uKisfueled by the fact tfiat tfiere is growing evidence that Siese "kill-fOT-fun murder 
m̂û aaons" are marketed andlold to children despitfa "Mat 'S i^ ' i^ 

Background 

Each year at ttiis time the National InsUtute on Media and the Family issues its 

J ^ ^ senators have been leaders in working 

^ ^^'^ ^ ^ ^ ^ 

The video and computer game industry has seen tremendous growth in sale.s 
and populanty since its birth 26 yeare ago with the gamepSf Ne^ 
emerging technologies guarantee that g4ie playe« ̂  eSenceXese âme 
enviromnents with increasingly greater"t̂  w^d" in e S S S t e S 

so popular with children, concern about c h i l d S ^ S tTeaS^ 

pSSnTS;^l^'lf" "'"^^ ^ iXm^T ^Z^ A 1 ^^f^y 1^^- In response. Senators Ueberman and Knhl 
the itviustry to establish a voluntas, tating syst<S w S U * i ,n 
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The first video game report card was issued in 1995 to assess compliance 
with the raung system. The report card generated so much interest that its 
release has become an annual event timed to coincide with the start of the busv 
holiday shopping season. The focus of die report card evolves as issues of ' 
importance to parents change. 

H7tv an Annual Report Card? 

• Video and computer games are among children's most-asked-for gifts 
dunng the holiday shopping season. 

• Video and computer games are veiy popular witti children. Research 
done by the Nahonal lnstimte on Media and die Family shows ttiat 69% of 
parents report ttieir children own or rent games. The highest percentage is 
among children ages 8-12. =-

• In ttie same National Instimte on Media and the Family study 46% of 
parents reported they tiiink electronic games have a great influence on ttieir 
children. An additional 34% ttiink tiie games have a moderate influence. 

' i ^ i ^ "̂ ^̂  P 7̂ eames now do so an average of 7 hours per week. 
That s tfie equivalent of more than a full day of school per week. 

• A 1996 smdy of 4tti ttirough 8tti graders found tfiat almost 50% of their 
favonte games featured violence. 

• Emerging game technologies guarantee tfiat players will experience tfiese 
game envu-onments witfi increasingly greater "real worid" interaaions. 

i r . f r T "T^'^^y "f^ by children and since parents are concerned 
atxjut ttie effects, ttus annual report card is meant to provide helpful 
mloimation to parents so tiiey can make informed purchasing and rental 

Areas Covered in tli^ 1998 Report Card 

• Industry ratings 
• Retail stores 
• Rental stores 
• Ratings education 
• Arcades 
• Parent Guide to Electronic Games 

In addition, tfie 1998 report card expands its evaluation to cover die 
loU owing: 

• Intemet game sites 
• On-line gaming 
• Marketing techniques 
• Parental supervision 
• Review of research on the effects of violent video games 
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Haw the 1998 Report CnrH Research Wns Condurteri 

Results 

The National Instimte on Media and tiie Family; 
• conducted a phone sun'ey of 529 parents from all socio-economic groups 

represenung 46 states; l̂uups,, 

- visited arcades in Minnesota, Louisiana, California, and New York; 
• conducted a telephone survey of 28 retail and rental stores across tfi'e 

countiy {botti cham and independent stores were included); 
• viewed (panels of six trained media raters each) representative samples 

1 ^ M*̂ ®̂ ^ 50 popular electronic games (tfiis forms ttie basis for tfie 
1998 National Institute on Media and die Family's Parent Guide to 
Electronic Games); and 

• visited a sample of Intemet demonstiation gaming sites and on-line 
gaming sites. 

The National Institute on Media and tfie Family received good cooperation 
not'? f?'^!;'/''^?• *® i"^"'^ association. Altiiough tfiis is a 
not a scientific study, tfie results will provide valuable infomiati(S for all 
concemed witti tiie welfare of children. 

INDUSTRY RATINGS 

Virtually all computer and video games carried ratings on tfie boxes. 

Grade for percentage of games rated ^ 

The National Instihite on Media and tfie Family conducted a study in 
which panels of six tiained media raters viewed 90 video games and 
evaluated tfiem using tt»e KidScore rating system. The KidScore ratines 

" ̂ " P ^ ^ ^ Entertainment Software Rating Board's ̂  
(ESRB) ratings In general, ttiere was a fair amount of agreemenL In 
fact, our raters found ttie ESRB rating system more accurate ttian eittier 
«!ftK"«T °r S'̂ ScJ^S "̂ "̂S systems. Our ratere were in total agreement 
of l ^ v °^H*^ ^ 1 . " ^ ' ' "^^^'^ ^ « g s . and o^y 40% 
of ttie TV ratings. When ttiere was disagreement with tiie ESRB ratines 
It was most likely to be in tfie ratings for ttie younger children Fbr ' 
f i ^ P ' the mdusuy ^ves tfie game NFL Blitz an "E" rating (Everyone 
appropnate for ages 64-) while our raters Uiought parents of 1̂ 12 year- ' 
olds should exert caution because of tiie encouragement of unfair play. 

Grade for accuracy of ratings 3 

RETAIL STORES 

Virtually all tiie games carried in surveyed stores bear tiie rating icon. 

Grade for ratings displayed ^ 
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,21? °f Stores surveyed enforced policies prohibiting tfic sale 
? i "ffiPJl'x^P^P"^^ 5̂"̂  13+) 8^«s to children younger ttian 
th^ 17 appropriate forages 17+) games to tfiose younger 

Grade for ratings enforcement 

RPNTAL STORES 
Many rental stores put tiie games into their own individual outer cases 
Only 60% of ttiose surveyed displayed ttie rating on die outside of ttie 

Grade for ratings displayed g 

Only 9% of Stores surveyed enforced policies prohibiting die rental of "T" 
games to children younger ttian 13. or "M" games to tticL younger tfian 

Grade for ratings enforcement p 

RATINGS EDUCAUON 
Oily 11% of retail or rental stores surveyed made any special efforts to 
educate tfie public about tfie ESRB rating system. The SOTCS that did 
distnbuted pamphlets or displayed posters. 

43% of retail and rental store employees surveyed did not underetand the 
^ g system themselves. This is probably explained by the fact ttiat only 
29% of ttiese stores educate their employees about tfie ratings. 

Grade for ratings education Q. 

ARCADE INDUSTRY 
On September 1 1998, a coalition of arcade tiade associations announced 
the completion of a rating system which tfiey would begin to implement 
This was m keeping witfi a commitinent ttiey had made earlier to Senatore 
Kohl and Liebennan. Altfiough tiiere are arcade-machine locations ttiat 
fall outside ttie membership of ttiese associations, ttiis is seen as a major 
step forward. J 

Grade for ratings development 

^f^^ surveyed displayed tiie new rating system. We 
as^e ttiat tfie unplementauon efforts will bear more positive results in 

Grade for implementation Incomplete 
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INTERNET GAMING SAFETY 

I ^ S r i l w l""' - '̂̂  '̂"̂  so much gitDwtii in 
Intemet gaming. Ino-easingly producers and distfibutore offir game 
samples tfiatcan be downloaded and played by youngsters. Thire has 
also been a tremendous amoum of growtfi in tfie on-lme gamine mariceL 
where participants eittier download̂ r pm-chase software?tabling tfTern 
to play tfie game witfi otfier playere on ttie Intemet ^ 

The Entertainment Software Rating Board has developed a standardized 
rating system for all interactive entertainment softwar̂ , called ttie ESRBI 
(Entertainment Software Rating Board Interactive) ratines. Its 
information specifically identifies game sites as appropriate for ttiis 
interactive rating system. ^ w îuruus 

None of ttie game demonstration sites examined by ttie staff of ttie 
National Instihite on Media and ttie Family carried ttie ESRBI ratings. 

Game demo sites ratings p 

same sites examined carried tfie ESRBI ratings One 
site did display a waming tiiat it was an adult site. "^""gs. Kmc 

On-line gaming site ratings p 

I^Sr '?L^i i^*^? . ° i i^^? °" P^"y tben visited tfie 
W^!f;i?i?^^f ̂  CyberP̂ Uol. a top-rated Intemet software filter. 
Apparently the site managers are not working with ttie filtering 

wS blS^ """̂  '̂ '̂ "^ ^ ' 
Filtering software effectiveness 

PARENTAL SUPERVISION 
Cleariy. parents have a primary responsibility in supen̂ ising tfieir 

J ' Pi^^"!- "̂ completing tfie 799« Video and Computer 
? ^ ^6:^.^ discovered tfut most parents do not know Se 
^SSS tSlr*^'' ^ ^ ' I r ^.^^^' "̂ additioiTmost do not use tfie rating 
systern that is available. The probable reason for tfiis is the fact ttiat most 

?̂ P̂' ̂ "̂"r technology and ttierefore do not^y 
mu^ attention to iL The fact ttiat these products are called "game? 
m'^S^hftf^;" ̂  '̂ "̂ ^̂ 'Jbere is no need for supe^isil^ Altiiough 
most of tfie products on tfie maricet can legitimately belled "same.r''ill 
smd group of "ultia-violent" games might be more a L S l y S " l S l 
for-fun murder simulations" and are inappropriate for c h S . 

I ^ ^ I T K ^ ^ ^ ^'^^'^Minnesota, only 29% reported ttiat ttieir 
parents check tfie ratmgs of games they buy or rent In ttie N S ^ 
hjstitiite on Media and ttie pLiily national̂ sû ê of 529 i ^ ^ 

^ ^ r J S d i i : r , T ^ ^ ^̂ ^̂ ^ •̂ •̂ "ĝ - WbicheverSticTs L r e 
S^S^ ?; A "^^J""^ °f parents are not consulting ttie 
raungs m deading whettier or not to pemiit ttie purchase or renll of a 
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In a field stiidy that we conducted, less ttian 5% of more ttian 500 parents 
^ e v e r h^rd of ttie "Matiirc" game, Duke Nufem However. mSre than 
80% Of junior high school smdents reported ttiat tfiev were familiar with 
ttie game. Such a finding highlights ttie knowledge'gap between parents 
and ttieir children aboul electronic games. 

Parental supervision Q_ 

Marketing Activities 

Even ttiough tfiere is no grade assigned to mariceting activities tfie reiDort 
card reveals a very disturbing development We are finding more frequent 
examples tfiat some producere/distiibutors arc mariceting "Matiire" games 
to younger chddren and teens. The following is an ill ustiative not 
exhausuve, list of disturbing mariceting incidents: 

• An advenisement for Resident Evil 2 in Sports Illustrated for Kids 
• The sale of DukeNukem action figures in toy stores. 
• A marteting plan for Mortal Kombat Mytholopî .̂  which exphcidy 

stales ttiat tfie teen maricet will be targeted. ^ expiiauy 

• The promotion of "M" rated games at Intemet game sites for 
teenagers. *̂  

Inaddition tiie advertising messages of some games promote the 
POTtiayal of murder as fun. This is even true for games rated for children. 
Here is a sample of quotes from actiial ads: 

• Ad for Dead in ttie Water, rated "E": "I will destioy you, maggot " 
• Ad for Destrega, rated "T"; "Ut ttie slaughter begin." 
• Ad for Point Blank, rated 'T": "More fun than shooting your 

neighbor's cat. ^ ^ 

• Ad for Cannageddon. rated "M": "As easy as killing babies with 

• Ad for Subspace, an on-line game rated "K-A" (Kid to Adult 
ton S m ^ everyone): "Meet people from all over ttie world, tfien 

• Ad for a new joy-stick system produced by Gravis; "Great You get 

m'SLe to'ljL"lw^'Jl"/ T ^ ^ ^ ' advertisements promote ttie 
message to kids ttiat Murder is fun." Professor Gregory Boiler teaches 
advertising and marketing at tiie University of MemphS^ He h i ^ n t l v 

c ? m ^ ? o : r ^ f °" '" '̂̂ ^^"^ "^"^^^ simulation" , ? d ^ d ^ 
computer games. In a recent interview he said, "Never in tfie historv of 
advertising have we seen anytiiing like this." ^ 



Recommendations 

We are calling upon ttie producers and distributor? of tfiese games to be 
more responsible m tfieir advertising and marketing effons. We are also 
calling upon the members of tiie industiy to address this issue witti their 
colleagues. This will be a major focus in tfie 7999 Report Card 

The National Instihite on Media and ttie Family recommends ttiat: 
• Producers and distributors stop marketing adull games lo children; 
• Producers and distributors of games rated for children stop using 

adverusing messages ttiat promote "Murder for fun;" 
• Parents not assume ttiat "game" means "okay for kids." While most 

games are fun and appropriate for kids, ttiere is a group diat promotes 
murder as entertainment" We recommend, tiierefore, that rarents 

become more knowledgeable and involved in supervising children's 
purchases, rentals, and play; 

• The retail and rental stores develop and enforce policies about ttie sale 
or rental of "Mature" games to children; 

• The indusfry and ttie stores develop and implement an educational 
program about tfie rating system for employees and customers; and 

• The arcade industiy proceed witfi implementation of its new ratin* 
system. *' 

# # # 
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"Bnm States Senate 
WASHINGTON. DC 20510 

November 24, 1998 

Doug Lowenstcin 
President 
Interactive Digital Software Association 
1775 Eye Sti-eet NW 
Suite 420 

Washington, DC 20006 

Dear Mr. Lowenstein: 

As you know, we will be releasing our annual video game report card on December 
1st. Before we make tiiat report public, we tiiought it would be constructive to share tiie 
niain findings witii your association, and at the same time convey some concems we have 
about these findings. 

First, we want to express our continued appreciation for IDSA's strong commitinent to 
the ratings system administered by the Electronic Software Ratings Board. As we have said 
previously, we beheve tiiis system is an extiemely helpful tool for parents who are concemed 
about game content and a model of industry responsibility. A survey that we will be 
rde^ing next week shows that parents tend to agree. The National Institute on Media and 
the Family, our partner in compiling die annual report card, asked a panel of parents to 
review and rate a selection of games, movies, and television programs to compare the 
different formats. The parents agreed witii the ESRB ratings more than any of the other 
ratings systems, indicating it is the most reliable of the various entertainment media ratmgs. 

At the same time, we remain concemed about the uneven efforts of retail and rental 
outlets m support oftiie ratings system. Consistent with our past surveys, our research this 
year found that a sigmficant number of national retail and rental chains have failed to adopt 
any kind of pohcy prohibiting young children from buying or renting heavily-violent games 
that are rated Mature" (ages 17 and older). We also found again that these stores too often 
do not educate tiieir employees about the system or provide infonnation to parents explaining 
the ratings and how to use them, and tiiat as a result a majority of parents of game-playing 
children were unaware of tiiis valuable tool. It is our understanding tiiat you are aware of this 
problem you share our concems, and you are taking steps to improve cooperation at the retail 
level. We encourage you to continue to make tiiis a priority, and if there is anything we can 
do to help, please do not hesitate to ask. 

A new area of focus for us this year is the growing popularity of die Internet as a 
place for children to sample and play computer games. The National Institute reviewed die 
web sites of several noted game publishers, including some IDSA members that offer free 
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=asy.to.u« on-line r a t i „ r S . t e r ' f>„*™ T̂̂ ^̂ ^ - '^""S" ESRB ha. crea^ an 
violent gan,es that are T i n reL'^oTut T h X ' '° ''^-"v-

- e . a . litae - p L T K ^ ^ ^ ^ ^ ^ ^ ^ 

e f f e c t i v e ' l L ~ X ' : f X " S r A """^ ^ -

-me gan̂ e. in cybê paoe p " T I ^ T 
much of tiiis problem k hpvnnw '̂inimgs to parents. To be fair, we recogn ze tiiat 
work that roSA h^ been do", we h r ' " ' " n '^'^"^^ the good 
industries to address thTs problem At̂ ^̂  ^̂ ^̂  various on-line 
concrete steps to ensureXt vô ^̂  u '^°"Sly urge you to take some 

eps ensure tiiat your members are usmg tiie ESRBI system on their web sites. 

in several leading Z ^ f ^ a g S e . r w h h '"^^'^^^ ^« ^̂ t̂ '̂ êd 
and frankly we 4?e^,^mrfaed bv^Z I ""'^''''^^ ^^^ '̂̂  ŷ y°^"S Players, 
we commonly c Z c acro^ I h e bull ̂ T r " " ' T ' ^ ' ' '"^ P̂ "̂ ^̂ ^̂ ' ^" î̂ ^^ '̂̂ ' 'usages 
tbe amount of k X g carnage ^^^^^^^ t ^ T ' " " V ' ^̂ ^̂  '̂̂ ^ ^^P^^ 
contradict the values\at mfst' P^^ry^f^^^^^^^^^ ^ ' - l y 

fold-out'^rdl^tLrtnTaTeS^ f ""r' '" ' ' ^̂ "' ^-y^ -̂̂ ^ out a three-page, 
reads. '-HappinessTa^rrc^a^t'^^^^^^^^^^^ ^ t ' ^Sh ^ ^'^^ 
encourages players to "slc*>wer ^n..,- ' P '̂'̂ " '̂̂  of Wr/t/ 9, Shiny Entertainment, 
their twftching bodils to safetv' h Kr fP-'^^i'7?^^^ ^̂ ^̂  f^'^^r as you trample over 
Interactive, pro^sr tr" end cĥ  of Mnja/Shadow of Darkness, Eidos 

Faint N S ^ : b o l t t i^g^e ' 'W^^^^ r ^ ' ^ ^ ^ ' ' P"^^-^-
So you can see for yourself iu.t hn,! ^ '''̂ ot'"^ ŷ "-" neighbor's cat " 
copies Of sê eTal example;: ' """'" '̂"^ -

are enclosing 

ages . ^ a r L : S ^ X ' e d t t t ^ ' S o t n M ^ ^ ^""""^ 
more cool to kids For exi„al» , 7 j M , .? Warently make the games appear 
Nay. Refere^rooub e ^ T c l l T ".'•'"f' The Ughui of Zelda L i s . "Rules? 
I f^ .^ published by A T C G L « » d u d S ? f f° ' ^^"^ 
conUnually upgrade'my s i n i S e S s f b r a t t d ^ ^""^"-^ 
(s.=, and your weak pale flesh will rot .„ pieel" T d ' 1 „ ^ t r a , r ^ r « : : l ' ' r b a f ^ 
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game. Sony and the NFL proudly claim "tiiere's no rules, no penalties, no boundaries It's a 
heimet-poppmg, tiash-talking, late-hitting free-for-all. Enjoy." 

. . . I" addition, we have even seen circumstantial evidence suggesting ttiat some publishers 
â e specifically targetmg ttieir marketing of adult-rated games directiy at children The 
o ^ ^ V ^ f . ' Interactive, are sellmg action-figures based on their ''M'-rated 
game this holiday season at Toys-R-Us and ottier toy retailers tiiat cater to children^ The 
marketing firms of DDB Needha:n Dall and McCana-Erickson Soutiiwest openly acknowledge 

f'til̂ "̂ '̂ttS'l̂ ^̂ ^̂  ' r : "̂̂ "̂̂  "̂^̂^̂  -^ei p " n f 
for^ds J h f c f i , T ^ f t ŷ̂ ôlogies. And the November issue of Sports Illustrated 
for Kids which IS read largely by a pre-teen audience, carries an ad for the "M"-rated 
Resident EvU 2 (published by Capcom). These examples clearly violate IDSA's own 
advertismg code, which states tiiat "[cjompanies should not specifically target advertising for 
w h r C r ? ^ " ' ^^^^^' - ^'"'^ 0"'y' to'consume: ?or whom tiie product is not rated as appropriate." 

marketmg practices we reference above may not be representative of die industiy as a whole 
n.n 1 ^ ̂ 1 ^ u ^ " ^ '" '̂̂  commonplace in tiie promotion of games tiiat are 
popular children, and raise serious questions about whetiier game-makers are selling 

y o ^ ' ' ^ ^ ^ n \ T h ^ T .̂̂ '̂ ^ ^^y - b - g - g our concerns to 
the v e a r r Z ' t r .^ ' '^°^ ' l ' ' ' '^ cooperative relationship witii your association over 
of the induTt '̂ " \ ^ ""̂ "̂ ^ ^ "'̂ ^̂ ^̂ ke a thorough evaluation 
of the industiy s marketing practices. In particular, we would ask you to assess tiie 

3 t o be'revi^r^- ""v" .̂"'",!''̂ - ^^etiier tiiose standards 

brotdry-Xb̂^̂ ^̂ ^̂ ^̂  ''''''' ^̂"̂^ '̂ ''̂ '̂ '̂  - -

are f u l l ™ ^ ^ r r'^V'^ TP^^.^"' " '̂̂  ^^P '̂̂  '̂̂ ^^ '̂̂  raised above we 
L L l l l v that children can gain from" tiie products your members cr;ate. 

^XeTkiSr'"" ^̂"̂^̂  ^̂ "̂'̂̂ ^̂"̂^̂  "̂ '̂P ^ 

of our ^ o L T ^ ' ^ t l ' r ' ' ' to express our appreciation m advance for your consideration 
or our requests, and look forward to working witii you in the future. 

Sincerely, 

Joe Lieberman H*»rh Vnhi 
U S, Senator U S Sen« Mike DeWine 

U.S. Senator U.S. Senator 



RPR 22 '99 11:49 FR SENRTOR LIEBbKHRN-PC 202224^7:^0 IU y4bbY4Jl r . i y / 2 4 

Tlie ESRB'S 
, Guide lb 

Interactive 
Entertainment 

How to 
make the right 

^ choices for you 
and your family 

Just OS fhe role of tlie ESRB is to provide parents and consumeR wHti 
objective inforniotion so ttiat liiey can make Informed decisions reganling 
software, tfte ESRBt provides similar labeRng infomiation for ffie Internet 
community. ESRBI issues ratings that provide information on the age 
opproprioteness of o site, as well os infonnation on fhe site's content, 

The T odded fo the ESRBl bbel denotes web sites thot contain chot roomŝ  
bulletin boards, multhployer games and/or ony spoce thot can provide open 
forums or interoctive exdianges which result in on ever-chonging environment 
on fhe Internet. A person entering a site marked with the T should be 
oware that if is possible there may be others using the site who hove diet­
ing opinions, use harsh languoge, or who can influence gome ploy. 

WHERE TO FIND ESRBi RATINGS? 

If on entire web site is rated, the ESRBI jcon is located on the home poge of 
fhe web site. If only o section of fhe web site is rated, the icon will appear 
on the fiist page of the rated web poge section. 

If only on online gome or interactive arena is roted, the rating will oppeor 
where the interodive oreo (i.e., chot room, bulletin board) or online gome is 
accessed. 

When used with an enabled, Plofform for Internet Content Seledion (PICS) 
compatible browser, users con block sites thot they feel are not appropnote 
occonding fo levels they set on their PC. ESRBI users may screen rated sites 
based on Iheir preferences. ESRBI provides relioWe infomiofwn thot con be 
used by consumers when deeding whether to access these rated areas. 

INTERAGIVE RATING SYMBOLS 

lARir CHIUIHOOD IHTlRACnVI 
ConfEnt suitoble for penons ogcs 3 ond oldef. 

EVERYOHt INTERACTIVE 
Content suitobie for persons oges 6 and older. 

TEEN INTERACTIVE 
Content suifoble for peisons ogg$ 13 ond older. 

MATURE iNTERACnVE 
Content suitobie for oges 17 ond older. 

AOUITS ONLY INHRACTIVE 
Content soitoMe only foi adults. 
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ESRB - Rating Categories & Content Descriptonj 

P.20/24 

http://www.esrb.org/rating.} 

a g g Roting Categories & Content Descrjpti 

Rating Categones 
Look for tiiese ratings on tiie front oftiie package and for mnr*̂  
mformation, look for content descriptors S S S f SeTeScage. 

Early Childhood 
Titles rated "Early Childhood (EC)" have content suitable for 
cWdren ages tiiiee and older aiid do not c ^ S 4 ^ m a S 
tiiat parents would find inappropriate. ^ matenai 

Kids to Adults 
Titles rated "Kids to Adult (K-A)" have content suitable for 
persons ages SIX and older. These titles vviUanrla]^^ r 

c S : L ^ ' ' ^ ^ " ^ ^ ^ " ^ "'^^P^^' ' ^ ^ ^ ^ ^ ^ ^ ^ y ) > or some 

Everyone 

t ^ J l l T ^ - A l^^?'.^^ "Everyone" designation will 
replace the "Kids to Adults" rating. Tities rated S n T o ^ / p v 
tiSe^ 'vSl for persons'ages sSSd o i & s e ^ ^ 
tities will appeal to people of many ages and tastes Thev m«v 

s w T c k ^ v f ' ' " ^ ' -me c o ^ ^ c n u ' S f ?or?^p^^^ Slapstick comedy), or some crude language. 
Teen 

-i«.,t?^. -1 j ™ ^ category may contam violent 
content, mild or sti:ong language, and /o?suggSrSes . 

Mature 

S e f l T ^ n " ^ f " ^ " Suitable for persons 
ages 17 and older. Hiese products may induce more intense 
violence or language tiian products in tiie T ^ ^ i e o r l Tn 
addition, tiiese tities may also include m a t u ^ S S f . 
Adults Only 

I ^ f Z " ^ ""^^"^ ^"^y ^^^O)" ̂ ve content suitable only for 

sold or rented to persons S ftt^^e^lT ' ° ^ 
Rating Pending 

^oduct has been submitted to tiie ESRB and is awaiting final 

AflL'US CIJLV 

1 of 4 



Video Game Violence-What Does the Research Say? 

David A. Walsh, Ph.D. 
President, National Institute on Media and the Family 

Video games first came on the scene in the 1970's. In the last 26 years 
the games have gone from bouncing a litUe white ball from side to side on a 
screen to games of virtual reality in which one is a character in the game itself 
Newly emerging on-line games enable a person to play and compete with manv 
others In cyber-space. 

The majority ofthe games developed with this evolving technology are 
entertaining, engaging, and appropriate for children. A segment ofthe electronic 
ganre maricet. however, features violence as a theme. The violence has evoh^ed 
with ttie technology from eariy shooting games blasting mostly spaceships out of 
ttie sky to ttie most gory violence seen today where characters literally tear each 
other apart with all ttie realistic details accompanying ttje act. Many of ttiese 
games require ttie use of violence often in increasing Intensity to advance 
ttirough ttie various levels, ttius using violence as a problem solving technique. 

As a consequence, parents have had to confront ttie question of what 
effect this kind of violence has on video games' most frequent players: children 
eight to fourteen years old and younger. Research is only beginning to give us 
a picture of what ttiese effects might be. Due to tfie recent amval of ultra violent 
video games on the scene, ttiere are relatively few studies available when 
compared witti ttie research on television violence. Research on television 
violence cleariy shows ttiat a heavy exposure causes negative effects on 
children. (Walsh, Brown, and Goldman, 1996) 

Since there is not an extensive body of research on the effects of video 
game violence, some state ttiat ttiere is no harni to children. That was the same 
argument used to defend television violence for more tfian ttiree decades. It 
was only after many years of research had accumulated ttiat that argument was 
abandoned. 

There are also some who make ttie theoretical argument that video game 
yiolGnce may actually be beneficial for children because it gives ttiem an outlet 
for aggression. This "cattiarsls" hypottiesis was also advanced in ttie eariiest 
days of ttie television violence debate. When the research eventually showed it 
to be false, it was no longer used. It is interesting to note ttiat it is being 
advanced again at a time when the research on elecfronic game violence is in 
the early stages. 
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• Preference for violent games. 

einhth nrlnf ? ^^"'̂ y'(̂ " '̂̂ "^3" & Funk, 1996) surveyed 900 fourth through 
al̂ r̂ T. rhn ''^ '̂deo 9ame habits. They found ttiat almost 50% of ttie favorite 
games chosen were of ttie fantasy violence or human violence type. Giris more 

f ^ e n ^ ^ ^ "̂ ^̂  ^^y" "^^^^^^ games^Stti human 

,nH f ^ w??^^*!'*^^ ''̂ ^̂ ^ examined tfiirty^tfiree popular video games 
T n l T u ^ ^ ^ f ^̂""̂^ °̂  9̂ "̂ "̂ P̂ f̂̂ ^̂ ^ •̂̂ d ^ °̂tence or aggressL 
as part of the play. Almost half of tfiis violence was directed toward otfier 
characters. Twenty-one percent of ttie games depicted violence towards 
women 

• Effects of electronic game violence. 

nro.. ^ j ^ ^1?^^^ *° ̂ ® '"'P^''* V'°'ence on children, at the 
present time tfiere are too few studies to support causal links. However there 

n̂drmVacTorLr ^̂̂̂  
r̂ ino- ^^Pf='?"y yo""9 children, there seems to be an imitative effect of 
playing and obsemng video game violence. Researchers found, for example 
thpl h/n^hl^^ *° ̂ '̂'̂ ^ year olds, children Imitated during free play wh'at 
they had been just been exposed to on video games. The children who played 

in their play, while children who 
P O ^ ^ T R " '̂̂ ""̂  "̂ ^̂^ ^^3^^ -̂" 

In another study of four to six year olds, ttie children's aggressive behavior in 
free play increased after they had played or merely obse^ed a violent video 

P^iit^^^- ^.f ''̂ y^ P'̂ ŷ '̂  aggressive video games 
exhibited significantty more aggression In subsequent free play and in a 
structured frusfration inducing exercise tfian boys who played non-aggressive 
video games (Irwin & Gross. 1995). In a study with older children fiS 
g ris were also observed to have increased aggression in free plai X t h e r thev 
played or just observed ttie playing of violent video games (Cooper^ac^e ^ 
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These studies suggest tfiat in tfie short term ttie impact of violent video 
games reaches out to ttie crowd of interested observers, whettier in ttie home or 
In the arcade. 

In otfier studies, various mettiods have been used to measure post video 
game play aggression besides observation of subsequent free play. In ttiese 
studies ttie results are more varied. Questionnaire surveys were used In tiiree 
studies of middle school and high school students (Dominick. 1984; Kestenbaum 
& Weinstein, 1984; Fling et al, 1992). Dominick & Fling found heavy video game 
use correlated witfi aggressive attitudes; while Kestenbaum found heavy video 
game use resulted in a calming effect. Unfortunately tiie games studied in ttie 
eariy 1980's bear little resemblance to ttie ultt̂ -violent games oftiie late 1990's 
Therefore ttie ability to exttapolate is questionable. 

A1998 study (Klrsh. 1998) found ttiat after playing a very violent video 
game children assigned more hostile motives to ottiers ttian children who had 
just played a non-violent video game. 

Thus, vtfhile ttie eariy results are not consistent, most of tfie studies to 
date indicate ttiat playing violent video games does have negative effects 
especially for younger children. Further research is obviously needed especially 
on ttie long-term effects. 

Perhaps tiie most significant report to date comes from Lt Col David 
Grossman, auttior of On Killing. Before retiring from ttie military, Grossman 
spent over 25 years teaming and studying how to enable soldiers to kill 
Because killing does not come naturally, ttie amned forces have developed 
specific programs to train soldiers how to kill. The biggest bamer to killing Is ttie 
psychological resistance, not technical skills involved In firing a weapon 
accurately. Grossman explains how psychological conditioning techniques were 
systematically applied to successfully eliminate that resistance. 

As an acknowledged expert on "klllology," Grossman's Insights are 
particularly valuable. In recent writings and interviews Grossman has been very 
clear. The techniques used by ttie army to enable soldiers to kill are the very 
same techniques used in today's violent elecfronic games. "Children don't 
naturally kill; tiiey leam it fomri violence in the home and, most pervasively, from 
violence as entertainment in television, movies, and Interactive video games ' 
(Grossman. 1998) 
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