A Generation Lost
to Virtual Violence?

In recent months, the rise of violent video games
such as Grand Theft Auto and Call of Duty has
sparked fierce debates across the nation.
Parents, educators, and even lawmakers are
increasingly concerned about the impact these
games are having on young people’s behaviour.

“These games are teaching kids to be violent,
aggressive, and to view the real world as
something to dominate, just like they do in their
virtual worlds,” said Sarah Jenkins, a mother of
two teenage boys. “l worry every day that they’ll
take the lessons learned in these games and
apply them to their lives.”

Meanwhile, Dr. Alan Richards, a prominent

psychologist, voiced his concerns on a
national morning talk show: “We’ve seen a
clear correlation between an increase in
violent behaviour and increased hours spent
playing these violent games. They desensitize
young people to real-world violence.”
However, game developers and some
academics have pushed back against these
claims, arguing that video games are just one
form of entertainment and that the blame for
violent actions should not be placed solely on
media consumption.
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Yet, the debate has been stoked further by the
National Parents Association (NPA), which has
called for stronger regulation of the gaming
industry. “The gaming industry must be held
accountable for the harmful content it
produces,” said Claire Morgan, a spokesperson
for the NPA. “Our children’s safety and well-
being should come first.”

At the same time, critics argue that these calls
for regulation could restrict the freedoms of
young people and infringe upon their access to
entertainment. For now, the debate continues as
communities across the country grapple with
the impact of digital entertainment on youth
culture.

AO1 - Knowledge & Understanding:
What are the key concerns raised about online gaming in the article?

Name two individuals or organisations who support the idea that gaming causes harm.

What counterarguments are made by game developers or academics?

AO2/A03 - Application and Evaluation:

How does this article illustrate the concept of a moral panic? Refer to Cohen’s theory.

In what ways might the media be exaggerating the threat posed by gaming?

Discuss the role of moral entrepreneurs in the article. Who are they and what actions are they
calling for?

How could Marxists interpret the panic over gaming in relation to social control?
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