
The
Gamer
Generation
(by jeff large)

“The games of a people reveal a great deal 
about them.”

Marshall McLuhan (1911-1980), author 
of Understanding Media: The Extensions of 
Man (1964)

Games are profoundly shaping the atti-
tudes and abilities of a generation immersed 
in this form of entertainment. Video, com-
puter, and online games are changing the 
way teens think and relate to the world 
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around them. In some ways, games aren’t 
just in�uencing teen’s lives; they’re de�n-
ing a generation.

In their book Got Game, authors John 
C. Beck and Mitchell Wade have dubbed 
modern adolescents as the “Gamer Gener-
ation.” At 90 million strong, this new gen-
eration is bigger than the 77 million Baby 
Boomers.1 Well over 90 percent of these 
kids ages 2-17 now play video or computer 
games regularly.2 By the time they enter the 
workforce, it’s estimated that they will have 
played 10,000 hours of electronic games.3

A Multi-Billion Dollar Industry
Computer, video, and online games are 
big and gaining in popularity. Game soft-
ware sales grew to $7 billion last year, with 
more than 228 million computer and video 
games sold in 2005. That’s almost two 
games for every U.S. household.4

Games are even challenging other major 
forms of entertainment. In November 
2004, the Xbox game “Halo 2” racked up 
�rst-day sales of $125 million. To put that 
in perspective, that’s more money than the 
biggest opening-weekend for a motion pic-
ture ever. (Spider-Man’s opening weekend 
in 2002 only grossed $114 million.)5

On the Web, Neopets.com is one of the 
most popular sites. More than 70 million 
people have signed up to adopt electronic 
pets and take care of them. The site o�ers 
better than 160 games.6 Approximatley 80  
percent of those Neopians are under age 18, 
including 40 percent are under 13.”7

Online games also continue to grow in 
popularity, including numerous Internet 
video and computer games that come with 
monthly subscription fees. One of the most 
popular is EverQuest, which has 650,000 
registered users paying to play about 22 
hours a week in a virtual world.8

Online Games: What’s an 
MMORPG?
Every day thousands of players log on to 
compete in virtual worlds on the Inter-
net. These online games are referred to as 
MMOG (“Massively Multiplayer Online 
Games”) and MMORPG (“Massively Mul-
tiplayer Online Role-Playing Games”). 
Both genres allow thousands of gamers to 
simultaneously play a game online. 

Common elements of MMORPG are 
monsters, a quest, a system for character 
development, levels and experience points 

(XP), an economy based on trading and 
currency, clans or guilds (friends lists), and 
game moderators. While there are some free 
MMOGs and MMORPGs, many require 
a monthly subscription. Disney’s Virtual 
Magic Kingdom and Guild Wars come at no 
charge, while Lineage, EverQuest, and Star 
Wars Galaxies each require monthly fees. 

You may warn your teen about talking 
to strangers, but many games often rely on 
building relationships with people they’ve 
never met. As with any interactive online ac-
tivity, caution is needed. Talk with your teen 
about the content and age-appropriateness 
of any game they may want to play online.  

What are Teens Learning?
With the money and time spent on games, 
along with their exciting interactivity, it’s 
no wonder games are having a major in�u-
ence. But what are teens learning? 

A recent study found that 63 percent 
of parents with children under the age of 
18 think computer and video games are a 

positive addition to their children’s lives.9

Studies have revealed several benefits to 
gaming, such as improved visual attention 
skills, spatial skills, and computer literacy.

Playing games may even make you a bet-
ter business executive or CEO according to 
Beck and Wade. Creative problem solving, 
open communication, an appetite for risk, 
and leadership skills are a few of the poten-
tial bene�ts of playing video games.  

As the parent of a Generation G teen, it’s 
vital to understand the in�uence of games. 
Beck and Wade o�er interesting informa-
tion that can help parents better understand 
the gamers in their family. Some of these 
may surprise you. For example, gamers:

· play in order to do things they can’t do 
in real life.

· believe the most important thing in life 
is experiencing all emotions.  

· are more likely to do their own thing.
· have a higher need to experience other 
human relationships.

· see games as a social experience.
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· are more likely to go out of their way to 
make friends with powerful people.

· can have a relentless drive to make 
things better

· believe if anything is to be done right, 
they need do it themselves.

So the in�uence of games can be posi-
tive, but numerous negative aspects should 
keep parents on the alert.  

The Bad News 
With the abundance of violent and immoral 
games available for adults and children, it is 
a frightening prospect to consider what it 
reveals about us and our society. 

· More than 75 percent of games rated 
“E” (for “Everyone”) contain violent 
content. In half of these games, vio-
lence was signi�cant to the plot.10

· Many top games (89 percent) contain 
signi�cantly violent content.11

·Exposure to violent content has been 
linked to aggressive attitudes, values, 
and behavior in children, according to 
the American Medical Association.12

· Many games reward extreme violence 
and often denigrate women. For in-

stance, Grand Theft Auto 3 (rated M 
for “Mature”) rewards players for mur-
der and violence toward women.

And that’s just the tip of the iceberg. 
More disturbing is the fact that 78 percent 
of boys reported M-rated games among 
their �ve favorite games. Forty percent say 
their favorite game is rated M.13 The “M” 
rating—used for games containing sexual 
themes, intense violence, and/or strong lan-
guage—is intended for those 17 and older. 

You may be thinking, I’ll never let my 
teen play an M-rated game; but the Media-
wise Video Game Report Card reveals that 
77 percent of boys own M-rated games, 
with 20 percent of those reporting that 
they purchased an M-rated game without 
their parent’s knowledge.14 Even if your 
teen never plays or purchases an M-rated 
game, many of his friends will. And they’ll 
probably be talking about it and glorifying 
it. It’s important to be involved and to know 
the video game rating system. 

Along with the availability of inappro-
priate games, many teens become addicted. 
According to a survey by the National Insti-
tute on Media and the Family, 20 percent of 

8th and 9th graders felt like they were ad-
dicted to video games. Researchers suggest 
that non-addicted teens play video games 
an average of 4.5 hours a week. Addicted 
gamers play more than 21 hours a week.15 It 
can be safely assumed many of these teens 
started playing video games as children. 

Another area of concern is peer pressure 
for teens and parents. For instance, some 
parents have no qualms about letting their 
young teens play M-rated games. How will 
you handle this if your teen asks about it? 

These are just a few aspects of the bumpy 
landscape that the Gamer Generation and 
their parents must negotiate in the future. 
How can you help your child be prepared? 

What Can You Do?
As a parent of a Gamer Generation teen, 
you can help your teen maximize the ben-
efits and minimize the dangers of video 
games. Here are a few ways you can help:

1. Prepare. If you haven’t already, begin 
to better understand the role that games play 
in your teen’s life. Pray for your teen and for 
wisdom. Set up ground rules for gaming, 
but be open to change as your teen matures 
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and the gaming landscape changes.  
2. Know the ratings. The game indus-

try has created a ratings system to help 
families make wise entertainment choices. 
The most common game ratings are “E” for 
everyone, “T” for teen (13 and older), and 
“M” for mature (17 or older). Find out what 
aspects of the game give it that particular 
rating. To learn more about the ratings sys-
tem visit www.esrb.com.  

3. Play the game. Many parents of teens 
play games. You may not be a part of the 
Gamer Generation, but you can spend 
some time playing with your teen. It can 
be fun for both of you. This can also give 
you some basic gamer skills and �rsthand 
knowledge about a game’s content. 

4. Talk to your teen about games.
Know their favorite games. Even if you 
couldn’t care less about games, you love 
your child. Enter their world for a while and 
learn what’s going on. Discuss how gaming 
relates to biblical passages like Philippians 
4:8: Whatever is true, whatever is honor-
able, whatever is just, whatever is pure, 
whatever is lovely, whatever is commend-
able—if there is any moral excellence and if 
there is any praise—dwell on these things.
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Gamer Parents?

Teens and kids aren’t the only ones 
playing games. Thirty-�ve percent of 
parents say they play computer and 
video games according to a 2006 sur-
vey in the United States released by 
the Entertainment Software Associa-
tion (ESA). And apparently it’s a fam-
ily a�air. Of these “gamer parents,” 80 
percent say they played video games 
with their children. And 66 percent 
believe playing games has brought 
their families closer.16 Here are the top 
four reasons parents play games with 
their teens:

• 69 percent play because they are 
asked to play.

• 68 percent say it’s a good oppor-
tunity to socialize with their kids.

• 66 percent say it’s fun for the 
whole family.

• 56 percent believe it’s a good way 
to monitor game content.17.

Game Review Sites

•   Guide2Games 
www.christiananswers.net/
spotlight/games/home.html
• Al Menconi Ministries 
www.almenconi.com
• Gamespot
www.gamespot.com 
• Gamerdad.com
www.gamerdad.com
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