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From the issue dated July 18, 2008
Steal This Professor
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Discuss any Chronicle article in our forums

Latest Headlines 

Economy Could Cause Trouble for Smaller Colleges 

Moody's Investors Service foresees potential trouble for some institutions of higher education, particularly for small private colleges that draw locally, some community colleges, and regional or less-selective public institutions.

Spellings Again Seeks Traction in Fight for Accountability 

Secrecy Tied to Federally Financed Projects May Be Reduced 

Academic Health Centers Call for New Way to Plan Work Force 

Access to Online Journals Is Found to Reduce Breadth of Citations 

Are College CIO's Thinking What Their Bosses Are Thinking? 

Japan's Poetry Boxers Get Ready to Grumble 

House Goes Missing as Prank Goes Awry 

Professor Gets Taken for a Ride in Video Game 

By INGRID NORTON
In her years of studying the effects of video games, Karen Dill, an associate professor of psychology at Lenoir-Rhyne College, has endured blog rants about her work and the glares of young men watching her presentations.

But until now she's never actually been cast in one of the games.

The "Karin Dilettante" is a sporty hybrid sedan that appears in Grand Theft Auto IV, the latest installment in the famously violent and sexualized series of video games. "Chicks love electronic gadgets" is the slogan in fake ads for the car.

Ms. Dill says she couldn't believe that Rockstar Games, the maker of Grand Theft Auto, had taken the trouble to name a car for her: "I was kind of like, whoa, they actually do care about video-game research."

She has studied the link between games and aggression since graduate school in the late '90s, when she was surprised to find that people actually came to her talks when the subject was video games. Her research on Grand Theft Auto has questioned the crass sex that characters have with strippers in the cars and looked at the effects of racial and gender stereotypes. Ms. Dill has described her work before Congressional committees and on morning talk shows.

Tim Smith, editorial director of spong.com, a video-game database, has criticized her on his company's site. He said via e-mail that most research on video-game violence "is laughable and at best debatable." Showing that video games produce aggression is easy enough, he said, but the same results could probably be found by monitoring people watching basketball games or reading some of Shakespeare's plays.

Still, while Rockstar Games hasn't commented on the car's naming, Mr. Smith called it "a cheap, teenage-like trick."

Ms. Dill took it more lightly. She was just relieved she wasn't a prostitute. 
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Women Comprise 40 Percent of U.S. Gamers 
New Research Shows Evolving Demographics of Entertainment Software Users
JULY 16, 2008 – LOS ANGELES – Forty percent of gamers are women according to a new survey released today by the video game industry's trade group, the Entertainment Software Association (ESA). Additional findings in the ESA's annual survey of consumer demographics and usage behaviors indicate that the average age of game players has risen to 35. 

"This new data underscores the fundamental principle that computer and video games are a mainstream entertainment form, which captures the imagination of every segment of our society," said Michael D. Gallagher, CEO of the ESA, the U.S. association representing computer and video game publishers. "No longer is there a stereotypical gamer. With deeper market penetration and the broadening of our audience base, video games have incorporated themselves into America's cultural and social fabric." 

Among the survey's main findings: 

· 65 percent of American households play computer and video games;

· 38 percent of American homes have a video game console;

· The average game player is 35 years old;

· One out of four gamers are over age 50;

· Women age 18 or older represent a significantly greater portion of the game-playing population (33 percent) than boys age 17 or younger (18 percent); and,

· 41 percent of Americans expect to purchase one or more games this year.

The new research also shows how involved parents are in the way their children buy, rent and play games:

· 94 percent of parents are present when games are purchased or rented;

· 88 percent of parents report always or sometimes monitoring the games their children play; and,

· 63 percent of parents believe games are a positive part of their children's lives.

The 2008 Essential Facts About the Computer and Video Game Industry also includes statistics on the top selling titles and genres of 2007, provided by The NPD Group. Based on unit sales, 85 percent of the games sold last year were rated “Everyone (E)," "Everyone 10+ (E10+)" or “Teen (T)." While only 15 percent of the games sold in 2007 were rated "Mature (M)." 

The data included in the 2008 Essential Facts was gathered in an annual study conducted by Ipsos MediaCT for the ESA. The study is the most in-depth and targeted of its kind, gathering data from over 1,200 nationally representative households that have been identified as owning either or both a video game console or personal computer used to run entertainment software. The complete 2008 Essential Facts booklet is available online at http://www.theESA.com/

The Entertainment Software Association is the U.S. association dedicated to serving the business and public affairs needs of companies publishing interactive games for video game consoles, handheld devices, personal computers, and the Internet. The ESA offers services to interactive entertainment software publishers including a global anti-piracy program, owning the E3 Media & Business Summit, business and consumer research, federal and state government relations, First Amendment and intellectual property protection efforts.
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