WHEN IT'S NOT A GAME

BY VANESSA
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Can the ‘virtual world’ be to blam
for bullying, aggression :
marked decrease in pro-social

behaviour in tweens and teens?
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M the virtual world, 15-year-old James Kelby is untouchable. He landed o helicopter
in a deadly blizzard, destroyed an entire enamy fleet single-handedly, captured and
beheaded the enemy’s leader, and still moda it home in time for family dinner.
Inside “the gome’, Kelby thirsts for choos, anarchy, violance and destruction, but whan he's nat
playing, he soys he's just your overage teenoger. For Kelby, ond millions of other bweens and
teens, gaming is just a3 much o port of life o3 school, homework and sports. Why then, are Kelby's
parents concerned their son’s love for the virtwal warld, in parficular his love for ploying violent
games, could be detrimental 1o his wellbeing?
“Throughaut the years, violen! video games have coptivated the youth,™ soys tech expert Eran
Eyal, who is also a former talk show host [Cape Talk,/702's A
Word On Technology] ond CEQ ond founder of Springleap.
com. “'Classics’ include the Grand Theft Auwto series, where
you're reworded for stealing cors and killing anyone who
gets in your way, Carmogeddon, where you smash
cars off the reod and run people over, God OF
Wiar I, where you become the Greek god of
war [AskMen.com claimed the game's gory
and stylised violence would make Gluentin
Taranking blush), and of course, MadWardd,
which is considered one of the most gory
games ever and surprisingly came from the famibyfriendly Mintendo Wii.”
According to Eyal, violent games specifically oppeal io the youth because
characters are powerhul, popular, celebrated and strong. “These gomes
are engineared to immerse ployers in the experience, pump endorphins
and roise adrenaline. With advances in technology, the veil that separates
dhllﬂfﬁn {rorrl I|‘1[| "u'lrluc!l w‘nrld' Phins avary dg}r Thini; XBox wath thair
Kinatik, Maystation Move, or the Wi, The way kids are interacting with
these systams is becoming more seamless, Ulimately, the world of
fontasy is becoming believable *
And this, says lahan von Lill, educational project manager ot HIP2B2,
is whera the danger lies. “The virtual wodd ileminates how the mind
works,” exphoins van Lill. “'Good” gome designers monoge lo gal
kids leaming and 1o enjoy learming as they hove o master long,
complex and difficult gomes. "Good’ designers create virtual
worlds where children con have meaningful new experiences
that are not possible in everyday life, or that their physical world
would ever ollow them to have. These experiences hove the
patential lo make children smarter and more thaughtful. In
a virtual world, kids con make things happen and toke on
different personas.
When it comes ko Johan
playing violent gomes, van
research shows that LIH
EER :l‘h:;r kherm exposure bo
viglen! video games produces
immediate increases in cggression,
and that repeated, long-term
EXpOSUTe INCTeases aggresson
across a fespan, Vislant video
games can have
a stronger effect on children than violent movies
because the identification with the aggressor
is mare direct. The ployer idenfifies more
strongly with the oggressor as they ara
controlling them and this con leod
to increased leaming of the viclant
behaviour.”
Joburg-based chinical prychalogis
ogrees. ~Some argue that violent




