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Video Games and Naughty Bits.
In the past years a war has been waged using lawyers for soldiers wield their pens and notepads like swords and shields. Courtrooms are battlegrounds where battles are fought. The war is not against terror, gun control or late homework. The battles are over the issue of first amendment rights in relation to the video game industry. This issue has been raised mostly due to violent video games. One recent battle started in April of 2002 when Judge Stephen Limbaugh pounded his gavel and declared the video games are not to be protected by first amendment rights. He stated computer and video games had “no conveyance of ideas, expression, or anything else that could possibly amount to free speech”. He went on siding with every anti video game group finally putting together a 26 page paper to back up his own ruling. Most of his arguments were centered on violence in video games.

I have been around video games since they’re humble beginnings on systems such as ATARI, to the more current systems such as X-Box, Game Cube, and Playstation 2. On the ATARI I played games such as pong and space invaders. In pong two players can each use a controller to control a ball in a battle of skill to score on an opponent. Then Nintendo Entertainment System or NES, came out and brought “Super Mario Brothers”, in which you followed the adventures of an Italian plumber as he journey’s to save the princess daisy from the villainous dinosaur “Bowser”. In the game “Bubble Bobble” you played as an adorable little dinosaur that can shoot bubbles from his mouth to incapacitate your enemy. Then came the Super Nintendo Entertainment System or SNES. From this console came my favorite game, Chrono Trigger, and with it, superior graphics. It also brought about the game DOOM. This is one of the original first person shooter games for a console. In Doom, you play a space marine alone on a deserted moon. Something, though you're not yet sure what, has invaded. You'll have to find out the hard way, fighting your way through swarms of monsters while navigating puzzling instillations alive with computer monitors and keycards, laboratories filled with radioactive ooze and infested with demons, and fiery madhouses inspired by the pits of Hell. Doom is populated by many seriously scary monsters, and the world itself is dark and foreboding. Toward the end of the game, walls made of human flesh and skulls slowly start to replace the man-made themes, which can really mess with your head if you're a first-timer to Doom. I say a first timer to Doom because the game originally came out on the PC. 
The controversy all started with a bunch of county politicians in St. Louis passing an ordinance that regulates a game by its content. This was made to restrict the sale or rent of violent or obscene video games to minors. The ordinance eventually brought about the ESRB or Entertainment Software Rating Board. Then the true predecessors to judge Limbaugh arrived. Tipper gore with the PMRC (Parents Music Resource Center) went beyond the borders of attacking lyrics of music artists and censuring music videos to cross the video game scene. To them the root of all evil had been passed from the music industry onto the video game industries. 

To convey to true controversy I will talk about one of the video game industries most zealous opponents. Jack Thompson has been crusading against the video game industry for years now. His arguments I will show in bold followed by my own examination.
“I can tell you that some crimes would not occur but for the violent entertainment. For the families of the deceased, that is the only statistic that matters”
That was a statement Jack, not a statistic.

Armies have been known to go on rape rampages after battles because the violence stimulates sexual aggression. How lovely that GTA weds sex and violence in the same game.
In this statement he relates mass sexual assault after a large scale battle to a video game that contains violence and sexual themes. GTA is an abbreviation for the game “Grand Theft Auto”.

The heads of six major health care organizations testified before Congress that there are "hundreds" of studies that prove the link. All the video game industry has are studies paid for by them, which are geared to find the opposite result. Lawyers call such experts "whores."
The testament of which Jack speaks of can be found at http://www.aap.org/advocacy/releases/jstmtevc.htm. If you read through the document you may notice that nowhere does it state a link between video games to criminal behavior. In the last paragraph they state that:
We in no way mean to imply that entertainment violence is the sole, or even necessarily the most important factor contributing to youth aggression, anti-social attitudes, and violence. Family breakdown, peer influences, the availability of weapons, and numerous other factors may all contribute to these problems. Nor are we advocating restrictions on creative activity.
You just watch. There is going to be a Columbine-times-10 incident, and everyone will finally get it. Either that, or some video gamer is going to go Columbine at some video game exec's expense or at E3, and then the industry will begin to realize that there is no place to hide, that it has trained a nation of Manchurian Children.
WOW. The first time I read this I had to read it again to see if I read it correctly. Jack is saying that the video game systems such as Playstation 2, X-BOX and Gamecube are brainwashing out youth to become a nation of mass murderers. That The video game industry has been creating a race of children who will wake up as weapons of destruction killing schoolmates and family members. This has been one of the most insane statements that I have ever read. Personally I think Jack Thompson is a crazy. 

So I turn to a man who has played a key role in defending the video game industry. Dr. Henry Jenkins, director of comparative media studies at MIT, has testified in Senate hearings on the effects of violent games and speaks regularly at such trade shows as the "Game Developers Conference" and the "Electronic Entertainment Expo." Jenkins argues “I absolutely feel very strongly that everything I'm arguing advocates for the importance of parents taking a strong role in shaping the cultural environment their kids are in. Parents need to be informed about the content of the media that's out there, they need to make rational decisions. It turns out that something like 85% of game purchases, according to the Federal Trade Commission, are mediated by parents - meaning that the purchase was made by the parent alone or by the parent and the child together. That means we're down to 15% that are kids going out and buying games without adult involvement - we should lower those numbers. We should make information available for parents to make a rational choice. Having said that, there's a lot of good information out there and parents aren't using it to make the kinds of decisions they want to make.”
I am in total agreement with what Dr. Jenkins is saying. People do want to shift blame from themselves. One solution to these arguments is parents taking a larger role in what their children are doing. This is where the ESRB I spoke of earlier comes into play. The ESRB gives ratings for games and reasons why games are rated the way they are. Dr. Jenkins continues stating, “I believe that ratings are used most effectively when used educationally to give parents clear and precise information about the content of games, but are most problematic when they are used in a regulatory way, such as to deny me the right to make a purchase I want to make. So, I don't support criminalizing the ESRB. That lets parents off the hook, it makes it too easy for parents to abdicate their responsibility to make informed choices and the net effect of it will be to make certain games simply unavailable on the marketplace because Wal-Mart, or any number of other stores, will not carry games that would only be sellable to adults. The economic barriers would be so intense at that point that some games will be relatively unlikely to be on the shelves and then it becomes a de facto form of censorship - a censorship by public pressure rather than a censorship by government regulation. The end result is to stifle the maturation of games as a medium, such as what happened with comic books.”
In the end video games are once again protected by first amendment rights even though battles still rage on. Lawyers and politicians are still trying to come into my living room to tell me what is right and wrong. If I choose to play a video game where I use guns to blast away Nazi’s with reckless abandon that is my business. I have been playing violent video games since I was in early middle school and I have yet to get into a physical fight, steal a car, commit mass murder, rape someone, or even go insane and become a killing machine.
