Only a Game
When two teenage boys opened fire on their classmates and teachers at Columbine High School in Colorado killing 13 and wounding 23, one of many explanations offered for the massacre was the boys’ interest in violent computer games.

This belief that computer games can cause aggression was reinforced recently by the publication of research findings by the American Psychological Association.
The research consisted of two studies of university students. (It should not be forgotten that four out of five players of violent games are adults.) In the first, students were asked about their current aggressive behaviour and delinquency. They were also asked how much time they had spent playing computer games when they were younger. It was found that students who reported a high level of playing computer games when they were younger engaged in more aggressive and delinquent behaviour.

What the data show then is a strong association between the playing of violent computer games and aggressive behaviour. This should not surprise us. Finding that people who enjoy violent computer games end up being aggressive is no different from saying that those who enjoy watching football on television will also enjoy playing it.
The second study, and the one to which the researchers attach more importance, involved students in a laboratory experiment. Each one asked to play either the Wolfenstein 3D game or the Myst game and was then assessed for aggression.

The experiment was carried out in two parts. First, the participants played their allotted game for 15 minutes and then took tests to measure the speed with which they could repeat aggressive words such as murder flashed onto a computer screen. Those who had played the violent computer game showed significantly faster responses to the aggressive words than those who played the game Myst. The violent game clearly increases violence.

This evidence on the aggressive effects of violent games will please the computer companies. They must assume that the games have an effect, otherwise they wouldn’t sell them. And they sell them in vast numbers. 80 per cent of computer games preferred by young people contain violent and aggressive content.

The most frequently given justification for allowing violent computer games to be sold is that we should not censor what is no more than personal preference. But we do not normally allow children to choose what they like. Just because they like violent games is not a good enough reason to allow them to be sold. It is thus unjustifiable for companies to sell them.

Every time a child plays one of the point and shoot games, they’re learning how they could shoot for real. Shooting in a game takes the same reflex and motor skills as the real thing.

Because we don t want any more tragedies like the Columbine High School massacre, violent computer games should no longer be tolerated.
1
In the third paragraph the author describes the method used in the first of two studies into the effects of violent computer games. Give two possible weaknesses of the method used.
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2 
The author reports an association between playing violent computer games when students were young and their current levels of aggressive and delinquent behaviour.

(a) 
When the author goes on to describe this as a strong association, what are they claiming?
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(b)
What alternative explanation could there be for this association?
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3 
The author argues that the association between playing violent computer games and aggressive behaviour is no different from saying that those who enjoy watching football on television will also enjoy playing it. To what extent is this analogy both relevant and adequate? 
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4 
In line 23 the author argues that the game Wolfenstein 3D clearly increases violence. Identify two assumptions which the author must make in order to argue this.









[2]

5 (a) The author argues that companies sell violent computer games on the assumption that the games have an effect. Though this effect is taken to be an aggressive effect, what other effect could it be?
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(b) 
In lines 28 to 31 the author rejects a ‘justification’ for allowing violent computer games by arguing that it is unjustifiable. Which piece of evidence in the third paragraph weakens this argument that it is ‘unjustifiable’?


[1]

6 (a) The author claims that shooting in a computer game involves the same skills as the real thing. What must the author assume to argue that, therefore, computer games should be banned?
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(b) 
In the final paragraph the author uses the undesirable prospect of further tragedies like the Columbine High School massacre as a reason why violent computer games should be banned. Given what the author says in the first paragraph, what is the weakness in this reasoning?
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