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CHAPTER I 

INTRODUCTION 

It has been suggested that the twenty-first century 

will be an era in which the computer is king. Toffler 

(1980), Naisbitt (1982), and other futurists agree that 

the computer and accompanying technology are shaping a world 

different from previous times. The invention of the 

computer has allowed man the capacity to store and use vast 

amounts of information. The third wave, as Toffler 

has called it, is an age in which information is power 

and the computer can be seen as the extension of the mind. 

One of the differences between humans and animals is man's 

intellectual abilities. Man's intelligence has developed a 

technology, the computer, that will lead the way into the 

twenty-first century (Fetterman, 1981). 

American society has evolved from agrarian to indus

trial to post-industrial to technological, the world of the 

future. Toffler (1980) comments that the information sphere 

and the tool to manage information, the computer, will be 

the center of our world. Naisbitt (1982) also affirms the 

world of the future will be an information society. We are 

generating information in large amounts and the computer 

will be the mechanism and means for organizing and storing 
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the information being produced. 

Home economists have been encouraged to plan ahead for 

the technological world (Meszaros, 1981; Schlater, 1970). 

In the National Goals & Guidelines for Research in Home 

Econonics Schlater emphasized the need for research in the 

area of families and the technological world. This emphasis 

in 1970 has certainly proven to be extremely important in 

the 1980's. Not only have farm families utilized the home 

computer for production information and cost analysis but 

urban families are contemplating the purchase of home com

puters in greater numbers. Families are using home conput

ers for household management tasks and for educational 

purposes with their children. Borne economists' prime con

cern is the family and the fa~ily's interest in home 

computers necessitates the professional have some knowledge 

about computers. 

The American Pome Economics Association has taken re

sponsibility for preparing its members for this role hy 

sponsoring a series of workshops in 1983 on hone computers. 

The organization also addressed this issue at the 1983 AHE..A. 

Convention. The theme for the national meeting was "Mor1J.en

tum for Change." Announcements of research grants in 1984 

indicate some hoMe economists are proposing examination of 

the impact of the home computer on the family. What role 

does the home computer play in the family life? Are social 

interaction patterns affected? Is the houe computer primar

ily a tool or does it serve another purpose? 
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In a study titled the "Characteristics of Owners and 

Nonowners of Personal Computers" a home economist found that 

the one variable that discriminated between the two groups 

was video television games. Owners of computers had more 

experience with video television games (Dickerson, 1982). 

If parents have been willing to purchase a home electronic 

video game does that indicate they are likely to be more 

acceptant of a home computer? If a family is willing to 

purchase a new technological device is that a measure of a 

positive feeling towards technology? 

Initially people reacted with intense negative feeling 

responses to the invention of the computer. Some of the 

same terms that described the advent of the automobile, 

telephone, and television, such as "new fangled contrap

tion," were used to describe the computer. Despite increas

ing numbers of computers in our society, and throughout the 

world, negative emotional responses continue to be 

expressed, perhaps indicative of a lack of knowledge and 

understanding of the computer (Mayhew, 1982; Turkle, 1980). 

A significant portion of the negative emotional respon

se has been directed at video games. Video games are a 

product of our computer technology and are perhaps the most 

visible result of that technology in today's society. As 

Naisbitt (1982) proposed, video games have served as one 

path of least resistance in the transition from an indus

trial world to a computerized world. Computerized toys for 

children are still another way that children and adults may 
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·be introduced to the complexities of the computer. Calcula

tors and digital watches, frequently based in computer tech

nology and the computer chip, may have been seen initially 

as quite different or unusual but have become easily access

ible and commonplace to individuals and families. Through 

new technology which produces digital watches, calculators 

and video game families may have been sensitized to comput

ers. The sensitization process could conceivably help 

modify the negative emotional reactions people typically 

have to new devices while also aiding acceptance of the 

device. 

Home electronic video games use the technology of the 

computer, miniaturization, and silicon chips to provide a 

device for leisure and entertainment. The Pong Game, the 

original video game, based upon its low sales apparently 

did not catch the interest of the public. Pong allowed only 

one type of action or movement by the player. In comparison 

to the video game standards of today, Pong was neither very 

sophisticated nor technically advanced. With the develop

ment of silicon chips, programmable video games became a 

possibility and the player was offered more action, more 

movement and more game versatility. With the new develop

ment in video games their popularity has sky-rocketed both 

in homes and in arcades .where large numbers of video games 

are available for people to play through the use of coins 

or tokens. 

One way to assess the popularity of a product is to 

look at sales figures. Home electronic video game sales 
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figures in late 1975 amounted to 75 million dollars. This 

dollar figure indicates that approximately 300,000 to 

400,000 units had been sold for home use ("Boom in video 

games", 1976, p.54). Sales in 1978, only three years later, 

were 450 million dollars and were predicted to be one bill

ion dollars by 1980 ("Why Electronic Games", 1979, p.52). 

The popularity of home electronic video games as evidenced 

by sal_es figures is not evident in the published research. 

Few research studies on video games were located. One 

published study was an exploratory study by Mitchell (1983). 

This study was conducted through the process of interviewing 

twenty families about video game use. The families' report

ed more positive comments about the presence of a video game 

unit in the home than negative comments. As a new purchase 

and entertainment form home electronic video games were 

still kept in perspective by these families. 

Mitchell's (1983) study of a limited number of families 

provides a basis for further study about family's ownership 

of video games using a random population. Home economists 

are interested in how the family as a unit responds to new 

technologies. As the family responds to a new technological 

innovation in the culture they have a choice about ownership 

of video games. Typically parents would be viewed as having 

more influence over the choice about family purchases. The 

attitudes of parents toward video games and future techno

logy may reflect whether a family owns a video game. 

As families decide what role technological devices will 
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take in their lives, home economists need research data 

about the home electronic video game and other technological 

devices. The family unit could either resist, welcome or be 

indifferent to innovative devices and predicted trends. 

As leaders of their family how the parents respond may 

influence future options for their children, perhaps both 

educationally and vocationally. Research about future tech

nology and the family would be one way home economists can 

be prepared to assist families make a smooth transition to a 

future society; one which will probably be vastly different 

from today. 

Purpose 

The purpose of this study was to examine whether owner

ship of a home electronic video game is associated with 

parents' attitudes toward future technology and parents' 

attitudes toward home electronic video games. Further 

inquiry with those families who owned home electronic video 

games was made to determine their patterns of use of home 

electronic video games. 

Relevant questions related to the study's purpose 

include: 

1. Do parents who are owners and nonowners of home 

electronic video games differ in their attitudes toward 

future technology? 

2. Do parents who are owners and nonowners of home 

electronic video games differ in their attitudes concerning 
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· the games? 

3. Is age or se.x of the child associated with whether 

or not a family owns a home electronic video game? 

4. Is the socioeconomic status of the parent as 

determined by occupation and education associated with 

ownership of a home electronic video game? 

5. What is the pattern of use for home electronic 

video games in families who own video games? 

6. Is the age or sex of the child associated with the 

pattern of use of home electronic video games? 

These questions form the basis for the hypotheses (see 

Chapter III for hypotheses) to be tested. 

This research sampled a population of parents of 

schoolage children about their attitudes toward future tech

nology and video games. The telephone interview of parents 

was followed by the mailing of a Pattern of Use Log to be 

completed by families who owned home video games. 

Definitions 

To clarify the research study the following terms were 

defined: 

1. Home Electronic Video Games - A home electronic 

video game is a programmable electronic device that attaches 

to and functions through the television set. 

2. Game Cartridge - The software game programs that 

are separate from the home electronic video game unit, and 

plug into the game unit. 
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3. Future Technology - The application of scientific 

knowledge and research to develop products which eliminate 

hand operations or improve processes which increase produc

tivity at some point in time yet to come. 

4. Family - ·~ set of mutually interdependent organ

isms;·intimate, transacting and interrelated persons who 

share some common goals, resources and a commitment to one 

another that extends over time" (Paolucci, Hall, and Axinn, 

1977, p.18). 

5. Ecosystem - "The organism, its environment, and 

their interaction is called an ecosystem" (Bubolz, Eicher 

and Sontag, 1979, p. 28). 

Overview of the Dissertation 

Chapter I has introduced the idea that the world will 

be increasingly technological. The home electronic video 

game, a leisure time device, could serve a transitional role 

between the industrialized world and computer world for 

families and technology. Little research was located on 

video games and families. The review of literature in Chap

ter II presents a theoretical basis for research on video 

games. In addition, Chapter II will present further in

formation on future trends and home electronic video games. 

The research methodology will be presented in Chapter 

III. The type of research design, selection of a population 

and sample, and data collection will be discussed in detail. 

The development of two survey instruments and interview 
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questions will be discussed. The pilot test of the instru

ment, Pattern of Use Log, and interview questions will be 

reported next. The last section of Chapter TII is the 

presentation of the hypotheses and a discussion of the 

statistical analysis. 

Chapter IV is a presentation of the results. The 

chapter begins with a discussion of the characteristics of 

the sample. The next section is a presentation of the hypo

theses and the data that confirm or deny the hypotheses. 

The responses to the the open format statements are discuss

ed in the last section. In Chapter V results of the Pattern 

of Use Log are discussed both quantitatively and qualita

tively. Also included is a discussion of the interview pro

cess and some impressions gained from parents' comments. A 

summary of the research and conclusions are presented in 

Chapter VI. Implications for future research complete the 

chapter. 



CHAPTER II 

REVIEW OF RELATED LITERATURE 

Home electronic video games are such a recent phenomena 

that few research articles on home electronic video games 

were available. There have been related articles on the use 

of video games to aid the recovery of stroke victims (Cobb, 

1982), video games and educational use (Malone, 1981), and 

attitudes toward video games (Mittenthal, 1982). The topics 

that appeared to be related to video games included leisure 

time and television viewing. 

Due to the lack of previous specific research on video 

games the review of literature examined related topics: the 

technological world, current video game trends, and families 

leisure and use of television. Throughout the literature 

review an attempt was made to tie together those ideas that 

may provide direction for studying home electronic video 

games. 

Research is strengthened if it is linked to a theory 

base. Such an approach aids in building an overall theoret

ical framework for developing a context from which research 

results can be more specifically and usefully presented. 

Within the family field of study symbolic interaction or 

systems theory has often been used as a theoretical base for 

10 
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research. The author chose to pursue research on home 

electronic video games within an ecosystem frauework since 

interaction of the family and the environment is the essence 

of the theory. The review will begin with information on 

on the ecosystem framework. 

Ecosystems 

''An ecological perspective is one of viewing organisms 

and environments in interaction. The focus is on the 

interaction; that is, how organisms affect environments they 

act upon, and how these environments affect organisms" 

(Paolucci et al., p.l). The terms interaction and inter

dependence are important to the ecosystems approach as both 

indicate the mutuality and dynamic quality of the relation

ship between organisms and their environment. In addition 

the ecosystems model is a holistic way of viewing both the 

individuals' behavior within the family and the families 

behavior as it affects the near and distant environment. 

Changes in the environment and their impact on the family 

would be the reciprocal type of influence that would be 

studied by home economists. For example, societal encour

agement of dual earner families for economic purposes would 

affect the type of family life valued by that society and 

vice versa. 

Andrews, Bubolz and Paolucci (1980) described the 

environment as consisting of the natural environment, human 

constructed environment and human behavioral environment. 
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The natural environment includes those aspects that have 

always existed throughout the lifespan of the earth. The 

space and time components of the natural environment would 

have an effect on the faoily as individuals make decisions 

about how to spend family time together. The space and time 

components of the natural environment would be particularly 

relevant in the study of home electronic video games and 

families. 

"The human constructed environment of housing, tools, 

transportation and communication system, religion, govern

ment, educational and cultural institutions" (Andrews 

et al., 1980, p.39) includes all those items man has made 

or constructed from the resources of the natural environ

ment. Homes, schools, churches, and factories would be part 

of the human constructed environment (HCE). The invention 

and existence of computers and video games would also be 

part of the human constructed environment. 

Another component of the ecosystem is the human behav

ioral environment (HBE). The human behavioral environment 

consists of those things that influence and affect human 

beings and how they become humans. The human needs for 

love, care, belonging and trust are met through relation

ships of individuals and families. These primary relation

ships shape an individual's attitudes, values, expectations, 

roles and decisions. Andrews et al., (1980) have written: 

In the family ecosystem, the environed unit is 

the group of persons who constitute the family, 



defined as a bonded unit of interacting and 

interdependent persons who have same common 

goals and resources, and for part of their life 

cycle, at least, share living space. (p.32) 

13 

Viewing the family in this manner ties to the classic 

definition by Burgess of the "family as a unity of interact

ing persons" (Burgess, 1926, p.5). The holistic view of the 

family with its interdependence and interaction between and 

among family members and between the family and the near 

environment is at the very core of the field of home 

economics. Thus a research project by a home economist 

would blend well with the ecosystem framework. 

If one examines the topic of home electronic video 

games to discover the tie to ecosystems the following points 

would need to be made. The personal attributes of the 

family members may be affected by the presence in the home 

of an electronic video· game. A child's ability to compete 

or cooperate or eye-hand coordination may be influenced by 

video game playing. The structural attributes of the 

family, including goals, patterns of decision making and 

affectual relationship may affect whether a home electronic 

video game is accepted by the family. Perhaps the decision 

to purchase a home electronic video game is made by one 

parent and the other parent does not concur with the 

decision. One parent may be more responsive to the 

children's request for a home electronic video game and act 

as an intermediary with the other parent in order to 
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influence the purchase of a game unit. In the examples 

given the structural attributes of the family as a whole are 

likely to be affected by the attitude of one parent toward 

home electronic video games. From an ecosystem perspective 

the internal environment of the family, the personal and 

structural attributes of the family, could be influenced by 

the purchase of a home electronic video game. 

The family might look at how a home electronic video 

game would affect their human behavioral environment. The 

decision whether to purchase a home electronic video game 

may depend on whether the family views this purchase as 

building individuals or the family, adding to or alleviating 

conflict and, in essence, producing the type of environment 

the family desires for growth of their humans. Some 

individuals experience intense negative feeling reactions 

toward arcade or home yideo games. Video games arcades are 

sometimes viewed as similar to pinball games and pool halls 

of the past. The strong family message may be that pinball 

games, video games, pool halls and video game arcades are 

not acceptable environments for individuals or family 

members. Thus the type of environment that characterizes the 

family may influence whether a family has a home electronic 

video game or even how it is used within the family. 

Another part of the ecosystem is the human constructed 

environment (HCE). A home electronic video game is a pro

duct of that type of environment. Technological innovations 

have enabled man to create the home electronic video game as 
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a device for either entertainment or education. A family 

may choose or not choose to involve itself with this new 

equipment. The media, particularly television, may influ

ence one family member to desire a home electronic video 

game. The family members may pressure the family and/or 

parents to purchase a video game. Parents' attitudes toward 

future technology may affect whether a part of the available 

human constructed environment is allowed access to their 

family unit. 

Two dimensions of the natural environment that have a 

direct influence on home electronic video games and families 

could be space and time. The family may choose to spend 

part of their time playing video games. Or a family member 

while playing home electronic.video games may have less time 

for other duties or activities. Space issues may involve 

whether the family relegates a home electronic video game to 

a secluded or private space or if the video game is in a 

space all family members use much of the time, for example 

on a family room television set. 

A family makes decisions, based on their values and 

needs, to interact with the environment. These decisions 

serve the function of stabilizing the family while still 

allowing for growth and change in an everchanging world. 

Some families, the closed type, may isolate themselves from 

their environment in part to avoid change or new technology. 

Other families, the open type, may respond to new changes 

and technologies in an eager, involved way. In order for 
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the family system to survive, a balance between change and 

lack of change is needed. The energy flow in the form of 

-information from the outside environment may be easier for 

the open family to integrate. However, as the world becomes 

more and more technological the closed family's awareness of 

outside influence and the decision whether their family 

members will be affected by technology may have an impact on 

the individuals' careers and lifestyle (Paolucci et al., 

1977). A model of an ecosystem approach and how home elect

ronic video games may influence and/or interact with 

families is illustated in Figure 1. 

The preceding discussion has been focused on the view 

that it is plausible to study families and home electronic 

video games from an ecosystem perspective. Home electronic 

video games would appear to be related to the space and time 

aspect of the natural environment, are a product of the 

human constructed environment and may influence both the 

family and what they want for their family in their human 

behavioral environment. 

Future Trends 

Rapid improvements in the technological side of comput

ers have resulted in their greater accessibility to people 

in their work world and in their homes. In the late 1960's 

and the 1970's large computers were used by businesses to 

store and access information pertinent to their business yet 



Natural 

Environment 

FAMILY 

Personal and 

Structural 

Attributes of 

Members 

Social and Economic 

Well-Being 

FIGURE 1 

CONCEPTUAL MODEL FOR ASSESSING 

FAMILY-ENVIRONMENT TRANSACTIONS 

Non-market Activities 
Integrative Functions 
Market Economy 

Activities 

I 

J 
I 

Results in --
Andrews et al., 1980, p.38. 



few individuals had contact with computers. With the mini

aturization of computers and the development of computer 

chips smaller computers became available and more businesses 

discovered the benefits of computers. Computers became 

accessible to more employees and individuals. 

The predictions are that in the future society may be 

even more computer oriented. Many jobs will require com

puter literacy. Quoted in a Time magazine article, Papert 

estimated that by 1983 80% of upper middle class families 

will have computers ("The Computer Society", 1978, p.48). 

The prediction may not have become reality but one company 

expected to sell one million computers in 1982 alone 

(Naisbitt, 1982). Individuals, particularly those from mid

dle and upper middle class families, will have an opportun

ity to interact with the computer. Whether families will 

accept computers may depend on how the idea of a computer 

ia presented to them. 

Naisbitt (1982) suggests that there are three stages of 

technological development. 

First, the new technology or innovation follows 

the line of least resistance; second the tech

nology is used to improve previous technologies 

(this stage can last a long time); and third, 

new directions or uses are discovered that grow 

out of the technology itself. (p.27) 

In the 1970's the new technology began to develop 

devices for leisure use. Primarily, these leisure devices 
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were electronic games. As Naisbitt (1982) sugeested, 

consumers did not resist computer technology in the game 

world as much as they might have in their jobs. A leisure 

or amusement-oriented device may be an innocuous appearing 

way to learn something new. Families that are willing to 

have a home electronic viaeo game in their home may be more 

receptive to new innovations and new technologies. Children 

learn to manipulate a new technological innovation through a 

medium that suits them, amusement. 

Pa pert (1980) has noted "what is important . . . is 

that they (computers) exist as objects that people see, and 

start to accept, as part of the reality of everyday life" 

(p.181). Children need to have the skills necessary to 

function in society. It then. follows that if society is to 

become technologically a computer-based society, computer 

skills will be necessary tools for children to have (Fetter

man, 1981; Papert, 1980; Smith, 1981; Thompson and Cloer, 

1981). 

Yet Tittnich and Brown (1981) and Papert (1980) caution 

that a person's creativity, social relationships, intuitions 

and values must not be put aside as unimportant in a techno

logical world. Mechanical or linear thinking may be import

ant for interacting with the computer but it is not the only 

type of thinking a human needs to be a human (Papert, 1980). 

Some scholars warn that increased distance between people 

could result as people continually interact with machines. 

"Technology enables us to act in social isolation" (Tittnich 
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and Brown, 1981, p. 17) . Perhaps a future issue is that a 

balance must be found between meeting one's need through 

human relationships while also being able to achieve success 

through the use of machines. Our society will need people 

skilled in computers. The family environment can foster 

or retard the development of those skills. 

Home Video Games 

The home electronic video game industry has been 

purported by the media to represent the new technology. In 

a historical perspective of home electronic video games, as 

mentioned earlier, an early predecessor of today's games was 

the game called Pong. Pong was marketed in the early 1970's 

and was played utilizing the family television set and a 

plastic overlay which was placed over the television screen. 

In 1973 "Odyssey, an electronic game that you attach to and 

play through your television set" ("Odyssey", 1973, p.81) 

was reviewed by Consumer Reports. Consumer Reports wrote a 

comment about Odyssey indicating "we found that Odyssey is 

basically what it claims to be and does what it says it will 

do. Yet, we wonder how many people will maintain their 

interest in it for an extended period" ("Odyssey", 1973, 

p.82). Electronic games using the television undoubtedly 

would not have developed beyond this rather unsophisticated 

level, by current standards, except for the rapid develop

ment of several technological improvements including the 

parallel development of the microprocessor, small 
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computer-like devices. 

The microprocessor led to the invention of the program

mable game unit. In 1977 Atari (a trademark name) intro

duced a new programmable unit named Video Computer System 

(VCS). This system used preprogrammed cassettes for the 

first time. Each.game cassette had multiple game varia

tions and the Atari company introduced six new home video 

games in 1977. The new VCS system was more sophisticated 

and expensive, but also much more versatile than earlier 

electronic games (Chew, 1977, p.94). 

Since 1977 the home electronic video game industry has 

grown rapidly. Silverman (1981) wrote that four percent of 

American homes had programmable video games and suggested 

that the figure would grow to 30 percent or more by 1985 

(p.75). Software, or the game cartridges, were expected to 

grow from gross sales of 230 million dollars in 1980 to 1.6 

billion dollars in 1983 ("The Riches", 1981, p.98). Soft

ware growth has been compared to the razor blade and safety 

razor invention. In this analogy razor blades eventually 

grossed more income than the razor itself (Bernstein, 1981). 

"Pac-Man alone could gross $200 million" in 1982 (Nulty, 

1982, p.116). Thus, for the home video game industry an 

obvious goal is not only the sale of game units but also the 

game cartridges which fit into the units. 

Tremendous growth in sales of both game units and cart-

ridges has occurred since the late 1970's. Initially manu

facturers dropped from the competitive field, yet as the 
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technology and subsequent apparent consumer interest grew in 

home electronic video games more companies have entered the 

product market. Both hardware and software (game cart

ridges) companies have increased steadily since the Atari 

system of 1977. 

Video games have been presented as "a new form of 

American recreation" ("Riches, 1981, p.98). Stearns (1982) 

remarked that electronic games have become one of America's 

favorite gadgets. Surely the growth of the industry itself 

would clearly indicate that huge numbers of dollars are 

being spent on home video game systems and on game cart

ridges. When interviewed, Levy, president of Activision, 

a game cartridge manufacturer, commented that 1982 was 

"'the year video games came of age as an important part of 

American recreation for today and the future'" (Silverman, 

1982, p.79). Industry people believe that home electronic 

video games have had an impact on family leisure as signif

icant as television in its first several years of develop

ment. Time and research would still have to substantiate 

that assumption. 

One question which remains unanswered concerns who is 

likely to purchase and play home electronic video games. 

Families or family members purchase home electronic video 

games to be used in the home. Proponents of home electronic 

video games postulate that they are creating a new form of 

recreation. Atari (a trademark name) has capitalized on 

this idea in their advertising with the slogan "'Have you 
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played a game from Atari today? 1 " (Marich, 1982, p. 3). How

ever, some parents may be less than enthusiastic about hav

ing their child or children playing video games. ,.Janner 

(1982) comments that much of the parents' concern centers 

around "their own fears and fantasies about computers" 

(p.8). The largest purchasers of home electronic video 

games are families, especially if they have children or 

teenagers. 

Defining the players even further, the market tends to 

be geared toward the 8 to 18 year old male. Boys tend to 

play more than girls but the software producers attempted to 

have an impact on that differentiation with the introduction 

of Ms. Pac Man (Kiesler, Sproull and Eccles, 1983). Indus

try magazines report that games for girls and women, as well 

as for preschoolers, are being designed in order to expand 

the home electronic video game market (Klionsky, 1982; 

Mansfield, 1982). If home electronic video games were seen 

initially as a children's toy, the orientation has broadened 

to a toy for the whole family ("Big Ticket", 1981). Fami

lies with children or teenagers are more likely to own a 

a home electronic video game (Bresnick, 1982). The market

ing advertisements for video games have emphasized that home 

electronic video games are a family product and a contempor

ary way for families to play together. Even in hard eco

nomic times families purchased home electronic video games, 

perhaps for the purpose of encouraging family recreation at 

home (Klionsky, 1982). A question yet to be answered is 
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whether families are indeed playing together through the use 

of home electronic video games, or is home electronic video 

game play still an individual, solitary activity? 

Adults or older Americans may express wonder at what 

motivates people, especially children, to play video games. 

To some, arcade game rooms may be reminiscent of the pool 

hall and pinball games of the past. Many of the same value 

judgments about good or bad are perhaps raised by such 

reminders. Further research will be needed to discover the 

similarities between today's video games and the arcade 

games of the past. 'While such issues are of interest they 

are beyond the scope of this particular research project. 

As in all attempts to understand human behavior, atti

tudes toward and use of video games reflect a complex combi

nation of factors. Video games are likely to appeal to 

people for a variety of reasons. Part of the appeal is 

a·ttributed to the fact that the games involve a degree of 

skill and the possibility that with practice skill levels 

can be increased. In comparison to television, home elec

tronic video games are more active than passive and involve 

eye-hand coordination and motor skills (Bernstein, 1981; 

"Increasingly", ·1977; "On TV Games", 1978). If a television 

program is not appealing a home electronic video game is an 

option for entertainment. Children have also reported that 

they like the novelty and the sense of mastery that is 

attained as their skills are built (Smith, 1981). Wanner 

(1982) purposed that "kids might play the games in an 
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unconscious effort to feel connected to the power of the 

machine" (p.10) .. Video games "pique young minds to learn 

more about all that electronic prestidigitation" (Golden, 

1982, p.51). Children may have a high interest in video 

games if they recognize that the computer is important in 

our present world and that the video game allows the 

opportunity to learn about computer-like things. 

Condry and Keith (1983) observed that games hook kids 

to the computer and familiarity with games increases their 

comfort level with technology. Bernstein (1981) would agree 

that children are gaining comfort with the computer. In 

addition, Bernstein interviewed Sherry Turkle, an individual 

with an early interest in the technological world and its 

impact on children. Turkle speculates that preadolescent 

boys use video games as a block to sexual or peer pressure. 

Concerns about video games reported in the media include 

that they encourage: passivity, instant gratification, 

excessive use, frustration and violence. The Surgeon 

General's comment that youth are addicted to video games was 

an expression of his personal opinion and not based on data 

or information (Katz, 1983). However, such opinions, par

ticularly from influential advocates and influencers of pub

lic policy, can only increase the controversy and the need 

for empirically-based conclusions. 

Another aspect of video games concerns whether learning 

is taking place while playing video games. Reynolds 

(1982-83) reported that a video game spokesperson said 
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that some amount of learning takes place in all games. 

Individuals may not be aware of what they are lear~ing. In 

reality, no real documentation yet exists about what learn

ing may result from video game usage ("Video Games", 1983). 

Limited information comes from programs which use video 

games to help stroke victims recover. Mental skills that 

appear to be improved include hand-eye coordination, memory, 

reflexes and spatial orientation (Cobb, 1982). Such video 

game uses indicate positive outcomes in hand-eye coordina

tion and neurological therapy but no evidence exists that 

cognitive learning is effected by home electronic video game 

play. 

The review of literature thus far has presented little 

completed research on video games. Indeed a Symposium held 

at Harvard University in May, 1983 was titled "Video Games 

and Human Development - A Research Agenda for the '80s". 

Issues being considered at the meeting were "What are the 

areas where future research is necessary? What are the po

tentials and the limitations for video games in human devel

opment?" ("Video Games", 1983, p.2). The participants at 

the conference reported areas where research has begun but 

most of the presentations were not about completed research. 

One research report at the Harvard conference which is 

relevant to this dissertation was the presentation by 

Mitchell on "The Effects of Home Video Games on Children 

and Families" (1983). Her qualitative research focused on 

family interaction patterns around the new device "the 
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video game." Twenty families differing in socio-economic 

status, racial and ethic characteristics and family composi

tion kept records of their video game use. Each family mem

ber was interviewed individually at the beginning and at the 

end of a six month period. The new entertainment medium was 

played more initially and with the purchase of a new game 

cartridge, otherwise play time decreased over the six 

months. The mean playing time was 43 minutes per day. 

Mitchell (1983) found greater use in single parent fam

ilies and families with all boys. With respect to social 

vs. solitary playing, boys or only children most often play

ed alone. Girls tended to play with others, although fami

lies with girls only, played the least amount of time of all 

the groups. Fifty percent of the mothers did not play at 

all, whereas in the families with a father present only one 

father did not play. Fathers were reported to have been the 

ones who initiated purchase of the set. 

Summarizing the response of families to video games 

Mitchell (1983) wrote: 

In all families a change in family interaction 

was reported in a positive direction. The 

games brought families together in new inter

active patterns, at least for a period of time. 

This was valued by adults and children alike. 

(p.70) 

The games were reported to have promoted "family interaction 

through cooperation and competition within the family ... 
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age and sex differences are eliminated" (Mitchell, 1983, 

p.13). Parents and children, boys and girls appeared to 

play together as equals. Particularly the video game seemed 

to offer the opportunity for fathers and children to share 

time together. The leisure time activity that appeared to 

be most effected by the video game was the television 

viewing time, which diminished. 

Mitchell's study, although with a small number of 

families, indicates families were able to keep video game 

playing in perspective. The effect on family interaction 

was more likely to be positive and the amount of play time 

was less than one hour per day for the whole family. The 

author concluded: 

Historically, games, toys and entertainment have 

reflected the values of the cul tur·e in which they 

are found. They have also reflected the changing 

technology of a society. Video games are not 

different in that respect. Technology has invaded 

the family in a permanent way. This study suggests 

that it is not inherently bad; that families may be 

trusted to use judgment about time in activities 

appropriate to their children's lives and in a 

context of family values (Mitchell, 1983, p.71). 

Condry and Keith (1983) wrote that we need to know the 

impact microcomputers have on young people. Television, 

as a technological development, was not studied early in its 

existence. Society did not take television seriously until 
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it was too late to collect preliminary data. These 

researchers advocated that we should learn from those early 

omissions in television research and study the direct and 

indirect effects of video games. "Time will tell whether 

video games are a passing fad or the vanguard of a new and 

lasting medium of recreation made possible by computer 

technology" (Condry and Keith, 1983, p.103). If parents 

are socially acceptant of new technology is it to prepare 

their children for a new form of future society or world? 

What prompts a family to buy a home electronic video game? 

What attitudes do parents have about home electronic video 

games? How is a home electronic video game used in the 

family with regard to structuring of time and patterns of 

interaction? 

Families, Leisure and Television 

From an ecosystem perspective one of the functions of 

the family, with regard to society, is to build human 

competence (Andrews et al., 1980). Building human compe

tence includes nurturing family members in such a way as to 

add to their quality of life. The leisure dimension is part 

of the human behavioral environment in the family ecosystem. 

Home electronic video games would appear to be part of the 

leisure environment. 

Leisure time can be defined as "an active mental state 

associated with discretionary time and pleasurable defini

tion of the situation" (Orthner, 1978, p.3). Family members 
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who spend time with each other and report this to be a 

positive or happy choice would probably enjoy each other in 

leisure. Social leisure is defined as "activities pursued 

mainly to be with family or friends, activities depending 

on group interaction, or activities designed to meet new 

people" (Crandall, 1979, p.166). One of the motivations 

which prompts people to make leisure choices is the need for 

social interaction. The social interaction can be met in 

the family or in other types of the human behavioral 

environment, for example in the work place or in school. 

Leisure may be a place where individuals and family 

members expose themselves to new activities, new ideas and 

new definitions of reality for themselves and the family 

(Orthner, 1978). In a nonthreatening, leisure setting 

family members may test new technological instruments. 

Leisure behavior is also often a consumption behavior and 

this has been increasingly true of our industrialized Ameri

can society. Television particularly appears to have 

changed our leisure patterns (Boulding, 1978). One function 

of leisure for families may be to sample new behaviors 

toward new ideas, instruments or activities. 

When discussing implications for leisure and families 

Boulding also reported "children do the playing for a 

family. When children. leave the home, the playing stops" 

("Conference Issues and Implications", 1978, p.51). Thus 

Boulding would say another function of leisure is play. In 

her opinion children perform this function for a family. 
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Play might be defined as, "the active, goal directed, limit

ed use of discretionary time" (Orthner, 1978, p.3.). As 

stated earlier, play, social interaction and exposure to new 

ideas or activities may be some of the functions of leisure 

for family members •. Leisure is important to families 

because it fulfills the need for personal relaxation, can 

build family cohesiveness and provides time for inter

personal understanding (Orthner, 1975). 

Theorists have suggested that individuals are influ

enced in their leisure choices by their socialization. "Most 

leisure activities important to adults are begun in the fam

ily of orientation or of procreation" (Kelly, 1978, p.48). 

Carlson (1979) would agree with Kelly while also suggesting 

that "conspicuous consumption.-. affects recreational activi

ties. Income level will likely influence what items can be 

purchased by families. Whether one has the equipment needed 

frequently determines if one can participate in certain 

types of leisure activity and what activities are partici

pated in by the family. Illustrating this point would be 

whether a family owned recreational vehicles and large 

boats, sometimes with food preparation area and sleeping 

quarters. 

Education can also modify a family's choices. When one 

defines education as a broadening activity, awareness of 

opportunities through education may increase the scope of 

possible attractive leisure choices. Social class, environ

mental factors, and social cultural changes in the family 
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will also affect choices. Mass media presentations of pos

sible decision options may also influence leisure choices. 

Age of individuals and family life cycle stages also have 

some effect on leisure choices (Carlson, 1979). 

Crandall, Nolan and Morgan (1980) have discussed lei

sure changes over the life cycle. Couples without children 

have fewer time constraints and more money. During the pre

school years an increased amount of leisure centers on 

children. Research indicates the child-centered pattern 

continues during the school age years. School age children 

become more peer-oriented and both their individual leisure 

choices and the family's may be influenced by the need to be 

around friends. Social skills, cooperation or competition, 

and physical abilities may be-developed by the school age 

child's leisure activities. Which of the many choices of 

leisure activities are chosen in a family may be a compro

mise between the various family members desires and needs 

and may vary throughout the life cycle. 

Family lei_sure may either be viewed as "activities 

usually done with other family members" or "only those 

activities •.• in which the family role is integral and 

the meaning to the participant is altered when done with 

those outside the family" (Kelly, 1978, p.48). Family 

recreational activities may present the opportunity for 

communication between parents and children and are an often 

expressed preference of children (Orthner, 1975). Kelly 

(1975, 1978) studied family recreational choices in three 



33 

communities and reported that the family-oriented activities 

were.most important to adults. "Family associations are 

central to the meaning of the activity as well as to the 

form of the activity" (Kelly, 1978, p. 53). Thus the family

oriented activity is an important preference for both child

ren and adults. 

The family system and the constraints and freedoms of 

the family system will likely apply to leisure behavior as 

well as to other descriptions of family behavior. The fam

ily decision making pattern may enhance or limit the leisure 

opportunities for individuals in the family. If a decision 

is not to the liking of certain individuals they may involve 

themselves in some other activity they really do not prefer. 

Orthner and Mancini (1980) have written that television 

viewing is not a preferred activity yet it accounts for 

considerable amount of an individual's or family's time. 

Family members may turn to television for leisure 

perhaps because they don't want to do what other family 

members are doing, out of boredom or as a habit. The longer 

families have television the less interesting, less novel it 

becomes while more frequently being turned to only in 

boredom (Murray and Kippax, 1978). The possibility exists, 

and has been researched, that television contact substitutes 

for interpersonal contact. Television may be producing a 

different type of individual because the individual is 

passive and uninvolved. These individuals then change their 

interactions with others. Research data point out that 



during television viewing children talk less, are less 

active and less oriented toward parents (McLeod, 

Fitzpatrick, Glynn and Fallis, 1982). However, during 

television viewing physical touching between parents and 

children increased (Brody, Stoneman and Sanders, 1980). 
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An additional aspect of television and families relates 

to family or individual consumer purchases. The advertising 

on television stimulates the idea of owning or purchasing 

some particular product. Atkin found that parents and 

children often discuss and argue over consumer purchase 

decisions that are stimulated by television advertising 

(Chaffee, 1982). Home electronic video games have been 

heavily promoted on television, particularly during 

children's programming times. - Thus a family may be 

influenced by or have to resist the influence of television 

advertising on their purchasing behavior. 

Parents, by encouraging certain leisure patterns for 

their children, and often through modeling of the encouraged 

behavior, set the pattern for future behavior and may even 

affect their children's psychological well-being as adults 

(Iso-Ahola, 1980). Family, income, education, environment, 

mass media, social and cultural changes all have an influ

ence on leisure choices. ''Leisure styles and interests seem 

to express our individuality as much as our preditability" 

(Kelly, 1975, p. 186). 

The family as a system decides, monitors or controls 

how much individual autonomy and how much familism is 
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acceptable or desired for the family. The family system 

also decides, monitors or controls how much influence or 

connection there will be with other people or situations 

which are external to the family as an institution. Hess 

and Handel (1950) have written: 

A family constitutes its own world, which 

is not to say that it closes itself off from 

everything else but that it determines what 

parts of the external world are admissible and 

how freely. (p.14) 

A family will decide whether to admit an outside 

influence, such as television, cablevision or video games, 

through the family boundaries. Openness to a new technology 

may come easily, may be resisted or may be intruded into the 

family by an individual members' persistence or insistence. 

Parents may mediate the influence of a particular phenomenon 

by their rules about its use (Leichter, 1974). Television 

programs or certain video games may be deemed acceptable or 

unacceptable according to parental values. "Mediation 

includes the variety of processes whereby family members 

translate and interpret educational experiences for one 

another" (Leichter, 1974, p.40). Inherent in the previous 

statement is the implication that mediation is a reciprocal 

process. Children may translate an educational experience 

for the parents. As alluded to earlier, new technologies in 

the home may be allowed by parents to provide an experience 

for the children. Yet the presence in the home of a 
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computer or video game also allows the parents to learn and 

be exposed to a new technology. In some ways the home would 

be a safe, nonthreatening environment for this learning to 

take place. Leichter (1974) comments that the children of 

the television generation have functioned in this capacity 

with their parents. Perhaps this is also true for home 

electronic video games. 

Summary 

Ecosystem theory provides a framework to examine the 

interaction and interdependence of individuals and families 

and their near and far environments. The understanding of 

the interdependence of society with families is important to 

the continued existence and growth of society. An assess

ment of the social and economic well being of the family 

provides feedback to the family about how the family is 

accommodating, assimilating or adjusting to an ever-changing 

society. Family environments differ and as a result empha

size different qualities as valued or important. Yet the 

technological, computer-dominated world of the future will 

probably have to fit all families, as all families will 

likely have to learn to live in a "high-tech, high-touch" 

world (Naisbitt, 1982). 

The home electronic video game is one type of device in 

this new technologically-oriented world. The number of home 

electronic video games has grown dramatically in recent 

years and the possibility exists that home electronic video 



37 

games will have had some impact on many families and their 

leisure time. It seems essential, if not merely prudent, to 

gather information and attempt to understand how families 

are using home electronic video games and how the attitudes 

of families toward home electronic video games have been 

influenced. 

Individual leisure activities are intricately involved 

with the family. Family of procreation patterns, stage in 

the family life cycle, family choices about the desired 

quality of life and type of human behavioral environment all 

affect leisure choices. Income, education, social class and 

environmental factors also influence leisure choices. Use 

of home electronic video games will be affected by families' 

leisure choices and may be an evolving additional form of 

leisure for many families. 

The family system makes a decision to allow an aspect 

of the human constructed environment, such as home 

electronic video games, to interact and influence the 

family. The aspect of the human contructed environment that 

is allowed to enter the family ecosystem influences and 

interacts with the human behavioral environment. Inter

dependence and interaction are key variables when examining 

families, home electronic video games, and the family 

ecosystem. 



CHAPTER III 

RESEARCH DESIGN 

This chapter includes a review of the methods used in 

planning the study, selecting a sample, collecting the data 

and analyzing the .results. Specifically, the following 

topics are discussed: (1) type of research, (2) selection 

of the population and sample, (3) instrument construction, 

(4) collection of data, and (5) data analysis. 

Type of.Research 

Home electronic video game ownership is estimated to 

include five percent of American families ("Winning", 1981, 

p.279). Information is not available which indicates the 

similarities and differences between owners and nonowners of 

home electronic video games. One way owners and nonowners 

may differ is in their attitudes toward home electronic 

video games. 

The current literature contains numerous references to 

the world of the future. The general concensus is that the 

future society will be more technological and information

oriented than the present or past society. It is not known 

whether the general population agrees or disagrees with, or 

even thinks about, the predicted technological trends. This 
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study was undertaken to determine how and in what way owners 

and nonowners of home electronic video games differed in 

their attitudes toward future technology and home electronic 

video games as one type of technological innovation. 

Survey research can be used to gather information about 

people's attitudes, beliefs, perceptions and motivation 

about a particular topic or area of concern. Surveys of a 

population can be conducted through interviews or question

naires. Research subjects need to be asked to respond to an 

area about which they have knowledge and which is not too 

sensitive a subject for them to discuss. Such guidelines 

help increase the credibility of the respondents' answers. 

Surveying a representative sample of a population is less 

costly and more time efficient while allowing the researcher 

to generalize from the sample to the population (Babbie, 

1979; Kerlinger, 1973; and Selltiz, Jahoda, Deutsch and 

Cook, 1959). The survey method was chosen in the present 

study to assess similarities and differences in attitudes 

between a population of owners and nonowners of home 

electronic video games. 

Selection of Population and Sample 

Marketing literature on home electronic video games 

points out that families with children are targeted as 

purchasers and players of home electronic games ("Increas

ingly", 1977). Although families with children are not the 

only owners of home electronic video games the possibility 
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would exist that they are a large segment of the owner 

population. Parents have some influence over what is pur

chased by and for a family unit. The attitudes of the 

parents toward a new product, in this case home electronic 

video games, would appear likely to influence ownership of 

the product. 

A population of parents of elementary and middle school 

students in Stillwater, Oklahoma, a small, midwestern city 

were selected for the study. The fall enrollment in the 

middle school (grades 6 and 7) was 710; for the five elemen

tary schools (grades K to 5) enrollment was 2039. The total 

population of 2749 students was listed in school directo

ries. See Table I for a breakdown of numbers in the total 

population. 

Potential subjects were omitted from the sample if the 

target child's parents were international students (N=l77) 

or if no phone number was listed for the family (N=l46). 

A ten percent random sample was selected from a population 

of 2426 students. (See Table I for details.) Each grade 

level was consecutively numbered and a random selection of 

ten percent of the grade level was made using a random 

numbers table. The parents of the child selected at random 

composed the survey population. If two children from one 

family were selected the second time the family name appear

ed the name was omitted and a randomly selected replacement 

subject from the appropriate grade level was substituted. 

It was also necessary to replace the names of children who 
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had a disconnected phone or had moved since the school year 

began. Random selection was used to give as representative 

a sample as possible. 

Grade 
Level 

K 

1 

2 

3 

4 

5 

6 

7 

TABLE I 

TEN PERCENT SAMPLE SELECTION: BY GRADE 
LEVEL AND TOTAL STUDENTS 

Total No Interna- Number of 
Students Phone tional Potential 
by grade Number Students Subjects 

N % N % N 

378 25 7 33 Q 320 .., 

365 22 6 30 8 313 

356 27 8 21 6 308 

319 13 4 23 7 283 

275 21 8 16 6 238 

346 14 4 24 7 308 

351 14 4 13 4 324 

359 10 3 17 5 332 

N=2749 N=l46 5% N=l77 6% N=2426 

Ten per-
cent 

Sample 
N 

32 

31 

31 

28 

24 

31 

32 

33 

N=242 

In summary, the selected random sample was to include 

242 respondents. Thirty-six potential subjects had an 

incorrect or disconnected telephone number or had moved. 

These respondents were individually replaced with another 
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randomly selected subject from the appropriate group. Tele

phone interviews were completed with 236 parents. Ten 

respondents refused to participate in the interview and one 

interview was not completed. Both attitude scales and all 

interview questions and demographic data were completed by 

236 parents, which resulted in a 96% response rate. 

The researcher proposed that when initial contact was 

made, the question would be asked whether both parents 

resided in the home. In the single parent homes, the only 

parent available would be the respondent. When both parents 

resided in the home the choice of whether to talk to the 

mother or father would be alternated in order to get a 

representation of both mothers and fathers. It was found 

during the interviewing process that mothers were more will

ing than fathers to respond to the interviewer's questions. 

Father sometimes deferred to the mother even when the inter

viewer had specifically asked to talk to the father. Both 

mothers and fathers were represented among the respondents 

from two-parent families but not in the equal proportion 

that was desired in the design. 

Data Collection 

Surveys can be conducted either by requesting response 

to a questionnaire or by interviews. A mailed questionnaire 

to a population of parents could be difficult to obtain a 

reasonable response rate. Interviews on the other hand, can 

be face-to-face or by telephone. Since parents of school 
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age children are usually involved in many activities, asking 

parents to respond to attitude scales and interview ques

tions through a telephone interview appeared to be a appro

priate survey method. A telephone call would help to obtain 

a higher response rate. Response rate is usually high and 

the answers may be expected to be moderately accurate in a 

telephone survey. Using a local population keeps telephone 

cost low and makes follow-up more efficient and economical 

(Dillman, 1978). The telephone interview with a sample from 

a completely listed population has a high rate of represent

ativeness (Dillman, 1978). Telephone interviews do not 

lend themselves to deep and complex questions, therefore the 

survey needs to be concise and clearly worded. "Simplicity 

is imperative for the telephone interview" (Dillman, p.58). 

A voluntary 10- to IS-minute telephone interview with 

parents of elementary and middle school students was 

conducted. An introductory letter was sent to the parents 

of the target child explaining the purposes of the research, 

soliciting their cooperation and assuring confidentially of 

responses. (See Appendix D.) In addition to the letter a 

printed card was included with the response code for the 

attitude scales. The letter indicated a phone call to the 

parent would be forthcoming. Dillman, Gallegos and Frey 

(1976) explained this procedure eliminates the element of 

surprise and gives the interviewer credibility with the 

respondent. The interviewer's first comments on the phone 

referred to the letter sent. Most parents responded that 
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they were familiar with the letter thus helping to establish 

rapport. 

The phone interview was planned at a convenient time 

for the parent. Interview calls were made between 6 p.m. 

and 9 p.m., Monday thru Saturday, and some call backs were 

scheduled to be completed in the daytime. If the selected 

parent was not home a call was made at a later date and 

time. Some calls were made on Sunday afternoon as a last 

resort in order to talk with parents who were difficult to 

reach. Every effort was made to encourage both male and 

female parents to cooperate in order to obtain responses 

representative of both sexes. 

Respondents who indicated they owned a home electronic 

video game were asked if they would cooperate further by 

completing a Pattern of Use Log. After confirming the cor

rect address by telephone, the family was mailed a Pattern 

of Use Log. A copy may be found in Appendix C. The log was 

to be completed in the next week and returned to the 

researcher in a self-addressed, stamped envelope. After a 

completed Use Log was returned the investigator sent a 

letter of appreciation (Appendix D) to the family along with 

free arcade tokens or, if the parents preferred, coupons for 

free roller skating. 

If the Pattern of Use Log was not returned within three 

weeks a follow-up postcard reminded the family to return the 

log to the researcher. In addition a follow-up phone call 

was made to ask the cooperation of the family in returning 
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the Use Log. A second log was sent if the Use Log had been 

misplaced. During the follow-up phone calls some individ

uals commented that the Use Log had not been returned 

because the video game had not been played at all. The 

information on non-use was recorded on the master interview 

log. 

Instrument Construction 

Scale Construction and Analysis of Pilot 
Study 

Attitudes Toward Future Technology Scale. The 

researcher developed a Likert-type instrument, Attitudes 

Toward Future Technology Scale. Positive and negative 

statements about future technology were developed from 

information gleaned in the review of literature. The items 

focused on future technology in relation to: society in 

general, work, education, leisure, family, options and sex 

differences. Initially approximately four times as many 

items as desired in the final version were constructed, 

which according to Thurstone (1959) is a desirable 

procedure. 

Edwards' (1957) criteria for editing statements were 

used to determine acceptable items. The criteria included: 

1. Avoid statements that refer to the past rather than 

to the present. 

2. Avoid statements that are factual or capable of 

being interpreted as factual. 
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3. Avoid statements that may be interpreted in more 

than one way. 

4. Avoid statements that are irrelevant to the 

psychological object under consideration. 

5. Avoid statements that are likely to be endorsed 

by almost everyone or by almost no one. 

6. Select statements that are believed to cover the 

entire range of the affective scale of interest, 

7. Keep the language of the statements simple, clear, 

and direct. 

8. Statements should be short, rarely exceeding 20 

words. 

9. Each statement should contain only one complete 

thought. 

10. Statements containing universals such as all, 

always, none, and never often introduce ambiguity 

and should be avoided. 

11. Words such as only, just, merely, and others of a 

similar nature should be used with care and mod

eration in writing statements. 

12. Whenever possible, statements should be in the 

form of simple sentences rather than in the form 

of compound or complex sentences. 

13. Avoid the use of words that may not be understood 

by those who are to be given the completed scale. 

14. Avoid the use of double negatives. (Edwards, 

1957, pp.13-14) 



47 

Content validity was assessed by the ratings of a panel 

of judges. The judges were selected for their familiarity 

with the general public and their knowledge of the litera

ture about future trends. The five judges were either 

university staff, faculty or extension personnel in the area 

of Family Relations and Child Development. The directions 

to the judges included a check sheet for the following: 

1. Does the item relate to future technology? 

(yes or no) 

2. Is the statement about future technology worded 

in a positive(+), negative(-), or neither(?) 

direction? 

3. Which category fits the general focus of the item? 

Society in general, Work, Education, Leisure, 

Family/Home, Options/Flexibility, or Sex 

Differences? 

The judges were asked to make written comments about 

the items according to the criteria listed below: 

1. Are the items clear? 

2. Are the items direct and easy to understand? 

3. Are the items specific? 

4. Does the statement contain only one complete 

thought? 

5. Are the items written in an easily understood 

language or vocabulary? 

6. Could the statements be interpreted as fact or 

factual? 
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When the judges' comments were returned, the previously 

determined criteria for selection of items were applied. 

Items were selected if three of the five judges: 

1. Stated yes, the item did relate to the construct. 

2. Agreed the item was positively or negatively 

worded. 

3. Agreed on the category designation for the state

ment. 

The panel of judges assessed 106 items. Of these, 54 

items met the selection criteria and further analysis and 

were retained for the pilot test. In an effort to further 

refine the scale and number of items the investigator 

eliminated items perceived as duplicates. Further analysis 

of the items eliminated those not worded clearly and 

specifically and those with more than one thought.· Since 

the scale was to be read over the telephone in the final 

form items needed to be clear, concise and as specific as 

possible. The resulting 54 items became the pilot version 

of the Attitudes Toward Future Technology Scale. See 

Appendix A. 

Attitudes Toward Home Electronic Video Game Scale. 

The investigator also developed a Likert-type instrument 

entitled Attitudes Toward Home Electronic Video Games Scale. 

The literature about video games provided positive and 

negative statements about home electronic video games. 

Edwards' (1957) criteria were again used to edit the state

ments. The video game items focused on the categories of: 
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society in general, values, education, leisure, family and 

parent-child socialization, peers and sex differences. 

Approximately four times as many items (104 items) were 

constructed initially as were to be in the final scale 

(Thurstone, 1959). 

Adult individuals with expertise relating to video 

games were difficult to locate. Affirming their lack of 

knowledge relating to video games, the same panel of judges 

assessed the video game items. The directions for judging 

the video game scale items were similar to the previous 

directions and are as follows: 

1. Does the item relate to home electronic video 

games? (yes or no) 

2. Is the statement about home electronic video games 

worded in a positive(+), negative(-), or neither 

(?) direction? 

3. Which category fit the general focus of the item? 

Society in general, Values, Education, Leisure, 

Family and Parent-child Socialization, Peers and 

Sex Differences. 

The same written comments were requested as was true for the 

Attitudes Toward Future Technology Scale. The judges found 

the category designations more difficult to assess than the 

previous scale. In particular the judges found it difficult 

to discriminate between values and family and between values 

and education. Thus their written comments about the cate

gories were considered before evaluating the items. 
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The panel of judges assessed 104 items. Further 

analysis of.the items eliminated those not worded clearly 

and specifically and those with more than one thought. The 

resulting 53 items composed the pilot test. The final 

categories were: peers, family, society in general, educa

tion, values and leisure. The rewritten 53 items composed a 

pilot version of the Attitudes Toward Home Electronic Video 

Games Scale. (See Appendix A.) 

Pilot Test of Attitude Scales. Both attitude scales 

were presented in a questionnaire to a group of twenty-five 

adult males and females, the majority of whom were parents. 

The scales began with a definition of future technology and 

of home electronic video games. The respondents were asked 

to respond according to the response code: Strongly Agree, 

Agree, Undecided, Disagree, artd Strongly Disagree. The 

respondents were also encouraged to write comments about the 

items on the scale. Positively worded items were scored as 

follows: Strongly Agree, 5; Agree, 4; Undecided, 3; 

Disagree, 2; and Strongly Disagree, 1. Negatively worded 

items were scored in the reverse, for instance: Strongly 

Agree, l; Agree, 2; Undecided, 3; Disagree, 4; and Strongly 

Disagree, 5. 

The pilot versions of the Attitudes Toward Future 

Technology Scale and Attitudes Toward Home Electronic Video 

Games Scale were statistically analyzed for reliability. 

SPSSx, Statistical Package for Social Sciences X - 1983 
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version, alpha model reliability was applied. A Cronbach's 

alpha was computed. For the total Future Technology Scale 

the alpha coefficient was .61. Negatively correlated items 

were eliminated from the scale. The alpha score with nega

tive items eliminated was .64. 

The Attitudes Toward Future Technology subscales were 

analyzed for reliability. Table II indicates subscales and 

appropriate alpha scores. Items were eliminated in the 

subscales when the removal of.the items improved the alpha 

score. The work subscale items needed to be rewritten 

completely since the it~ms were apparently assessing the 

opposite of what was desired. Examining the overall 

reliability and the reliability of the· subscales resulted in 

TABLE II 

ATTITUDES TOWARD FUTURE TECHNOLOGY SUBSCALE 
RELIABILITY 0N PILOT STUDY 

Number Alpha 
Sub Scales of Items Coefficient 

Education 13 .40 

Family 9 .19 

Leisure 3 .49 

Options 7 . 31 

\Jerk 9 - . 34 

Society 12 .57 
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retention of 15 items. Since the scales were to be read 

over the telephone the entire scale needed to be short, with 

each item clear and concise. Items were rewritten to be 

sure each statement was in the simplest language and sen

tence structure. The final version of the Attitudes Toward 

Future Technology Scale included 15 items, 11 po.sitive and 

4 negative, categorized by: education (4), sex differences 

(1), society (2), family (2), leisure (1), options (1) and 

work (4). The final form of the scales may be found in 

Appendix B. 

The items in the pilot version of the Attitudes Toward 

Home Electronic Video Games Scale were statistically ana

lyzed for reliability using the SPssx alpha model. For the 

total scale the alpha was .94~ Negatively correlated items 

were eliminated from the scale but did not result in a sig

nificant change in the alpha score (from a score of .94336 

to . 94577). 

The Attitudes Toward Home Electronic Video Games sub

scales were analyzed for reliability. Table III indicates 

alpha scores by subscales. Negatively correlated items were 

eliminated. Since the overall reliability was high those 

items with the highest total scale correlations were 

retained. In a subjective assessment of the items the 

researcher eliminated items believed to be of less impor

tance as determined by the review of literature. Rewriting 

the items for clarity and conciseness resulted in a final 

form. The final version of the Attitudes Toward Home 



TABLE III 

ATTITUDES TOWARD HOME ELECTRONIC VIDEO GAMES 
SUBSCALE RELIABILITY ON PILOT STUDY 

Number Alpha 
Sub Scales of Items Coefficient 

Society 4 .28 

Leisure 4 .60 

Family 3 .47 

Peers 5 • 51 

Values 15 .80 

Education 21 . 91 
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Electronic Video Games Scale contained 19 items, 10 positive 

and 9 negative, categorized by: Values (4), Leisure (2), 

·society (1), Family (1), Peers (2), and Education (9). 

(See Appendix B.) 

Content validity for the attitude scales was assumed on 

the basis of: a) the solicited expert judgment of profess-

ional home economists and counselors in determining the 

selection of items for the scales and wording of the items, 

b) incorporation of many items as a result of a pilot study 

done in November, 1983, and c) all of the conditions 

reflected in the attitude scales being selected from the 

literature relating to future technology and video games. 
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Reliability and Factor Analysis of Final Scales 

Attitudes Toward Future Technology Scale. The initial 

reliability analysis of the final version of the Attitudes 

Toward Future Technology Scale resulted in an alpha coeffi

cient of .52. Nunnally (1978) suggeste~ "in the early 

stages of research on predictor tests or hypothesized meas

ures of a construct ... reliabilities of • 70 or higher will 

suffice" (p.245). The future technology scale initially 

did not meet the reliability criteria. In an effort to 

strengthen the scale reliability several items were 

omitted. 

Factor analysis of the future technology scale had 

resulted in the fifteen items.clustering into six factors. 

One item (#24) needed to be rescored to reverse a negative 

factor loading. After varimax rotation, four items appeared 

to be weak items based on their overall factor loading. 

These items, #23, #25, #29, and #33 were therefore omitted. 

A subsequent factor analysis of the future technology scale 

with eleven items resulted in four factors. The first 

factor accounted for 19% of the variance; the second, third, 

and fourth factors accounted for 16%, 13%, and 10% respec

tively. The total variance accounted for was 58%. Table IV 

lists the scale items by factor with a tentative dimension 

title. 

Revision of the Attitudes Toward Future Technology 

Scale resulted in an alpha coefficient of .69 which would be 

acceptable according to Nunnally (1978). Spearman-Brown 
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TABLE IV 

FACTOR ANALYSIS OF ITEMS IN THE ATTITUDES 
TOWARD FUTURE TECHNOLOGY SCALE 

Work dimension 

Item 32 Parents need to be aware their 
children's future job market will 

55 

X SD 

be highly technical. 4.27 .59 

34 Knowledge of the computer keyboard 
will be an important work skill 
in the future. 4. 29 . 59 

35 Computers will have a tremendous 
influence on the future job 
market. 4.28 .62 

Factor 2 Benefits for children dimension 

Item 21 Computers help children understand 
the use of information. 4.07 .64 

22 Children who can program computers 
achieve a sense of accomplishment. 4.28 .60 

26 Computers will play an important 
role in the intellectual 
development of children. 3.97 .73 

Factor 3 Use of time dimension 

Item 28 The home owner could be in control 
of the environment in the home 
through the use of computer 
technology. 3. 74 . 89 

30 Future workers with work time freed 
by machines, computers and robots 
can spend time in other activities. 3.78 .71 

Factor 4 Unnamed 

Item 24 Computers and technical devices 
will play a large role in guiding 
our behavior in the future. 3.91 .97 
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TABLE IV (Continued) 

Factor 4 Unnamed (Continued) SD 

Item 27 Children using a computer cover the 
same material somewhat faster. 3.53 .77 

31 Our future society will offer indiv
iduals a wide variety of oppor-
tunities to express themselves. ·3.86 .69 

split-half reliability was .64. Additional development of 

the Attitudes Toward Future Technology Scale would be 

possible building on the dimensions resulting from factor 

analysis. 

Attitudes Toward Home Electronic Video Games Scale. 

The pilot version of this scale reflected a high reliability 

(.94). The final version of the Attitudes Toward Home Elec-

tronic Video Games Scale had an alpha coefficient of .89 for 

nineteen items. One item (#43), which was a problem item 

for the respondents during the interview, was omitted. The 

alpha coefficient for eighteen items remained .89; the 

Spearman-Brown split-half reliability was .88. 

Factor analysis of the video games scale resulted in 

three factors. The items composing these dimensions are 

noted in Table V. Factor one accounted for 20% of the 

variance, factor two 17%, and factor three 14% of the vari-

ance. The total variance accounted for was 51%. The 
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reliability and factor analysis of the Attitudes Toward Home 

Electronic Video Games Scale would indicate the scale is 

ready for use in future studies. 

Scoring for Scales. The Likert-style scale items which 

were worded positively were scored as follows: Strongly 

Agree, 5; Agree, 4; Undecided, 3; Disagree, 2; Strongly Dis

agree, 1. Negatively worded items were scored: Strongly 

Agree, 1; Agree, 2; Undecided, 3; Disagree, 4; Strongly Dis

agree, 5. The scores on the Attitudes Toward Future Tech

nology Scale could range from 15 to 75. The range of scores 

on the Attitudes Toward Home Electronic Video Games Scale 

TABLE V 

FACTOR ANALYSIS OF ITEMS IN THE ATTITUDES TOWARD 
HOME ELECTRONIC VIDEO GAMES SCALE 

Factor 1 Negative effect dimension 

Item 37 Playing video games is not a con
structive way for children to spend 

X SD 

free time. 3. 16 1. 04 

38 Video games encourage passive 
behavior. 3.13 .97 

39 Playing video games takes away 
from time families spent together. 2.93 1.15 

40 Children who play video games are 
isolating themselves from friends. 3.33 1.00 

48 Playing video games is detrimental 
to a child's school grades. 3.47 .89 
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Factor 1 Negative effect dimension (Continued) 

Item 50 Playing video games encourages 
violence. 

Factor 2 Unnamed 

Item 42 Video games are silly and 
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SD 

3.64 .86 

sense 1 es s . 3. 6 1 . 9 5 

44 Video games help children have 
knowledge about technology. 3.33 .98 

46 Playing video games helps children 
improve their eye movements. 3.95 .75 

47 Children's learning can be stimu-
lated by the use of video games. 3.65 .85 

53 Problem solving skills used in 
playing video games won't help in 
other activities. 3.51 .83 

54 Video games are an enjoyable alter-
native to boring television shows. 3.86 .76 

Factor 3 Skills dimension 

Item 36 Playing video games with another 
person teaches children how to 
handle competition. 3.57 .87 

41 Reaching a goal is one reason chil-
dren find video games appealing. 3.67 .75 

45 Playing video games helps children 
learn to cope with failure. 3.04 1.00 

49 Children who master video games 
gain confidence in their ability to 
master complex learning 
situations. 3.36 .89 

51 Video games are helping to change 
television from a passive to an 
active pastime. 3.49 .87 

52 Video games get people fascinated 
with problem solving. 3.48 .85 
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were from 19 to 95. The higher the score on the scale the 

more positive was the respondent's attitude toward the 

variable being measured. 

Interview Schedule 

In addition to the two scales described previously, an 

interview schedule was developed asking the following infor

mation: (1) number of children, (2) age of children, (3) 

sex of children, (4) whether or not the family owned a home 

electronic video game, (5) whether or not the family owned a 

home computer, (6) approval or disapproval of arcade video 

game playing and (7) parent's occupation, education and age 

range. 

Hollingshead's Two Factor Index of Social Position 

(1957) was used to ascertain the position individuals occupy 

in the societal status. The highest educational level of 

the main wage earner, weighted with a factor weight of four, 

plus the occupational level of the breadwinner, weighted 

with a factor weight of seven, combined to give an Index of 

Social Position. This index of social status did not 

require information about income which might be difficult to 

obtain in a telephone interview. Group I was the highest 

group and group V was the lowest group, but Hollinghead did 

not name the groups. 

All parents were asked open format questions about what 

they saw as the advantages and disadvantages of video game 

ownership, the most important reason(s) children play video 
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games and concerns about arcade game playing .. Owners of 

video games were asked: (1) what brand video game they 

owned, (2) satisfaction with the performance of their video 

game, (3) length of time they had owned the video game, 

(4) the number of video game units owned, (5) room in which 

the video game unit was located and (6) to estimate the 

average playing time per month the family used the video 

game unit. (See Appendix C.) 

Pattern of Use Log. A Pattern of Use Log was developed 

by the researcher to record the time spent playing video 

games. The log contained a place to record: date, who was 

playing, whether playing alone or with someone, name of 

video game played, time play started and stopped and highest 

score reached. (See Appendix C.) The Pattern of Use Log 

was mailed to families who owned video games to record their 

playing time for one week. A self-addressed, stamped 

envelope was included for the return of the log. 

Pilot Study. The final version of the attitude scales, 

interview schedule and Use Log were pilot tested with six 

families. Telephone interviews were conducted in the same 

manner as was proposed in the research design. The respond

ents were encouraged to comment on the interview process and 

questions. The pilot study process resulted in a change in 

the order of questions in the attitude scales and further 

refinement of the wording of the attitude statements and 

interview questions. The families also returned the Pattern 
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of Use Log which provided helpful information about the 

feasibility of its' use. The pilot study also provided the 

researcher with some experience in the interview process. 

The experience was helpful in gaining familiarity with the 

statements, terms and technique for recording responses. 

Analysis of the Data 

Responses to the two attitude scales and interview. 

questions were coded for computer analysis. The open format 

responses were categorized and numerically coded for ease in 

quantifying the answers. The Pattern of Use Log was coded 

for descriptive analysis and in addition was analyzed quali

tatively. The SPssx Statistical Package for the Social 

Sciences (1983) was used for analysis of the data. 

The Attitudes Toward Future Technology Scale and Atti

tudes Toward Home Electronic Video Games Scale were treated 

statistically with factor analysis and reliability tests. 

Frequency distributions were compiled for the description of 

the respondents and responses to the interview questions. A 

comparison of owners' and nonowners' responses to the 

interview questions was analyzed with an SPSSX Crosstabs 

procedure. The differences between the total scores of 

owners and nonowners on Attitudes Toward Future Technology 

and Attitudes Toward Electronic Video Games , number of 

children, sex and age of the target child and socioeconomic 

status of the parent were analyzed with at-test. The Pat

tern of Use Log was analyzed with descriptive statistics. 
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Hypotheses 

The following hypotheses were tested in the research. 

1. There will be no significant difference between 

owners of home electronic video games and non

owners concerning the following: 

a) perceptions of future technology as assessed 

by the Attitudes Toward Future Technology 

Scale. 

b) · attitudes toward home .electronic video games 

as assessed by the Attitudes Toward Home 

Electronic Video Games Scale. 

c) number of children in family. 

d) sex of the target child. 

e) age of the target child. 

f) socioeconomic status of family as measured 

by the main breadwinners occupation and level 

of education. 



CHAPTER IV 

QUANTITATIVE ANALYSIS OF THE RESULTS 

The purpose of this study was to examine whether owner

ship of a home electronic video game was associated with 

parents' attitudes toward future technology and parents' 

attitudes toward home electronic video games as assessed by 

instruments developed in this research project. This 

chapter presents the results of the study as analyzed quan

titatively. First will be a description of the sample. A 

discussion of the hypotheses will be presented in the next 

section. The frequency and distribution of the open format 

questions will be in the third section. Chapter V will 

discuss the results qualitatively. 

Description of the Parents and Families 

Table VI presents information describing certain of the 

parents' demographic characteristics. Mothers were the 

respondents 69% of the time and father were the respondents 

30% of the time. Also one grandfather, a guardian of the 

child, responded to the interview questions. Information 

about age, education and occupation was collected for both 

parents, not just the respondent. 

63 
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TABLE VI 

CHARACTERISTICS OF PARENTS 

Variable Classification Number Percent 

Sex of Male 71 30. 1 
respondent 

Female 165 69.9 

Parent role Father 70 29.7 
of respondent 

Mother 165 69.9 

Grandparent 1 .4 

Age of father 25-35 85 36. 0 
in family 

36-45 107 45.3 

46-55 17 7.2 

56-65 1 .4 

No information 26 11. 0 

Age of mother 25-35 139 58.9 
in family 

36-45 87 36. 9 

46-55 9 3.8 

No information 1 .4 

Education completed Grade school 1 .4 
by father in 
the family Some high school 3 1. 3 

High school 16 6.8 

Some college or 
technical school 64 27. 1 

Undergraduate 
degree 43 18. 2 

Graduate degree 83 35. 2 

No information 26 11.0 
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Education completed 
by mother in 
the family 

Occupational status 
of father in 
the family 

Occupational status 
of mother in the 
family 

TABLE VI (Continued) 

Classification 

Grade school 

Some high school 

High school 

Some college or 
technical school 

Undergraduate 
degree 

Graduate degree 

No information 

Student/full time 
at home 

Unskilled 

Semiskilled 

Skilled manual 

Clerical, techni
cian 

Administrative 
personnel, small 
business owner 

Business managers, 
lesser pro fess
ional s 

Higher executives, 
major profess
ionals 

No information 

Number 

2 

8 

48 

76 

49 

52 

1 

6 

2 

3 

31 

19 

52 

48 

49 

26 

Student 8 

Full time homemaker 75 

Unskilled 9 

65 

Percent 

.8 

3.4 

20.3 

32.2 

20.8 

22.0 

.4 

2.5 

.8 

1. 3 

13. 1 

8.1 

22.0 

20.3 

20.8 

11.0 

3.4 

31.8 

3.8 
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Occupational status 
of mother in the 
family 

(continued) 

Educational -
occupational 
classification* 

TABLE VI (Continued) 

Classification 

Semiskilled 

Skilled manual 

Number 

10 

7 

Clerical, technician 49 

Administrative 
personnel, small 
business owner 

Business manager, 
lesser profess
ionals 

Higher executives, 
major profess
ionals 

No information 

Group I 

Group II 

Group III 

Group IV 

Group V 

25 

47 

5 

1 

50 

83 

76 

22 

5 

66 

Percent 

3.0 

20.8 

10.6 

19.9 

2.1 

.4 

21. 2 

35.2 

32.2 

9.3 

2.1 

*Hollingshead's Two Factor Index of Social Position (1957). 

The fathers of the target child ranged in age from 25 to 55 

years with the majority (45%) of the fathers 36-45 years of 

age. The next largest group of fathers (36%) were 25-35 

years of age. The age range for the mothers of the target 

child was from 25 to 55 years of age; 59% were in the· 25-35 

age range. The next largest group of mothers (37%) was the 
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·36-45 age range. 

The interviewer asked for the level of education 

completed by the father and by the mother in the family. 

Over half (53%) of the fathers and almost half (43%) of the 

mothers had completed a college degree or graduate work. In 

addition 27% of the fathers and 32% of the mothers ·had 

attended some college or technical school. The parents were 

well educated individuals. Graduate degrees were held by 

both the mothers (22%) and fathers (35%). 

The occupational status of the fathers included the 

following percentages of the total group: administrative 

personnel and small business owners (22%), business managers 

and lesser professionals (20%) and higher executives and 

major professionals (21%). Sixty-three percent of the 

fathers were in the three upper occupational classes. The 

largest occupational grouping for the mothers was full-time 

homemaker (32%). For mothers the category clerical and 

technician (21%) and business manager and lesser profession

als (20%) were the next largest groups. Thirty-one percent 

of the mothers were in the upper occupational classes. 

Using the main breadwinners' education and occupation 

as an indicator of social class position 21% of this popula

tion would be class I (the highest possible class). The 

next highest groups would include class II, 35% and class 

III, 32%. The majority of this population might be categor

ized as middle and upper middle class. A very small propor

tion (11%) of the population would be considered to be in 
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the lower or upper lower class categories. 

The families are described in Table VII. The majority 

of the families (88%) were two-parent households; 11% were 

one-parent families. Among the respondents 63% owned home 

electronic video games and 37% were nonowners. Since the 

sample was selected with ten percent of each grade, kinder-

garten through seventh, the characteristics of the families 

reflect an equal distribution of the grade of the target 

children. The age of the target child was from 5 to 13 

years; eleven-year-olds were the largest group (17%) and 

nine-year-olds were next (15%). The sex of the target child 

was relatively evenly proportioned between male, 49% and 

female, 51%. The number of children in the family ranged 

from one to six with the majority of families reporting two 

children. 

TABLE VII 

CHARACTERISTICS OF FAMILIES 

Variable Classification Number 

Number of parents None 1 
in household 

One 27 

Two 208 

Ownership of video Nonowner 88 
game 

Owner 148 

Percent 

.4 

11.4 

88.1 

37.3 

62.7 
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TABLE VII (Continued) 

Variable Classification Number Percent 

Grade of target Kindergarten 32 13. 6 
child 

1 30 12.7 

2 30 12.7 

3 28 11. 9 

4 24 10.2 

5 27 11.4 

6 32 13. 6 

7 33 14.0 

Age of target 5 18 7.6 
child 

6 25 10.6 

7 32 13.6 

8 25 10.6 

9 35 14.8 

10 22 9.3 

11 41 17.4 

12 23 9.7 

13 15 6.4 

Sex of target Male 115 48.7 
child 

Female 121 51. 3 
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TABLE VII (Continued) 

Variable Classification Number Percent 

Number of children 1 22 

2 123 

3 62 

4 23 

5 4 

6 2 

Examination of Hypotheses 

The first hypothesis to be examined was: 

Hypothesis la: There will be no significant dif
ference between owners of home electronic video 
games and nonowners concerning the perceptions 
of future technology as assessed by the Attitudes 
Toward Future Technology Scale. 

At-test was used to determine if the difference 

9.3 

52.1 

26.3 

9.7 

1.7 

.8 

between mean total future technology scores for owners and 

nonowners of video games was significant. The highest pos-

sible score a respondent could attain was 75. A high score 

reflects a more positive perception of future technology. 

Table VIII provides the information that owners and non-

owners of home video games did not differ significantly in 

their mean total scores. Acceptance of future technology 

was not associated with ownership of a home electronic video 

game. Hypothesis la could not be rejected. 



TABLE VIII 

DIFFERENCES BETWEEN OWNERS AND NONOWNERS OF HOME VIDEO 
GAMES ACCORDING TO TOTAL FUTURE TECHNOLOGY SCORE 

Groups 

Nonowners 

Owners 

N 

88 

148 

Mean 

43.76 

44.10 

SD 

4. 39 

3.62 

t Value 

-0.60 .548 
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Information was also collected on owners and nonowners 

attitudes toward video games. The hypothesis stated: 

Hypothesis lb: There will be no significant dif
ference between owners of home electronic video 
games and nonowners concerning the attitudes toward 
home electronic video games as assessed by the 
Attitudes Toward Home Electronic Video Games Scale. 

Owners and nonowners of video games did differ significantly 

(£<.001) in their attitudes toward video games. The highest 

possible score on the scale would be 95. The higher score 

reflects a more positive attitude toward video games. 

Owners were more positive in their attitudes toward home 

electronic video games. Hypothesis lb would be rejected. 

The information in Table IX reflects the results of the 

comparison of mean total scores. 



Group 

TABLE IX 

DIFFERENCES BETWEEN OWNERS AND NONOWNERS OF HOME 
VIDEO GAMES ACCORDING TO TOTAL HOME ELECTRONIC 

VIDEO GAME SCORES 

N Mean SD t Value .E. 

Nonowner 

72 

88 

148 

56.75 

65.41 

10.22 

7.84 
-6.84 0.0001 

Owner 

The characteristics of a family that might be important 

in noting differences between owners and nonowners were 

examined. The first characteristic examined was the number 

of children in the family. 

Hypothesis le: There will be no significant dif
ference between owners of home electronic video 
games and nonowners concerning the number of child
ren in the family. 

As illustrated in Table X owners and nonowners were 

significantly different (.E_<.003) from each other in terms of 

the number of children in the family. Owners had a lower 

mean number of children than nonowners. However, it should 

be noted that the majority of the families (78%) had two or 

three children and only 12% of the sample had more than 

three children. Hypothesis le could be rejected. Caution 

should be exercised in discussing this finding. 



73 

TABLE X 

DIFFERENCES BETWEEN OWNERS AND NONOWNERS OF HOME VIDEO 
GAMES ACCORDING TO NUMBER OF CHILDREN IN FAMILY 

Group 

Nonowners 

Owners 

N 

88 

148 

Mean 

2.69 

2. 30 

SD 

1.04 

0.80 

t Value 

3.01 . 003 

The next hypothesis to be examined concerned the sex of 

the target child. 

Hypothesis ld: There will be no significant dif
ference between owners of home electronic video games 
and nonowners concerning the sex of the target child. 

The sex of the target child did not differ signifi-

cantly between owner and nonowner groups as noted in 

Table XI. Hypothesis ld could not be rejected. 

TABLE XI 

DIFFERENCES BETWEEN OWNERS AND NONOWNERS OF HOME VIDEO 
GAMES ACCORDING TO SEX OF THE TARGET CHILD 

Group N Mean SD t Value .E. 

Nonowners 88 1.57* 0.50 
1. 32 .190 

Owners 148 1.48* 0.50 

*Males were given a value of 1 and females a value of 2 in 
computer coding. 
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The sample was selected by targeting a particular child 

in a school population. The mean age of the target child 

was compared between owners and nonowners of home video 

games. The hypothesis stated: 

Hypothesis le: There will be no significant dif
ference between owners of home electronic video 
games and nonowners concerning the age of the 
target child. 

Results of at-test showed that owners and nonowners of 

home electronic video games were significantly (£<.001) 

different from each other according to the mean age of their 

target child. (See Table XII.) The mean age of the target 

child of the owners was older than the mean age of the non

owners target child. Hypothesis le would be rejected. 

TABLE XII 

DIFFERENCES BETWEEN OWNERS AND NONOWNERS OF HOME VIDEO 
GAMES ACCORDING TO AGE OF THE TARGET CHILD 

Group 

Nonowners 

Owners 

N 

88 

148 

Mean 

8.34 

9.37 

SD 

2.42 

2.23 

t Value 

-3.33 .001 

Hollingshead's Tw'o Factor Index of Social Position 

(Hollinghead, 1957) was used to measure socioeconomic 

status. The highest educational level of the main wage 
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earner, plus the occupational level of the breadwinner, 

combined to five an Index of Social Position. The owners 

and nonowners were then compared by social position. The 

hypothesis stated: 

~ypothesis lf: There will be no significant dif
ference between owners of home electronic video 
games and nonowners concerning the socioeconomic 
status of the family as measured by the main 
breadwinners occupation and level of education. 

The t-test was used to determine if a significant difference 

existed between the owners' socioeconomic status and the 

nonowners' socioeconomic status. No significant differences 

existed thus hypothesis If could not be rejected. Table 

XIII presents the statistical results for this hypotheses. 

TABLE XIII 

DIFFERENCES BETWEEN OWNERS AND NONOWNERS OF HOME VIDEO 
GAMES ACCORDING TO SOCIOECONOMIC STATUS 

Group N Mean SD t Value .P. 

Nonowners 88 2.46* 1.10 
1.08 .282 

Owners 148 2.30* 0.91 

*Socioeconomic status ranged from a high position of 1 to a 
low position of 5. 

\Jhen summarizing the statistical verification of the 

hypotheses one will note that owners of home electronic 
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video games differed significantly from nonowners in their 

attitudes toward home electronic video games. With regard 

to characteristics of the family, owners and nonowners 

differed significantly on number of children in the family 

and age of the target child. 

Responses to the Open Format Questions 

Sudman and Bradburn (1982) wrote about the open format 

question as "an absolutely essential tool when you are 

beginning work in an area and need to explore all aspects of 

an opinion area" (p.151). Since limited research had been 

located on home electronic video games the open format 

question was included to assist in determining possible 

future directions for research. The parents were asked to 

respond to four open format questions. Both owner and non

owner parents were asked what they thought might be advan

tages and disadvantages of owning a home electronic video 

game. The parents were also asked to respond to the ques

tion, what are the most important reason(s) children play 

home video games? The other question related to arcade 

video games and was worded, "In general, do you have any 

worries or concerns about arcade game playing?" 

Parents' comments were written down in their own words. 

After the interviewing was completed the responses were cat

egorized and the categories given a code number. Table XIV 

summarizes the advantages of owning a home video game 

according to owners and nonowners. 
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Nonowners' most frequent response was that they saw no 

advantages (45%) to owning a home video game. The second 

most frequent response was that home video games were viewed 

as another form of recreation (14.7%). Nonowners also men

tioned that home video games might stimulate eye-hand eoor

dination (9.8%), serve an educational purpose (5.9%) or 

develop specific skills (5.9%). The category labeled 

specific skills developed included comments such as: 

persistence, fine motor skills, increased concentration, 

speed of perception and learning how to control the knobs. 

By contrast only 4.9% of the owners commented there 

were no advantages to owning a home video game. Owners' 

most frequent response to the advantages of owning a home 

video game was a "form of recreation" (24.7%). The second 

most frequent response the owners listed was that the games 

"stimulated eye-hand coordination" (13. 3%). In addition, 

owners mentioned "for social purposes" (9.1%) and "family 

entertainment" (8.7%) as advantages of video games. 

Mitchell's (1983) study of twe·nty families reported similar 

responses. 

The responses to the question about what were disadvan

tages of owning a home video game were also extremely 

varied. Table XV presents the categories of disadvantages 

as mentioned by respondents. Nonowners' most frequently 

mentioned disadvantage was over-absorption in the video game 

playing (19.3%). This disadvantage was closely followed by 

both time taken from other activities (18.4%) and no 
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TABLE XIV 

OWNERS' AND NONOWNERS' PERCEPTIONS OF THE ADVANTAGES 
OF OWNING A HOME VIDEO GAME 

Response Category 

No advantage 

Stimulates eye-hand coordination 

Family entertainment 

Social purposes 

Educational purposes 

Another form of recreation 

Build confidence in self 

Baby-sitter 

Fun, relaxation 

Challenging 

Prefer family play video games 
at home 

Technology/computer 

Brought parent and child together 
to play 

Sportsmanship 

Specific skills developed 

Nonowner 
N %* 

46 

10 

3 

1 

6 

15 

3 

1 

5 

1 

2 

2 

0 

1 

6 

45.1 

9.8 

2.9 

1.0 

5.9 

14.7 

2.9 

1.0 

4.9 

LO 

2.0 

2.0 

0.0 

1.0 

5.9 

Owner 
N %** 

13 4.9 

35 13. 3 

23 8.7 

24 9 .1 

13 4.9 

65 24. 7 

7 2.7 

2 .8 

19 7.2 

4 1.5 

14 5.3 

9 3.4 

8 3.0 

4 1.5 

23 8.7 

T=l02 100% T=263 100% 

*Percent is the percentage of nonowners stating the 
response. 

**Percent is the percentage of owners stating the response. 
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disadvantages (19.4%). Time wasted (7.9%) and a need for 

for supervision or control by parents (6.1%) were the next 

most frequent responses. 

By contrast owners said most frequently that they saw 

no disadvantages to owning video games (37.5%). Owners were 

also concerned about over-absorption in video game playing 

(11.4%) but to a lesser extent than nonowners. There were 

also differences between nonowners and owners in their 

response to the disadvantage time taken from other activi

ties. Owners' mentioned this disadvantage less frequently 

(8.5%) than did nonowners (19.4%). Owners were much more 

aware of specific difficulties such as fighting between 

children (7.4%) and the fact that one cannot play a video 

game and watch television at the same time (6.8%). Table 

XV presents a summary of the disadvantages of owning a home 

video game reported by the subjects of this study. 

TABLE XV 

OWNERS I AND NONOWNERS I PERCEPTIONS OF THE DISADVANTAGES 
OF OWNING A HOME VIDEO GAME 

Response Category 

No disadvantages 

Takes away from family time 

Nonowner 
N %* 

21 

6 

18. 4 

5.3 

Owner 
N %** 

66 

3 

37. 5 

1. 7 



TABLE XV (Continued) 

Response Category 

Can't play a video game and 
watch television 

Time taken from other activities 

Fighting between children 
(who's first and which game) 

Over-absorption in video 
game playing 

Time wasted 

Money wasted 

Fad 

Competition 

Solitary activity 

Clutter in the house 

Needs to be controlled and/or 
supervised by parents 

Not suitable for more than 
two people 

Bad for television set 

Frustrating 

Violent 

Noisy 

Not related to computers 

Nonowner 
N %* 

3 

21 

1 

22 

1 

0 

2 

3 

1 

0 

9 

6 

4 

1 

6 

0 

7 

2.6 

18.4 

0.9 

19.3 

7.9 

5.3 

3.5 

.9 

5.3 

0.0 

6.1 

.9 

o.o 
1.8 

2.6 

.9 

0.0 

T=ll4 100% 
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Owner 
N %** 

12 

15 

13 

20 

3 

7 

7 

2 

2 

3 

7 

5 

1 

2 

2 

5 

1 

6.8 

8.5 

7.4 

11.4 

1. 7 

4.0 

4.0 

1.1 

1.1 

1. 7 

4.0 

2.8 

.6 

1.1 

1.1 

2.8 

.6 

T=l76 100% 

*Percent is the percentage of nonowners stating the 
responses. 

**Percent is the percentage of owners stating the response. 
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Table XVI reflects the parents' responses to the next 

open format question about why they think children play home 

video games. If the researcher had asked children the same 

question the responses might be quite different but the 

parents' opinions provided some interesting perceptions. 

Nonowners stated the fad (14.1%) and the challenge of the 

game (14.1%) as the reasons children played. The fascina

tion of the game (11.~%) and the characteristics such as 

action, noise, color and visual nature of the games (11.1%) 

were the next most frequent responses by nonowners. Owners 

also reported the challenge (18.8%) as a prime reason for 

video game playing. However, owners' ranked fun and enter-

tainment (15.3%) and the competition of the game (14.8%) as 

the next most important reason children play home video 

games. Table XVI presents more detailed information about 

the most important reasons children play home video games. 

TABLE XVI 

OWNERS' AND NONOWNERS' PERCEPTIONS OF THE MOST IMPORTANT 
REASONS CHILDREN PLAY HOME VIDEO GAMES 

Response Category 

Fad 

Challenge 

Competition 

Nonowners 
N %* 

19 

19 

12 

14. 1 

14. 1 

8.9 

Owners 
N %** 

18 7. 9 

43 18.8 

34 14. 8 



TABLE XVI (Continued) 

-Response Category 

Fun, entertainment 

To win 

Fascinating 

Similar to other activities 
they enjoy 

Social purposes 

Anybody can play; no skills or 
body type needed 

Way to spend time 

Sportsmanship 

Technology 

Visual nature, action, noise, 
colors of the games 

Child controls the game 

Specific skills developed 

Unsure 

Nonowners 
N %* 

11 

9 

15 

1 

1 

0 

11 

1 

4 

15 

4 

11 

2 

8.1 

6.7 

11.1 

.7 

.7 

0.0 

8.1 

.7 

3.0 

11.1 

3.0 

8.1 

1.5 
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Owners 
N %** 

35 15. 3 

21 9. 2 

17 7.4 

4 1. 7 

4 1. 7 

4 1. 7 

9 3.9 

1 .4 

8 3. 5 

13 5.7 

6 2.6 

11 4.8 

1 .4 

T=l 35 100% T=229 100% 

*Percent is the percentage of nonowners stating the 
response. 

**Percent is the percentage of owners stating the response. 

Table XVII presents the comparison of responses between 

owner and nonowner parents when asked about arcade video 
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games. Th.is open format question sought to explore the 

parents' concerns (or worries) about video arcades or video 

game rooms. The nonowners' prime concern was with the money 

wasted (21.1%). The next most frequent comments were that 

the parent had no concerns (17.2%) about arcades and that 

parents needed to supervise or control (13.3%) the frequent

ing of arcades. Similarly, owners were also very concerned 

about the money wasted (28.1%). Owner parents' second most 

frequent comment was that they had no concern about arcades 

(18.7%). Their third greatest concern was the clientele 

(12.3%) of the game room. In summary, owner and nonowner 

parents were generally very similar in their main concerns 

about video arcades or game rooms. 

The responses to the open format statements provided a 

wide variety of opinions by the parents. Comparing owners 

and nonowners, owners perceived more advantages to home 

video game ownership and emphasized the fun, recreation and 

family entertainment aspects of ownership. Perhaps not sur

prisingly, nonowners did not view ownership as an advantage. 

However, they did concede that the games might be another 

form of recreation. 

Owners did not particularly view home video game owner

ship as a disadvantage and yet agreed with nonowners in that 

they shared a concern centered on over-absorption of child

ren in playing video games. With regard to the reasons 

children play home video games, owners and nonowners stated 

the challenge of the game was important. Owners then 
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emphasized the fun and entertainment aspect whereas non-

owners stated game playing was a fad and just fascinating. 

Finally in stating their concerns about video arcades or 

game rooms owners and nonowners both mentioned the money 

wasted first and next that they had no concerns about 

TABLE XVII 

OWNERS' AND NONOWNERS I CONCERNS 
ABOUT ARCADES OR GAME ROOMS 

Response Category Nonowners 
N %* 

No concerns 22 17.2 

Parents need to supervise 
and control 17 13.3 

Too much time spent at it 11 8.6 

Money wasted 27 21.1 

Takes away from other activities 2 1.6 

Clientele 13 10.2 

Not a constructive way 
to spend time 14 10.9 

Environment of game room 8 6.3 

Peer pressure 1 .8 

Lack of social interaction 1 .8 

Types of games 3 2.3 

Reputation of game room 2 1.6 

Location of game room 0 0.0 

Owners 
N %** 

38 18. 7 

22 10.8 

10 4.9 

57 28.1 

3 1.5 

25 12.3 

13 6.4 

17 8.4 

4 2.0 

1 .5 

2 1.0 

2 1.0 

2 1.0 



85 

Table XVII (Continued) 

Response Category Nonowners 
N %* 

Owners 
N %** 

Not as well supervised as 
parents would like 

Have a video game at home 

7 

0 

5.5 

0.0 

3 

4 

1.5 

2.0 

T=l28 100% T=203 100% 

*Percent is the percentage of nonowners stating the 
response. 

**Percent is the percentage of owners stating the response. 

arcades. Thus in the samplest freely expressed attitudes 

and opinions about home and arcade video games both owner 

and nonowners had some clear similarities and some 

important differences. 

The open format questions provided a rich source of 

information in regard to attitudes toward home electronic 

video games. The responses provide additional depth and 

variety to the research. The high response rate to the 

research study and the parents' receptiveness and eagerness 

to respond to the open format questions would seem to indi

cate these parents' willingness to discuss video games and 

express their opinions. 



CHAPTER V 

QUALITATIVE ANALYSIS OF THE RESULTS 

Differences between owners and nonowners were examined 

in the discussion of the hypotheses in Chapter IV. This 

chapter will discuss the qualitative results gleaned from 

the interview process. The respondents' comments about the 

attitude scale items and the interview questions give 

further impressions and information. The second section in 

this chapter provides additional descriptive information 

about video games and computers that was not part of the 

hypotheses. The third section discusses the results of the 

Pattern of Use Log. The Pattern of Use Log results are 

descriptive and provide a profile of the subsample family's 

playing of home electronic video games. 

Interview Process 

Although parents are very busy people, the telephone 

interview was a very viable way to reach parents. Most 

respondents appeared to be willing to express their atti

tudes and opinions about video games. The high response 

rate (96%) supports this statement. In addition, the inter

viewer subjectively felt most parents were accepting and 

positive, as opposed to hostile or negative about being 

86 
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interviewed. Care had to be taken to keep the telephone 

interview to a reasonable length; another subjective measure 

of parents' willingness to respond. 

However, one problem did arise. The research design 

proposed that in two-parent households the selected respond

ent would alternate between mothers and fathers. Although 

the interviewer asked for the father when telephoning alter

nate families, the father was not always willing to respond 

to the interview questions or the attitude scales. When the 

father answered the telephone, which was not as frequently 

as the mother, he might comment "I'll let you talk to my 

to my wife" or "you need to talk to my wife." Obviously it 

was not possible to get an equal representation of mothers 

and fathers, when fathers were unwilling to respond. 

An advantage of a telephone interview was the unre

stricted comments made by interviewees. The Attitudes 

Toward Future Technology Scale elicited opinions about some 

specific items. One respondent did not like the idea of 

computers guiding our behavior but did not disagree with the 

possibility that this might happen. Other parents would 

agree with a predicted technological trend and then indicate 

"they hoped that didn't happen." With regard to children's 

use of the computer one respondent r.emarked he did not 

approve of the computer's playing a role in the intellectual 

development of children. Along the same line at the end of 

the interview one mother commented "computers are good 

things but, elementary children don't need to learn to use 
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them; they need to learn to use their brain first." Parents 

expressed many opinions, some of them conflicting. 

The future technology scale item "Future workers with 

work time freed by machines, computers, and robots, can 

spend time in other activities" (/110) elicited an interest

ing array of responses. Some believed this might ·happen but 

they weren't sure how good that would be because individuals 

needed something to do. A similar response was that "humans 

had a need to grow and change" and that may or may not be 

facilitated by the computer. The same item, along with item 

#13 '~orkers will not be totally replaced by robots in 

American factories," triggered responses about unemployment 

and technology taking over more people's jobs. Summarizing 

the points of view about the attitudes toward future 

technology were two comments made at the close of the inter

view. One father commented "technology could take over and 

he would not like to see that happen" and on the other hand 

another parents' opposing statement was "(I) don't see tech

nology out of control; the computer will be used as a tool 

to help us expand our thinking and horizons." 

The parents' response to scale items on the Attitudes 

Toward Home Electronic Video Games Scale were primarily of 

such a nature as to be considered qualifiers of the items. 

For instance, video game play "could" be addictive, game 

playing "doesn't necessarily" take away from family time, 

certain games "might" help children's learning or "might" 

encourage violence. For instance the statement (#13) 



"Playing video games is detrimental to a chj_ld's school 

grades" elicited qualifying comments such as: "depends 
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on how much it is played," "video games are in the same 

category as television" and "homework must be done first." 

The most frequent response the parents made about home 

video game playing was that "parents need to control and 

supervise" the child's playing time. At least twenty-five 

parents made such a comment directly and others alluded to 

it by comments about "depends on how much the games are 

played." One parent phrased it slightly differently and 

stated "if parents have taught restraint children will do 

O.K." Thus the parents are reporting the need for control 

and supervision of video game playing. 

Opinions expressed about video games in general 

include: "dislike(s) video games in general," "very 

anti-video game," "video games drive the mother crazy," 

''~ideo games are not how they want their children to spend 

their time." In addition freely expressed comments 

indicated differences of opinion between husband and wife or 

family and relatives. For instance one father commented his 

mother-in-law bought the home video game and the father 

"disapproved of video games completely." One parent stated 

the wife and husband do not agree on video games. Other 

ways disagreement was apparent were statements that "the 

unit was purchased by the husband and the wife wasn't con

sulted." The parent who responded to the telephone inter

view and attitudes scales may or may not have been the 



90 

parent who purchased or approved of the purchase of the 

unit. The higher mean total Attitudes Toward Home Elec

tronic Video Games Scale score for owners might indicate the 

parent who approved of video games was the respondent but 

such a question was not directly asked. The arrival in the 

home of a video game unit was not necessarily a decision 

agreeable to all. 

Three parents' comments about their child's use of 

video games lent support to the limited research on video 

games. One child had a brain tumor and the family used a 

video game unit as an activity for the daughter to regain 

brain function. In another family a daughter had a car 

accident and had been in a coma. The parents had, on their 

own initiative, used the video game to help her to recover 

her brain function. A mother also remarked that her son had 

learning disabilities and the video game playing, along with 

other activities, seemed to have aided him in his learning 

processes. Cobb's (1982) research on the use of video games 

with stroke victims would be supported by these individuals' 

comments. 

The unsolicited comments from the telephone interview 

not only supported the parents' willingness to express 

opinions and be interviewed, but also provided a wide vari

ety of responses. A person-to-person interview, as opposed 

to a written instrument, provided additional insight into 

parents' behavior and attitudes. Probing into some of the 

respondents' remarks allowed the additional depth of 
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information that may be useful in future research. 

Additional Descriptive Information 

Exploratory research projects give rise to many 

questions to which researchers desire answers. In an effort 

to limit the time of the interview to ten to fifteen minutes 

many possible questions were omitted. However the related 

l~terature suggested a few additional questions to ask. 

Table XVIII presents the distribution of the responses. 

TABLE XVIII 

VIDEO GAME INFORMATION ABOUT OWNERS OF 
HOME VIDEO GAMES 

Variable Categorization Number 

Brand of video Atari 120 
game 

Intellivision 14 

Texas Instrument 5 

Odyssey 2 

Colecovision 4 

Don't Know 2 

Satisfaction Yes 131 
with video 
game unit No 14 
performance 

Percent 

81.6 

9.5 

3.4 

1.4 

2.7 

1.4 

90.3 

9.7 



Variable 

Number of years 
owned video 
game 

Room in which 
video game 
unit is 
loc·ated 

Average family 
video game 
usage per 
month 

TABLE XVIII (Continued) 

Categorization 

Less the one year 

One to two years 

Over two years 

Living room 

Den 

Family room 

Recreation room 

Game-TV room 

Study 

Children's room 

Bedroom 

Spare bedroom 

Parent's bedroom 

Child's bedroom 

Kitchen 

1 or 2 times a month 

1 or 2 times a week 

3'or 4 times a week 

Everyday 

Number 

35 

70 

43 

50 

15 

18 

3 

6 

2 

9 

13 

3 

3 

24 

2 

50 

46 

31 

15 

92 

Percent 

23.6 

47.3 

29.1 

33.8 

10.1 

12.2 

2.0 

4.1 

1.4 

6.1 

8.8 

2.0 

2.0 

16.2 

1.4 

35. 2 

32.4 

21.8 

10.6 

The majority of the owners of video game units had 
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Atari brand video games (81.6%). The second, but far less 

frequent brand, was Intellivision (5.9%). Even though a 

fairly new electronic device the vast majority (90.3%) of 

owners were satisifed with their game unit. The few who 

were dissatisfied most frequently mentioned the joy sticks 

as the part of the unit that had malfunctioned. 

The largest number of families had owned their game 

unit one to two years (47.3%). The majority of families had 

only one (94.5%) game unit but some of those with multiple 

units still had a Pong game, the first video game. Video 

game units were located in many rooms of the home. The 

living room housed the largest proportion (33.8%) of the 

units followed by the child's bedroom (16.2%). Living room, 

family room, recreation room, and den combined were the 

location for 58.1% of the game units. Bedrooms of all types 

housed 29% of the game units. One might say the video game 

units were usually in a place typically open to all the 

family members, a social setting. 

The parents were asked to estimate, in one month's 

time, how much their family used their video game unit. 

Most of the families used their unit once or twice a month 

(35.2%), followed by once or twice a week (32.4%). Some 

parents commented during the interview, they thought there 

ought to be a category between those two groupings. Only 

10.6% of the families used their game unit every day. 

Parents also commented the weather and a new game cartridge 

effected how much the video game unit was played. 
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The parents were also asked if they owned a home com

puter. (See Table XIX.) The majority (53%) did not, al

though 21.6% responded they planned to own a home computer. 

Sixty families (25.4%) owned home computers. In questioning 

the parents further about how their children used the home 

computer, at least twenty parents indicated their children 

played games on the computer. Interestingly then, even if a 

child did not have access to a home video game they might 

have access to a home computer on which to play games. 

TABLE XIX 

HQ,JE COMPUTER OWNERSHIP OF CMNERS AND NONOWNERS 
OF HOME VIDEO GAMES 

Variable Categorization Number 

Home Computer No 125 
Ownership 

Yes 60 

Not Yet 51 

Percent 

53. 0 

25.4 

21. 6 

As noted in Table XX, in an effort to compare opinions 

of parents about arcades or game rooms with parents atti-

tudes toward home electronic video games, parents were asked 

the following: "On a scale of 1 to 5, with 1 being defin

itely no, and 5 being definitely yes, do you approve of your 
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TABLE XX 

ARCADE GAME PLAYING APPROVAL OF RESPONDENTS 

Variable Categorization Number Percent 

Apprqval of Definitely no 43 18.2 
arcade game 
playing No 41 17.4 

Maybe 66 28.0 

Yes sometimes 52 22.0 

Definitely yes 34 14 .4 

children playing video games in arcades?" The greatest 

number of parents said maybe (28%) and the mean of 2.97 

indicates a fairly even distribution. The most common 

additional comment about arcades again related to parental 

supervision. Chapter IV included the material about 

parental concerns about arcades. 

Pattern of Use of Home Electronic Video Game.s 
By Video Game Owners 

During the telephone interview 148 (63%) of the parents 

indicated they owned a home electronic video game. In order 

to determine how families used home video games the owner-

parents were asked if they were willing to have their family 

record their family's video game playing for one week. 

Some parents indicated they did not use their home video 

game unit enough (35% of the owners used their video game 
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once or twice a month) to record video game use. A few 

children had. just received their report cards and were not 

allowed to play home video games. Other reasons mentioned 

for not recording their home video game use included: the 

television set was broken, at present the video game was not 

in operation, the family was in the process of moving resi

dences and the video game unit was broken. The telephone 

interviews were conducted from January through March and as 

the weather improved parents indicated their children were 

playing outside more and not playing home video games. Thus 

the response to the question about completing a Pattern of 

Use Log resulted in 85 Use Logs being mailed out. 

Thirty-four Use Logs were returned by the families; 

four families had not played but returned the blank log. 

The follow-up postcard and telephone call reminded families 

to return the Use Log. Of some significance perhaps was 

that during the follow-up telephone call the interviewer was 

told by 18 (21%) of the families reached that the video game 

unit had not been used during the weeks period when video 

game use was to be recorded. One reason for the small 

number of completed Pattern of Use Logs was that families 

had not used their home electronic video game. Only the 

families who mailed back the Pattern of Use Log are included 

in the following discussion about video game use. 

The families (see Table XXI) that returned the Pattern 

of Use Log had from one to four children with 59% (N=20) of 

the families composed of two children. The age of the 
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target child ranged from 6 to 13; 18 of the target children 

were males, 16 were females. The families who completed the 

the Pattern of Use Log tended to have parents who were 

educated beyond high school and who would be classified as 

middle to upper social class. 

TABLE XXI 

CHARACTERISTICS OF FAMILIES RESPONDING TO THE USE LOG 

Variable Classification Number Percent 

Number of One 1 2.9 
parents 

Two 33 97.1 

Age of target 6 2 5.9 
child 

7 3 8.8 

8 6 17.6 

9 3 8.8 

10 3 8.8 

11 7 20.6 

12 6 17.6 

13 4 11. 8 

Sex of target Male 18 52.9 
child 

Female 16 47.1 

Number of 1 2 5.9 
children 

2 20 58.8 



98 

TABLE XXI (Continued) 

Variable Classification Number Percent 

Number of 3 11 32.4 
children 

4 1 2.9 

Number of males 1 2 5.9 
in household 

2 19 55.9 

3 10 29.4 

4 3 8.8 

Number of females 1 10 29.4 
in household 

2 18 52.9 

3 6 17.6 

Age of father 25-35 years 10 29.4 
in family 

36-45 years 20 58.8 

46-55 years 3 8.8 

No information 1 2.9 

Age of mother 25-35 years 16 47.1 
in family 

36-45 years 16 47.1 

46-55 years 2· 5.9 

Education High school 2 5.9 
completed 
by father Some college or 
in family technical school 10 29.4 

Undergraduate degree 8 23.5 

Graduate degree 13 38. 2 

No information 1 2.9 



Variable 

Education 
completed 
by mother 
in family 

Occupational 
status 
of father 
in family 

Occupational 
status 
of mother 
in family 

Occupational 
status 
of mother 
in family 

TABLE XXI (Continued) 

Classification 

High school 

Some college or 
technical school 

Undergraduate degree 

Graduate degree 

Unskilled 

Skilled manual 

Number 

6 

12 

10 

6 

1 

5 

Clerical, technician 1 

Administrative personnel, 
small business owners 12 

Business managers, 
lesser professionals 6 

Higher executive, 
major professionals 8 

No information 1 

Student 

Full time homemaker 

Unskilled 

Semiskilled 

Skilled manual 

Clerical, technician 

Administrative personnel, 

1 

11 

1 

2 

1 

7 

small business owners 5 

Business managers, 
lesser professionals 5 

Higher executives, 
major professionals 1 

99 

"Percent 

17.6 

35. 3 

29.4 

17.6 

2.9 

14.7 

2.9 

35. 3 

17.6 

23.5 

2.9 

2.9 

32.4 

2.9 

5.9 

2.9 

20.6 

14.7 

14.7 

2.9 
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TABLE XXI (Continued) 

Variable Classification Number Percent 

Educational- Group I 8 23.5 
occupational by 
classification* Group II 10 29.4 

Group III 14 41. 2 

Group IV 2 5.9 

*Hollingshead's Two Factor Index of Social Position (1957). 

Families were asked to complete the Use Logs in an 

effort to determine who played and how much time was spent 

playing home video games. Four families returned the 

Use Log blank indicating the home video game had not been 

used in one weeks time. There was great variation in use by 

the remaining families. Table XXII presents a summary of 

the video game use. 

TABLE XXII 

FAMILIES RETURNING THE PATTERN OF USE LOG: FREQUENCY OF 
USE BY WEEK, DAY AND NUMBER OF GAMES 

Variable 

Family use of 
video game 

Classification 

No Use 

Use 

SD Number Percent* 

4 

30 

11. 8 

88.2 
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TABLE XXII (Continued) 

Variable Classification x SD Number Percent* 

Number of days 0 3.67 2.06 1 3.3 
video games 
were played 1 3 10. 0 
in one week 

2 7 23.3 

3 3 10. 0 

4 7 23.3 

5 3 10. 0 

6 1 3.3 

7 5 16.7 

Number of times 1-7 10. 7 3 12.78 14 46.7 
played a week 

8-14 11 36. 7 

15-21 3 10. 0 

21 and over 2 6.7 

Number of times 1-4 4.27 3. 82 21 70.0 
played a day 

5-8 6 20.0 

10-17 3 10. 0 

Number of 1 4.23 2.79 4 13.3 
different 
games played 2 5 16. 7 

3 6 20.0 

4 2 6.7 

5 6 20.0 

6 2 6.7 

7 2 6.7 

8 1 3.3 



Variable 

Number of 
different 
games played 

TABLE XXII (Continued) 

Classification 

10 

13 

*excludes missing values 

102 

SD Number Percent* 

1 

1 

3.3 

3.3 

In seven days the average (mean) number of days video 

games were played was 3.67 days. The number of times video 

games were played in one week ranged from one to seventy; 

the average number of times piayed was 10.73. The average 

number of times video games were played in one day was 4.27; 

the range was from 1 to 17 times. The number of different 

games played r_anged from ·one to thirteen; three and five 

games were the most frequently reported number of different 

games played. Table XXIII lists the most frequently played 

games. Pac-Man was the most frequently played followed by 

Circus Atari. There were 9 games played between 5 and 8 

times; 23 were played between 2 and 4 times and 16 games 

were played only 1 time. 
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TABLE XXIII 

MOST FREQUENTLY PLAYED HOME VIDEO GAMES 

Game Number of times played 

Pac-Man· 34 

Circus Atari 23 

Dragon Fire 22 

Donkey Kong 20 

Miss le Command 17 

Dig Dug 17 

Ms Pac-Man 16 

Video Pinball 15 

Atari Variety 12 

Smurf 9 

Game playing time was calculated in minutes to more 

easily allow comparisons. Some families recorded the use, 

but not the amount of minutes played. Table XXIV presents 

the information for all 34 families returning the Pattern of 

Use Log. Table XXV presents the playing time for those fam

ilies who used the video game unit in one weeks time (30 

families). By comparison Table XXVI reports the playing 

time only for the family members who played. Some family 

members playing times were difficult to interpret. 

Therefore the playing times can only be reported as 
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approximations or estimates. 

TABLE XXIV 

TOTAL AMOUNT OF VIDEO GAME PLAYING TIME FOR ALL FAMILIES 
RETURNING THE PATTERN OF USE LOG 

Total Time Per 
Category Range in N Time in Family Unit 

Minutes Minutes in Minutes 

Total time played 0-580 34 4613 135.7 
per week 

Time played with 0-220 34 634 18.6 
friend 

Time played with 0-338 34 1113 32.7 
same sex 

Time played with 0-195 34 797 23.4 
opposite sex 

Time played by 0-220 34 691 20. 3 
guest 

Time played with 0-125 34 450 13.2 
parents 

Time played by 0-189 34 629 18.5 
mother 

Time played by 0-235 34 1014 29.8 
father 

Time played by 0-315 34 1638 48.2 
girls 

Time played by 0-430 34 2435 71.6 
boys 

Time played alone 0-294 34 2619 77.0 
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For all respondents to the Pattern of Use Log, the 

family's total playing time ranged from Oto 580 minutes, 

with the average playing time being 135.7 minutes (2 hours, 

16 minutes) per week. For all thirty-four families in the 

group, fathers (29.8 minutes) played more than mothers 

(18.5 minutes), boys (71.6 minutes) played more than girls 

(48.2 minutes). However,. time played alone (77 minutes) was 

the largest amount of average time per family unit. By 

breaking these times down even further it can be projected 

that more time was spent playing with the same sex (32.7 

minutes) which could have included an adult and child as 

well as child with child. By comparison opposite sex play

ing time was only 23.4. minutes. 

The information in Table XXV includes only those thirty 

families who played their home electronic video game in the 

week they recorded the playing time. One family played but 

did not record the number of minutes. The time block that 

was the most frequent response was 31 to 60 minutes ·(26. 7%) • 

Again more time was spent playing with the same sex (M=31.1 

minutes) than the opposite sex (~=26.6 minutes). The 

largest category was the time played alone (~=87.3 minutes) 

followed by the 81.2 _minutes average playing time for boys. 

Time spent playing home video games with parents (~=15 min

utes) was relatively low. For twenty-three of the thirty 

families no parent played with the child. 

The average time in minutes, presented in Table XXVI, 

is much higher. This table gives data only for those 
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players in families who played home video games and recorded 

their time. In comparison to what previously had been 

mentioned, more playing time was spent with the opposite 

sex (~=79.7 minutes) than the same sex (M=74.2 minutes). 

Average time playing with friend (~=63.4 minutes) and hy a 

guest (~=57.6 minutes) are also much higher than in the 

previous tables. However, only ten friends and twelve 

guests played in these family units. Boys had the highest 

average time, 116 minutes, followed by time spent playing 

alone, 100.7 minutes. Very few mothers (7) and fathers (11) 

played in the thirty families recording their home video 

game playing time. 

The home video game playing time needs to be viewed 

cautiously since the sample is very small and four families 

returned the Pattern of Use Log with no playing time for the 

week. Of those families who did return the Use Log home 

video game playing varied greatly. The largest amount of 

time spent playing tended to be time played alone. Boys 

played more than girls. This finding would be consistent 

with Mitchell's (1983) data. Although owners may have 

reported an advantage of ownership of home video games as 

family entertainment, home video games are difficult to play 

as or in a group. This subgroup of sample families tended to 

play more individually or with one other family member, 

usually a child with a child. Cautious interpretation of 

this data would seem to indicate that home electronic video 

game playing is kept in perspective and does not consume 
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inordinate amounts of time either by individuals or total 

family units. 



TABLE xxv 

VIDEO GAME PLAYING TIME FOR ALL FAMILY 
UNITS WHO PLAYED HOME VIDEO GAMES 

Range in x • Number of Time in Category Minutes in Minutes SD Families 30 minute Number Percent 
Blocks 

Total time played 0-580 153.8 148. 0 30 No time 1 3.3 
per week 

- 30 3 10.0 

31 - 60 8 26.7 

61 - 90 6.7 

91 - 120 0 o.o 

121 - 150 3 10.0 

151 - 180 3 10.0 

181 - 210 3 10.0 

211 - 240 1 3.3 

241 - 270 2 6.7 

271 - 300 0 o.o 

301 - 580 4 13. 3 

Time played with 0-220 21.1 51. 5 30 No time 20 66.7 
friend 

- 30 4 13. 3 

31 - 60 4 13. 3 

61 and over 2 6.7 I-' 
0 
00 



TABLE xxv (Continued) 

Range in· x Number of Time in 
Category Minutes in Minutes SD Families 30 minutes 

Blocks 
Number Percent 

Time played with 0-338 37.1 80.8 30 No time 15 50.0 
same sex 

1 - 30 8. 26.7 

31 - 60 3 10.0 

61 and over 4 13.3 

Time played with 0-195 26.6 54.4 30 No time 20 66.7 
opposite sex 

1 - 30 5 16.6 

31 - 60 0 0.0 

61 and over 5 16.7 

Time played by 0-220 23.0 50.9 30 No time 18 60.0 
guest 

1 - 30 5 16.7 

31 - 60 5 16.6 

61 and over 2 6.7 

Time played with 0-125 15.0 37.1 30 No time 23 76.7 
parents 

1 - 30 4 13. 3 

31 - 60 0 o.o 

61 and over 3 10.0 ,-.... 
0 
I.D 



TABLE xxv (Continued) 

Range in x Number of Time in 
Category Minutes in Minutes SD Families 30 minute Number Percent 

Blocks 

Time played with 0-189 21. 0 51. 4 30 No time 23 76.7 
mother 

0 - 30 3 10.0 

31 - 60 0 0.0 

61 and over 4 13. 3 

Time played with 0-235 33.8 61. 4 30 No time 19 63.3 
father 

0 - 30 3 10.0 

31 - 60 2 6.7 

61 and over 6 20.0 

Time played by 0-315 54.6 80.1 30 No time 12 40.0 
girls 

0 - 30 7 23.3 

31 - 60 3 10.0 

61 and over 8 26.7 

Time played by 0-430 81. 2 104.8 30 No time 9 30.0 
boys 

0 - 30 2 6.7 

31 - 60 7 23.3 

61 and over 12 40.0 
...... 
...... 
0 



Category 

Time played 
alone 

Range in 
Minutes 

0-294 

x 
in Minutes 

87.3 

TABLE XXV (Continued) 

Number of Time in 
SD Families 30 minutes 

Blocks 

90.5 30 No time 

0 - 30 

31 - 60 

61 and over 

Number 

4 

7 

5 

14 

Percent 

13. 3 

23.4 

16.6 

46.7 

...... 

...... 

...... 



TABLE XXVI 

VIDEO GAME PLAYING TIME BY FAMILY UNIT: 
ONLY RESPONDENTS WHO PLAYED 

Category Range in x Number of Time in 
Minutes in Minutes SD Families 30 minute Number Percent 

Blocks 

Total time played 13-580 159.1 146. 8 29 0 - 30 3 10.3 
per week 

31 - 60 8 27 .6 

61 - 90 2 6.9 

91 - 120 0 o.o 

121 - 150 3 10.4 

151 - 180 3 10.3 

181 - 210 3 10.4 

211 - 240 1 3. 4 

241 - 270 2 6. 9 

271 - 300 0 0.0 

over 301 4 13. 8 

Time played with 8-220 63.4 74.6 10 0 - 30 4 40.0 
friend 

31 - 60 4 40.0 

61 and over 2 20.0 

Time played with 5-338 74.2 102.8 15 0 - 30 8 53. 3 I-' 
same sex I-' 

31 - 60 3 20. 0 Iv 



TABLE XXVI (Continued) 

Range in x Number of Time in 
Category Minutes in Minutes SD Famil,ies 30 minute Number Percent 

Blocks 

61 and over 4 26.7 

Time played with 8-195 79.7 69.5 10 0 - 30 5 50.0 
opposite sex 

31 - 60 0 0.0 

61 and over 5 50.0 

Time played by 4-220 57.6 67.0 12 0 - 30 5 41. 5 
guest 

31 - 60 5 41. 5 

61 and over 2 16.7 

Time played by 10-125 64.3 54.3 7 0 - 30 4 57.l 
parents 

31 - 60 0 0.0 

61 and over 3 42.9 

Time played with 10-189 89.9 74.5 7 0 - 30 3 42.9 
mother 

31 - 60 0 0.0 

61 and over 4 57.1 

Time played with 8-235 92.2 70.7 11 0 - 30 3 27.3 
father I-' 

31 - 60 2 18.2 I-' 
w 

61 and over 6 54.5 



TABLE XXVI (Continued) 

Range in x Number of Time in 
Category Minutes in Minutes SD Families 30 minute Number Percent 

Blocks 

Time played by 7-315 91. 0 86.3 18 0 - 30 7 38.9 
girls 

31 - 60 3 16.7 

61 and over 8 44.4 

Time played by 10-430 116. 0 108. 0. 21 0 - 30 2· 9.5 
boys 

31 - 60 7 33.4 

61 and over 12 57.1 

Time played 3-294 100.7 89.9 26 0 - 30 7 26.9 
alone 

31 - 60 5 19.3 

61 and over 14 53.8 



CHAPTER VI 

SUMMARY AND CONCLUSIONS 

The purpose of this research was to examine whether 

ownership of a home electronic video game was associated 

with parents' attitudes toward future technology and atti

tudes toward home electronic video games. An additional 

purpose was to determine the pattern of use of home electro

nic video games among owner families. Two attitude scales 

were constructed to assess parents' attitudes. These were 

titled Attitudes Toward Future Technology and Attitudes 

Toward Home Electronic Video Games. A Pattern of Use Log 

was also developed to be completed by families owning home 

video games. 

The random sample was selected by targeting ten percent 

of the population of elementary and middle school children 

in the Stillwater, Oklahoma, school system. During the 

early months of 1984, the parents of the target child were 

interviewed by telephone. Parents were asked to respond to: 

two attitude scales, a series of interview questions about 

home electronic video games and a series of questions 

designed to gather demographic information about the sample. 

The parents in the sample were well-educated individuals, in 

the middle and upper social class as determined by main wage 

115 
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earners occupation and education. The majority of the 

households were two-parent families; more mothers than 

fathers were willing to be interviewed. The majority of the 

families had two children. 

A subgroup of owners of home electronic video games 

were asked during the telephone interview if their family 

would complete a Pattern of Use Log. The owner families 

recorded information for one week about home video game 

play. Information collected included: the number of times 

the unit was played, what time of day the unit was played 

and for how long, who played and which games were played. 

The respondents who completed the Pattern of Use Log were 

similar to the subgroup of owners in demographic 

characteristics. 

Content validity of the constructed scales was assumed 

based on: the scale items reflected the relevant litera

ture, the expert opinion of judges and a pilot test of the 

scales. The reliability analysis of the final form of the 

Attitudes Toward Future Techology Scale resulted in an alpha 

coefficient of .52. Factor analysis of the scale resulted 

in fifteen items clustering to six factors. Refinement of 

the scale by omission of weak items resulted in an alpha 

coefficient of .69 and four factors accounted for 58% of 

the variance. 

The final form of the Attitudes Toward Home Electronic 

Video Games Scale, after factor analysis yielded three 

factors. The three factors accounted for 51% of the 



variance. The alpha coefficient for reliability of the 

video game scale was .89 for eighteen items. 
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The t-test was used to determine the differences 

between the means of the total scores of the owners and non

owners of home electronic video games on the Attitudes 

Toward Future Technology score and Attitudes Toward Home 

Electronic Video Games score. The t-test was also used to 

examine differences between selected family characteristics 

of owners and nonowners. Following are the results of the 

statistical analysis. 

1. There is no significant difference between owners 

of home electronic video games and nonowners on total 

Attitudes Toward Future Technology scores. The researcher 

proposed that owners would be.more receptive to computers 

and other technological innovations in the human constructed 

environment. As assessed by the Attitudes Toward Future 

Technology Scale owners and nonowners did not differ 

significantly in their attitudes. 

2. There is a significant difference between owners of 

home electronic video games and nonowners on total Attitudes 

Toward Home Electronic Video Games scores. Owners of home 

video games had a higher mean score as assessed by the atti

tude scale. The more positive attitude of the owner parents 

toward home electronic video games may have allowed the fam

ily members to be influenced by a new leisure time device. 

The human behavioral environment of owner families included 

a home electronic video game which could influence the 
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development of the humans in the household. 

3. Regarding the characteristics of the family, there 

was a significant difference between owners of home 

electronic video games and nonowners in number of children 

in the family and age of the target child. Owner families 

had a lower mean number of children although this informa

tion should be viewed cautiously since the majority of 

families had two children. The mean age of the target child 

was higher in families who owned home video games. Through

out the family life cycle the age of the children tends to 

influence the families' leisure activities (Crandall et al., 

1980) and this may also influence video game ownership 

decisions by parents. 

4. There were no significant differences between 

owners of home electronic video games and nonowners in the 

family characteristics of sex of the target child and socio

economic status. The education and occupational status of 

the breadwinner did not differ between owners and nonowners. 

The descriptive information in response to the open 

format questions indicated some distinct differences as well 

as some similarities between owners and nonowners of home 

video games. Owners and nonowners were of the opinion that 

home video games might stimulate eye-hand coordination, be 

another form of recreation, serve an educational purpose or 

develop specific skills. However, nonowners most frequently 

reported no advantages to owning a home video game. Owners, 

on the other hand, mentioned the advantages of fun, 
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recreation and family entertainment. In res~onse to the 

question about disadvantages of home video games owners most 

frequently reported no disadvantages; nonowners were con

cerned about overabsorption in video game playing. 

Parents' perceptions of why children play home video 

games varied somewhat between owners and nonowners. 

Nonowners mentioned video games were a fad and fascinating 

as reasons for playing video games. Owners reported the 

challenge and fun and entertainment as the reasons children 

play video games. Owners and nonowners were alike in their 

concern about the money wasted playing video games in 

arcades or game rooms. 

The ecosystems approach for studying home electronic 

video games was further supported by the respondents' 

comments about parental control. A frequent comment during 

the interview was the need for parents to control the 

children's video game play. The parental intervention in 

the individuals' behavior within the family affects the 

child's near environment and further reinforces the family 

values. A possible area for future research would be to 

explore the variable of parental_ control and a family's 

access to new technology or new entertainment forms. 

The Pattern of Use Log results indicated a wide range 

of time spent playing home video games, from Oto 580 min

utes per week. Home video game playing did not dominate any 

of the subgroup of families responding to the Use Log. 

Video game play time was predominately a child's activity 
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and most of the time it was a solitary activity. The sub

group of families completing the Pattern of Use Log appeared 

to have kept home video game playing in perspective. 

Conclusions 

On the basis of the results of this study, the follow

ing conclusions seem valid: 

1. Owners and.nonowners of home electronic video games 

did not differ in their attitudes toward future technology 

as measured by the scale developed by the investigator. The 

scale items typically were agreed with by the great majority 

of respondents as reflected by the item means and standard 

deviations. The respondents _generally agreed the predicted 

technological advances might occur even if they personally 

did not like the prediction. Perhaps they did not perceive 

future technology as something they, as individuals, had 

much control over. 

Further thought needs to be given concerning the re

sults which were not significant. The research was intended 

to explore a fairly new area, video games. One variable 

thought to be related to video game ownership was attitudes 

toward future technology. Perhaps the concept of future 

technology was too abstract in comparison to the more speci

fically focused home video game ownership. Why a person 

owns a home video game may be effected by other factors. 

These could include concepts such as leisure orientation, 
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income and media influence. Perhaps, as the findings seem 

to imply, a person's attitudes toward future tchnology have 

little connection to attitudes toward the purchase and 

ownership of home electronic video games. 

Many of the Attitudes Toward Future Technology Scale 

items related to children'~ exposure and experiences with 

computers. As a technology of the future, computers are 

predicted to be an important part of the real world. Some 

parents commented during the interview that, in their 

opinion, there was no connection between computers and home 

video games. Naisbitt (1982) has suggested technological 

innovations, computers, could follow a line of least resist

ance particularly in the leisure realm. New technology 

would be less threatening in.the pleasure aspect of our 

lives than in our jobs. A few parents at least see no 

connection between technology in the leisure realm and com

puters. Again, in this study future technology did not 

prove to be an appropriate variable to discriminate between 

owners and nonowners. 

The sample in this research reported a fairly high 

level of education. It has been noted that people with 

higher educational backgrounds tend to view the future 

differently than do those with little education. Perhaps 

this highly educated sample was more in agreement with the 

predicted technological trends. A population with a greater 

representation of people with little education might have 

had different attitudes toward future technology. 
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In addition, persons from lower socioeconomic levels 

have less of a future orientation and are more present

oriented. As supported by research data, middle and upper 

class persons plan and prepare for the future which is 

reflected in their money management practices and retirement 

choices. By contrast lower socioeconomic classes are more 

present-oriented; these people tend to live for today. The 

attitude scale that was developed did not measure the future 

orientation of the respondent. An area that might have been 

examined would be the future orientation of the parent. A 

sample population which included greater numbers of 

respondents from lower and broader socioeconomic levels 

could be surveyed to note attitudes toward home video games, 

video game ownership and future orientation. 

Using the ecosystem framework for this research project 

suggested that there was an interaction between the family 

and the human constructed environment through the ownership 

of a home video game. Family system theory suggests 

families vary in their openness to the outside environment. 

Famlies could conceivably be viewed as being on a continuum 

of open to closed in their receptiveness to external influ

ence. Further consideration might be given to the variable 

of openness to the external environment and how such a vari

able might relate to home video game ownership. 

2. Owners and nonowners differed significantly in 

their Attitudes Toward Home Electronic Video Games, as 

measured by the scale constructed by the researcher. As 



123 

might be expected owners were positive in their attitudes 

toward home video games. Based on the responses to the 

attitude scale, comments during the interview process, and 

responses to the open format questions, owner parents did 

not view the presence in the home of a video game as a nega

tive influence on the family. It is not known if the 

owners' attitudes were more positive about home video games 

before the purchase of a unit or if the presence in the home 

of the unit contributed to a more positive attitude. A 

follow-up study of the nonowners of home video games could 

ascertain if they purchased a game unit and how such a pur

chase related to their previous attitudes toward home video 

games. 

3. Ow'ner parents generally viewed home video games as 

an advantage for their family to own. Parents frequently 

mentioned advantages such as the challenge of the game, com

petitlon, fun and entertainment aspects of video game owner

ship. In the opinion of owner parents video game playing 

also contributed to specific skills such as eye-hand coor

dination and persistence with a task. 

4. Nonowner parents in this sample also appeared to be 

content with their decision not to own a home video game. 

These parents saw no particular reason to own a home video 

game aside from warding off pressure from their children to 

own a game unit. Current trends, as reflected in game unit 

sales and game cartridges, may indicate that the video game 

fad may be diminishing. A later study with these families 
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would help clarify whether a video game unit was purchased 

and the decision processes leading to such purchases. 

5. Contrary to public media speculation, none of the. 

group of owner families in this study appeared to have be

come video game "addicts." When asked the question how much 

the family unit played video games per month, the most fre

quent response was "once or twice a week" or, even less than 

this amount. The Pattern of Use Log response clearly indic

ated that many video game units were never played during the 

one week period the video game use data was to be recorded. 

Further, the Pattern of Use Log results clearly indicate a 

moderate amount of family home video game playing per week; 

a moderate amount being one to four playing times per week. 

Parents reported game unit usage was high when it was 

new and increased when a new game cartridge was purchased. 

The suggestion that video games are a fad would tend to be 

supported by these comments. Overall, in this sample, the 

families appear to have kept home video game playing in 

perspective. 

6. Although the owner families reported that one 

advantage was family entertainment, very little of the play

ing time reported by the families recording their game use 

was family time. Occasionally parents, usually the father, 

played with their children. Most often children played 

alone, with each other or with a friend. Parents commented 

during the interview that the family had infrequent 

"tournaments" or that the whole neighborhood occasionally 
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congregated to play. However, the Pattern of Use Log data 

did not indicate any tournament play during the week use was 

recorded. Based upon this particular sample it would appear 

that home video games did not have any significant influence 

on either increasing or decreasing joint family time and 

interaction. 

7. The study found that ortly two characteristics of 

the family were significantly related to home video game 

ownership. These were: age of the target child and number 

of children in the family. The mean age of the target child 

was older in owner families. Perhaps older schoolage 

children may be more interested in home video games as a 

form of recreation. This higher interest on the part of the 

older target children may relate to their increasing small 

muscle coordination and to their cognitive development. 

Older schoolage children thus have the physical and intel

lectual capacity to develop their skill at playing video 

games. The increasing skill reinforces both the achievement 

of the skill and the feeling of success. Both would tend to 

relate to the possibility that home electronic video game 

playing builds self-esteem. 

An additional factor to be considered which relates to 

the age of the target child is the area of supervision and 

control on the part of the parents. Many parents commented 

that there was a need to control and supervise home video 

game play. Older schoolage children, perhaps through 

socialization, would be likely to be aware of their parent's 
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expectations for their behavior and use of time. Parents 

might perceive a need for less supervision and control of an 

older child. Further support for this point might come from 

our examination of the data collected to determine the 

position in the family of the target child. Is the target 

child the oldest of younger siblings or the youngest child 

of older siblings? Further research into home video game 

ownership, the age of the child, and family developmental 

stage would appear to be a distinct area to examine for 

purposes of further refining the general findings of this 

study. 

8. The telephone interview yielded information that 

might also lead to future research. These owners and non

owners reported being satisfied with their video game owner

ship. Yet occasionally the respondent would remark that 

there was a difference of opinion between the spouses. The 

parent who responded to the interview may or may not have 

been the parent who approved of the purchase of the home 

video game unit. Further inquiry into the decision making 

process surrounding the purchase of the game unit might 

provide information about the following: which parent 

suggested the purchase, were children influential in the 

purchase decision, what part did media influence play in the 

decision, who actually went to the store to buy the unit and 

how mutually satisfied are the mother and father with the 

decision after it is made. Similar information about the 

purchase of a home computer would perhaps give some 
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comparable data about family's decisions. Such family 

decision making process information would give further data 

about the difference of opinion between the spouses and 

provide data related to power and influence in the family. 

9. This research was an exploratory study. By defini

tion, an exploratory study seeks to overview, generally, a 

broad area of a fairly recent trend, problem, or topic. 

Further, an exploratory study that serves its purpose well 

will raise questions worthy of more detailed further 

research. 

This study generally meets the criteria of an 

exploratory study. The population in the study was selected 

at random by targeting children in kindergarten through 

seventh grades. The parents of the target children were the 

respondents. The parent respondents had high educational 

and occupational levels. If this sample of parents is 

representative, then home electronic video games seem to be 

a problem to families of no greater or lesser a degree than 

is perhaps television. Families tend to not abuse the 

technology of home electronic video games. Children are 

apparently not becoming addicted to home electronic video 

games. Family dynamics are seemingly not radically changed 

by owning or not owning a game unit. A decision to own or 

not own a game unit seems to be based on attitudes, which 

are either for or against; there seem to be few parents that 

are indifferent or neutral about the value of video games. 
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While these trends, among others, are indicated, these 

trends are still, at best, tentative. Obviously, as.time 

passes these trends can be better validated or altered. As 

suggested earlier in this conclusion section, there are 

still significant questions or be answered. These include: 

replication with a sampling of a more hetergeneous 

population of subjects; a closer look at the home video game 

relationship to leisure, usage primarily by older children 

of owners, specific advantages and/or disadvantages as 

measured by behavior, rather than stated opinion; and, the 

family decision making process among family units to 

purchase or not purchase game units. These serve as only 

examples of further potentially useful refinements of this 

study. 

Implications for Future Research 

Home electronic video game plating may or may not con

tinue with the same intensity as it had one or two years 

ago. However, further examination of the patterns of pur

chase and use of home electronic video game ownership and 

home computer ownership might support Naisbitt's (1982) sug

gestion that a technological device follows the line of 

least resistance. A video game unit, a leisure time device, 

may serve as an introduction to home computers or other 

technological innovations in the families. Perhaps these 

owner families have used home video games as an introduction 

to technology. A later study of the same families might 
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yield information to support this point. 

A salient area for future research might be that of 

parental control. Perhaps nonowners differ from owners in 

their willingness to control video games after the unit is 

in the home. Perhaps nonowners exercise a different form of 

control and management of the family unit. The money man

agement practices of the family might also be a way parents 

exert control over children's activities. 

A third area for future research might be the leisure 

time activities of the family ecosystem. Home electronic 

video game playing may be just one of the many different 

devices family's use for recreation. Or it may be that the 

more global work-leisure value regulates whether a parent 

allows the child leisure activities. The "work before play" 

ethic in some households could mean very little leisure time 

is acceptable. Home electronic video game playing may also 

be related to a family's television viewing behavior. 

Mitchell's (1983) study reported the activity most influ

enced by video game playing was television viewing time. 

Differences did exist between owners of home electronic 

video games and nonowners. Future research might examine 

other reasons for these differences in an effort to better 

understand families and technology. 
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PILOT VERSION 

ATTITUDES TOWARD FUTURE TECHNOLOGY SCALE 

Future Technology Directions: 

The following are statements about attitudes toward future technology. Future 
technology is being defined as "the application of scientific knowledge and research 
to develop products which eliminate hand operations or improve processes which increase 
productivity at s,11ae point· yet to come.,.. Please indicate the degree to which you agree 
or disagree with each statement by circling the appropriate letter. The response code 
is: SA•Strongly Agree; A•Agree; U•Undecided; D•Disagree; SD•Strongly Disagree. 

SA A 11 D SD 1, Today's parents can predict the work 011portunities their children 

may have as adults. 

SA A U D SD 2. In the future individuals will select. the information they want 

rather than having it selected for them by the newspapers and 

television. 

SA A U D SD 3. The influence of computers on the future job market is overrated. 

SA A U D SD 4, Workers will increasingly be replaced by robots in American 

factories. 

SAAUDSD 5. Technological devices will play a large role in guiding our 

behavior in the future. 

SA A U D SD 6. 

SA A 11 D SD 7, 

SA A U D SD 8. 

SA A U D SD 9. 

SA A U D SD 10. 

Computers help children understand the concept of systems. 

Compute~s help children understand the use of information. 

ChiliLren who can program computers achieve a sense of control. 

Computers provide intense, visual learning experiences. 

The person who knows dw.language of computers will have a skill 

needed for future jobs. 

SA A U D SD 11. Parents will be able to have more control of their.child's 

education through personal computers. 

SA A U D SD 12. Computers will play an important role in the intellectual 

development of children. 

SA A U D SD 13. Knowledge of the computer keyboard will be an important work 

skill in the future. 

SA A U D SD 14. Computerized instruction in the classroom will encourage children 

to be self-centered. 

SA A U D SD 15. Technology as a major focus in our society is beyond human control. 

SA A U D SD 16. Laisure time will be greatly increased in the future society. 

SA A U D SD 17. More future homes will have an appliance to provide educational 

programs and personal finance information •. 

SA A U D SD 18. Computer literary will be a basic survival skill in our future 

society. 
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Future Technology 2 

SA A U D SD 19. Future workers liberated by machines, computers, and robots, 

can work and spend time in other activities. 

SA A U D SD 20, The. society of the future will offer individuals a wide variety 

of opportunities for self-expression. 

SA A U D SD 21. Computer technology will take all the subjective/feeling dimension 

out of decisions. 

SA A U D SD 22. The computer will dehumanize au: society. 

SA A U D SD 23. Children need to learn coping skills far living in the changing 

world of the future. 

SA A U D SD 24. ·Learning ta choose wisely among alternatives will be more 

important far children in the future. 

SA A U D SD 25. Children will need ta learn different ways of thinking ta use 

and program the· computers. 
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SA A U D SD 26. Computer technology makes it possible to intrude on an individual's 

privacy. 

SA A U. D SD 27. 

SA A U D SD 28. 

SA A U D SD 29. 

SA A U D SD 30. 

SA A U D SD 31. 

Interactive or two-way television will be available in most homes 

in the future. 

In the future robots will perform routine chores in businesses. 

Females are more anxious than males about working with computers. 

Most blue collar jabs will be filled with robots in the future. 

A jab skill for the .future will be one related to building and 

maintaining robots. 

SA A U D SD 32. There is little need to be future oriented. 

SA A U D SD 33. In the near future machines will be available that type directly 

·from a persons spoken word. 

SA A U D SD 34. In the future classroom most instruction will be acquired at the 

computer console. 

SA A U D SD 35. The home of the future will have a voice activated computer that 

controls utilities and home appliances. 

SA A U D SD 36. Ignorance of computers will cause people to be illiterate in the 

future. 

SA A U D SD 37. The home-centered life of the future will be mind expanding 

because of world-wide communication networks. 

SA A U D SD 38. People are fearful of computers. 

SA A U D SD 39. Teleshopping. a technology that allows one to shop from home, 

will be c0111111on in the future. 

SA A U D SD 40. Home based shopping will enable customers to select exactly 

what they want and have it made to order. 



Future Technology 

SA A U D SD 41. !'!any people believe technology is no longer under their 

control. 

SA A U D SD 42.. Automatic teller machines and computerization of bank 

records will encourage banking from home in the future. 

SA A U D SD 43. Children using a computer cover the same mate:.:ial somewhat 

faster. 

SA A U D SD 44. N- cOJml.Ul.ications technology offers the possibility of· 

distributing specialized information to small special 

interest groups. 

3 

SA A U D SD 45. In the future, workers will need to be periodically retrained 

as their jobs are outdated by technology. 

SA A U D SD 46. In order to serve human needs technology needs to be under the 

control of people. 
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SA A U D SD 47. Children need to help parents understand the excitement of computers. 

SA A U D SD 48. The home of the future will have an "electronic hearth" around 

SA A U D SD 49. 

SA A U D SD SO. 
SA A U D SD 51. 

SA A U D SD 52. 

SA A U D SD 53. 

which a family will work and play. 

The home owner will be in complete control of the enviromnent 

in the·home through the-use of microcomputer technology. 

Electronic games are America's fastest growing sport. 

A computer is a new technological gadget for people to own. 

Children using a COIIIJIUter like to learn. 

Today's parents are not rearing their children for living with 

future technology. 

SA A U D SD 54. Technology is a tool which will allow us to do some of the things 

that we've always wanted to do. 



PILOT VERSION 

ATTITUDES TOWARD HOME ELECTRONIC VIDEO GAMES 

Video Game Directions: 

The following are statements about home electronic video games. A home electronic 
video game has been defined as "a programmable electronic device that attaches to and 
functions through the television set." Trade names of home electronic video games 
include: Atari, Intellivision and. Colecovision. 

Please indicate the degree to which you agree or disagree with each statements 
by circling the appropriate letter. The response code is: SA•Strongly Agree; A•Agree; 
U•Undecided; D•Disagree; SD-Strongly Disagree. 

SA A U D SD 

SAAUDSD 

1. Home electronic video games are primarily played because they 
are entertaining. 

2. Home electronic video games encourage an attitude of violence in 

players. 

SA A U D SD 3. Home electronic video games do not help children have knowledge 

about technology. 

SA A U D SD 4. Mastery at playing home electronic video games helps children 

have a higher status in their peer group. 

SA A U D SD 5. Playing home electronic video games takes away from time families 

spend together. 

SA A U D SD 6. Playing home electronic video games does not stimulate children's 

creativity. 

SA A U D SD 7. Playing home electrQnic video games together allows parents and 

children to be 011 an equal level. 

SA A U D SD 8. Chidlren who play home electronic video games are isolating 

themselves from peers. 

SA A U D SD 9. Video games played at home are more acceptable than the video 

games played in arcades. 

SA A U D SD 10. Playing home electronic video games helps children learn to think 

ahead. 

SA A U D SD 11. 

SA A U D SD 12. 

SA A U D SD 13. 

Children become addicted to playing home electronic video games. 

Playing home electronic video games is a way to unwind and relax. 

By mastering a home electronic video game children can feel 

better about themselves. 
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SA "A U D SD 14. The aggressive content of home electronic video games is contributing 

to a violent society. 

SA A U D SD 15. Home electronic video game playing helps children improve their 

reflexes. 

SA A U D SD 16. Home electronic video games do not help children learn to use their 

intuition. 
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SA A U D SD 17. Home electronic video games do not help children learn to cope 

with failure. 

SA A U D SD 18. Home electronic video games are an enjoyable alternative to 

boring television shows. 

SA A U D SD 19. Home electronic 7ideo games are an electronic fad. 

SA A U D SD 20. Children play home electronic video games when they need to be 

doing their homework. 

SA A U D SD Zl. Playing home electronic video games encourages violence and 

aggression. 

SA A U D SD 22. Rome electronic video games are silly and senseless. 

SA A U D SD 2.3. Playing home electronic video games does not help children 

improve their eye movements. 

SA A U D SD 24. Home electronic video games encourage children to sit and be 

passive. 

SA A U D SD 25. Instant satisfaction of impulses is encouraged when children play 

home electronic video games. 

SA A U D SD 26. Usual.ly home electronic.video games are not a common interest 

for children and teenagers. 

SA A U D SD 27. Playing home electronic video games is not a constructive way 

for children to spend free time. 

SA A U D SD 28. Strategies used in piaying home electronic video games will be 

useful in future jobs in business. 

SA A U D SD 29. Reaching a goal is one reason children find home electronic video 

games appealing. 

SA A U D SD 30. Trying ·to improve your own score is one reason home electronic 

video games are appealing. 

SA A U D SD 31. It is hard for a group of people to play home electronic video games. 

SA A U D SD 32. Home electronic video games are useful with children who have 

learning problems. 

SA A U D SD 33. Home electronic video games·help children learn patience. 

SA A U D SD 34. Home electronic video games encourage passivity. 

SA A II D SD 35. Children who skillfully operate a home electronic video game will 

have an easier time adjusting to programming a computer. 

SA A U D SD 36. Children's learning can be. stimulated by the use of home electronic 

video games. 

SA A U D SD 37. Playing home electronic video games is detrimental to school grades. 

SA A U D SD 38. Parents use home electronic video games as a baby sitter. 
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SA A U D SD 39. Home electronic video games are not an effective way to test 

coordination skills. 

SA A U D SD 40. Part of the appeal of home electronic video games is that they 

involve skill. 

SA A U D SD 41. Children who master home electronic video games gain confidence 

in. their ability to master complex learning situations. 

SA A U D SD 42. Eye-finger coordination is developed by playing home electronic 

video games. 

SA A U D SD 43. Children enjoy the challenge presented by home electronic video 

games. 

SA A. U D SD 44. Home electronic video games are helping to change television 

frOlll a passive to an active pastime. 

SA A U D SD 45. Home electronic video game playing may discharge aggression in 

a socially unacceptable way. 

SA A U D SD 46. Peer acceptance can be developed better in organized group 

activities than by playing home electronic video games. 

SA A U D SD 47. The challenge of playing home electronic video games is one way 

to motivate children to learn. 

SA A U D SD 48. Playing home electronic video games with another person allows 

ch;ildren the opportunity to learn how to handle competition in 

a positive way. 

SA. A U D SD 49. Home electronic video games can increase a sense of inadequacy 

in women. 

SA A U D SD SO. Problem solving skills utilized in playing home electronic video 

games are not transferred to other activities. 

SA A U D SD 51. Home electronic video games are a natural progression from 

television to computer literacy. 

SA A U D SD 52. Home electronic video games get people fascinated with problem 

solving. 

SA A U D SD 53. Home electronic video games are far removed from reality. 
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FINAL VERSION 
ATTITUDES TOWARD FUTURE TECHNOLOGY SCALE 

SA A U D SD 

SA AUD SD 

SA AUD SD 

SA AUD SD 

SA AUD SD 

SA AUD SD 

SA A U D SD 

SA AUD SD 

SA A U D SD 

1. Computers help children understand the 

use of information. 

2. Children who can program computers achieve 

a sense of accomplishment. 

3. Females are more uncomfortable than males 

about working with computers. 

4. Computers and technical devices will play 

a large role in guiding our behavior in 

the future. 

S. Many people believe technology is no 

longer under their control. 

6. Computers will play an important role in 

the intellectual development of children. 

7. Children using a computer cover the· same 

material somewhat faster. 

8. The home owner could be in control of the 

environment in the home through the use 

of computer technology. 

9. Today's parents are not rearing their 

children for living with future 

technology. 

SA AUD SD 10. Future workers with work time freed by 

machines, computers, and robots, can 

spend time in other activities. 
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SA AUD SD 11. Our future society will offer individuals 

a wide variety of opportunities· to express 

themselves. 

SA AUD SD 12. Parents need to be aware their children's 

future job market will be highly 

technical. 

SA AUD SD 13. Workers will not be totally replaced by 

robots in American factories. 

SA AUD SD 14. Knowledge of the computer keyboard will 

be important work skill in the future. 

SA AUD SD 15. Computers will have a tremendous influence 

on the future job market. 
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FINAL VERSION 
ATTITUDES TOWARD HOME ELECTRONIC VIDEO GAMES SCALE 

SA AUD SD 

SA AUD SD 

SA AUD SD 

SA AUD SD 

SA AUD SD 

SA AUD SD 

SA AUD SD 

SA AUD SD 

SA AUD SD 

1. Playing video games with another person 

teaches children how to handle 

competition. 

2. Playing video games is not a constructive 

way for children to spend free time. 

3. Video games encourage passive behavior. 

4. Playing video games takes away from time 

families spend together. 

5. Children who play video games are 

isolating themselves from friends. 

6. Reaching a goal is one reason children 

find video .games appealing. 

7. Video games are silly and senseless. 

8. A child's acceptance by their friends can 

be developed better in organized group 

activities than by playing video games. 

9. Video games help children have knowledge 

about technology. 

SA AUD SD 10. Playing video games helps children learn 

to cope with failure. 

SA AUD SD 11. Playing video games helps children improve 

their eye movements. 

SA AUD SD 12. Children's learning can be stimulated by 

the use of video games. 
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SA AUD SD 13. Playing video games is detrimental to a 

child's school grades. 

SA AUD SD 14. Children who master video games gain con

fidence in their ability to master complex 

learning situations. 

SA AUD SD 15. Playing video games encourages violence. 

SA AUD SD 16. Video games are helping to change tele

vision from a.passive to an active 

pastime. 

SA AUD SD 17. Video games get people fascinated with 

problem solving. 

SA AUD SD 18. Problem solving skills used in playing 

video games won't help in other 

activities. 

SA AUD SD 19. Video games are an enjoyable alternative 

to boring television shows. 
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INTERVIEW SCHEDULE 

Hello! Is this the parent of ? I am -------
calling from Oklahoma State University to get information 

from parents on their attitudes toward future technology and 

home electronic video games and video game ownership. Your 

telephone number was drawn in a random sample of elementary 

and middle school parents in Stillwater. A letter was sent 

to you last week indicating that we would be calling. Did 

you receive the letter? If you can locate the orange 

response card it will be helpful in answering some 

statements. The questions I need to ask only take a few 

minutes. Is this a convenient time to talk? (Yes or No) 

What time would be convenient for me to call back? (note 

time and date) 

If you have any questions after I finish my interview I 

would be happy to answer them. If you would like some 

information about our results I will send them to you when 

they are ready. 

Is this a home which has two parents residing in the home? 

No (single parent family) 

Yes If Yes, 

I need to talk to the father/mother in this home. 

(alternate) 

Is this person home? Could I speak to them? When 

might I call and be able to reach them? (note time and 

day) 

Respondent - --- Mother Father 
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Please tell me the ages, sex and name of all your children 

residing at home. 

Age Sex Name 

I would like to have you respond to a series of statements 

about future technology. (Future technology is being 

defined as "the application of scientific knowledge and 

research to develop products which eliminate hand operations 

or improve processes which increase productivity at some 

point in time yet to come.") There are no right or wrong 

answers; you are simply telling me how you feel about the 

statements. Respond to each statement with one of the 

following responses. STRONGLY AGREE, AGREE, UNDECIDED, 

DISAGREE, STRONGLY DISAGREE. The orange response card in 

your advance letter gave you the choices. 

ATTITUDES TOWARD FUTURE TECHNOLOGY STATEMENTS 

1. Computers help children understand the use of 

information. 

2. Children who can program computers achieve a sense of 

accomplishment. 

3. Females are more uncomfortable than males about working 

with computers. 

4. Computers and technical devices will play a large role 

in guiding our behavior in the future. 

5. Many people believe technology is no longer under their 

control. 



6. Computers will play an important role in the 

intellectual development of children. 

7. Children using a computer cover the same material 

somewhat faster. 
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8. The home owner could be in control of the environment in 

the home through the use of computer technology. 

9. Today's parents are not rearing their children for 

living with future technology. 

10. Future workers with work time freed by machines, compu

ters, and robots, can spend time in other activities. 

11. Our future society will offer individuals a wide 

variety of opportunities to express themselves. 

12. Parents need to be aware their children's future job 

market will be highly technical. 

13. Workers will not be totally replaced by robots in 

American factories. 

14. Knowledge of the computer keyboard will be an important 

work skill in the future. 

15. Computers will have a tremendous influence on the 

future job market. 

The next series of statements concerns your attitudes toward 

home electronic video games. 
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A home electronic video game has been defined as a 

"computerized electronic device that attaches to and works 

through the television set." Trade names of games include: 

Atari, Intellivision and Colecovision. Please respond to 

each statement with the same response code we used above 

STRONGLY AGREE, AGREE, UNDECIDED, DISAGREE, AND STRONGLY 

DISAGREE. Each time I use the word video game I am 

referring to home electronic video game. 

ATTITUDES TOWARD HOME ELECTRONIC VIDEO GAMES 

1. Playing video games with another person teaches children 

how to handle competition. 

2. Playing video games is not a constructive way for 

children to spend free time. 

3. Video games encourage passive behavior. 

4. Playing video games takes away from time families spend 

together. 

5. Children who play video games are isolating themselves 

from friends. 

6. Reaching a goal is one reason children find video games 

appealing. 

7. Video games are silly and senseless. 

8. A child's acceptance by their friends can be developed 

better in organized group activities than by playing 

video games. 

9. Video games help children have knowledge about 

technology. 
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10. Playing video games helps children learn to cope with 

failure. 

11. Playing video games helps children improve their eye 

movements. 

12. Children's learning can be stimulated by the use of 

video games. 

13. Playing video games is detrimental to a.child's school 

grades. 

14. Children who master video games gain confidence in 

their ability to master complex learning situations. 

15. Playing video g_ames encourages violence. 

16. Video games are helping to change television from a 

passive to an active pastime. 

17. Video games get people fascinated with problem 

solving. 

18. Problem solving skills used in playing video games 

won't help in other activities. 

19. Video games are an enjoyable alternative to boring 

television shows. 

There are a few questions left. 

Do you own a home electronic video game? 

No 

Yes If yes, 

What brand is it? 

Are you satisfied with the performance of your unit? 

Yes 

No 



How long have you owned your video game? 

less than 1 year 

1 to 2 years 

over 2 years 
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In which room is your video game located? -----
Do you own more than one unit? 

No 

Yes 

In one month's time, on the average, would you say 

your family uses your video game unit: 

once or twice a month 

once or twice a week 

Everyone -

three or four times a week 

everyday 

What do you think the advantages might be in owning a video 

game? 

What do you think the disadvantages might be in owning a 

video game? 



In your opinion, what are the most important reason(s) 

(your) children play home video games? 
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On a scale of 1 to 5, with 1 being definitely not to 5 being 

definitely yes, do you approve of your children playing 

video games in arcades? 

Where would you rate yourself on that question? 

1 2 3 4 5 

In general, do you have any concerns or worries about 

arcad_e game playing? 

Do you own a home computer? 

No ---
Yes If yes, what brand is it? 

~~~~~~~~~~-

How long have you owned your home computer? 

less than one year 

1 to 2 years 

over 2 years 

The last items are some demographic information about you 

(and your spouse). 

Indicate the age range for yourself, and your spouse 

Self Spouse 

Under 25 

25 to 35 

36 to 45 



Self 

46 to 55 

56 to 65 

over 
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Spouse 

What is the highest grade or level of education you have 

completed and that your spouse completed? 

Self Spouse 

Attended graduate or professional school 

Graduated from a regular four year college 

Some college or technical school after 
high school 

Finished high school 

Some high school 

5 to 8 years of grade school 

Oto 4 years of grade school 

Don't know/no response 

As specifically as possible: 

What is your current occupation (be specific)? 

What is your spouses current occupation? 

Since you indicated you owned a home electronic video game, 

I would like to send you a form to have your chtldren and 

you keep track of how much your family plays your video game 

unit in the next week. At the end of that time there will 

be a self-addressed, stamped envelope to mail the form back 

to me. 

I have your address listed as----

Is that correct? 
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THANK YOU VERY MUCH FOR YOUR COOPERATION. I APPRECIATE YOUR 

TIME VERY MUCH. 

Do you have any questions or comments? 

When the study is finished we would be happy to send a copy 

of the results. 

Are you interested in receiving a copy? Yes No 

Again, thank you for your time. 
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Date of Played 
Month Alone C-../1 

VIDEO GAME USE LOG 

Keep the use log by your video game unit and record every time the game unit is used in the next week. 
Record the information indicated at the top of the column. CMale=M, Female=FI 

WIIO PLAYED 
Write in name 

of family member 
Age 

WHO PLAYED 
Write in name Age 

Name of Video 
Game Played 

Time 
Started 

'l'ime lligliest Scene or 
Stopped llighest Level Reached M 

F of guest 
----1-----=------l-----l---l---------+-----1f----------t-----·--·-·----

M 
F 

. - ---- ---------· ------ -----·-··------'----- --- --- --------------+-----l------ ------------------

-----1------+---------------1----1----1------------t----l---+---------+-------I-------- ·---·-------------------

------------ -----------1-------1-----...1----------·-- ----------

---------------+--+--+---------+--+---t--------1-----1-------
------1-- -----4--------------l----1e----t-----------1----t-----l----------t--------l------- ------·--· -- --· 

------------il----...__ _ _, ____________ l----+---1----------1------1------·+-------~------~---

---------------...l'----l----l-----------:1------l----l----------:1-------:1-------t---------------------

----------·· --------------1----- 1-----1-----------+-----...1----1----------4------1------ -----

---------I---Sc---4------------t-----1------1-----------jf----·--\- ---- ----
---------1--------1-------------1----t---+----------+---+--+---------+----+-----I------------·· 

------•-------1--------------1----1----il--------------+----t---it-----------+-------L------· 

------1---------1------------. ------·------------<---------
----- -------1---------------1----1 --------------1----~--- -----------

------ ----- --------------·-- ------------ ~----
-----------

·-·------ ------ ---- --· -------------- ------------+------J ------·· 

--------------"~--
------ _________ i..._ _____________ _. __ ---·------------1-----1---- ___________ _., ______ _ 

------1---------------1------jl------l-------------,I-------- ----·- --- ------. 



DATA COLLECTION RESPONSE SHEET 

___ l. Id. code 

___ 2. Number of parents (1) (2) 
___ 3. Mother (l) Father (2) 

4. Children Name 

Future Technology Scale 
l. SA A u 0 so 
2. SA A u 0 so 
3. SA A u D so 
4. SA A u D SD 
5. SA A u D SD 
G. SA A u D SD 
7. SA A u D SD 
8. SA A u D SD 
9. SA A u 0 SD · 

10. SA A u D SD 
11. SA A u 0 SD 
12. SA A u D SD 
13. SA A u D so 
14. SA A u D SD 
15. SA A u D SD 

5.Age 6.Sex 

Video Game Scale 
l. SA A u 0 

2. SA A u 0 

3. SA A u D 
4. SA A u D 
5. SA A u D 

6. SA A u D 

7. SA A u D 

8. SA A u D 
9. SA A u D 

10. SA A u D 
11. SA A u D 
12. SA A u D 
13. SA A u D 
14. SA A u D 

15. SA A u D 
16. SA A u D 
17. SA A u D 
18. SA A u D 
19. SA A u D 
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Unsolicited Commen:. 

so 
SD 
SD 
SD 
SD 
SD 
SD 
SD 
SD 
SD 
SD 
SD 
SD 
so 
SD 
SD 
SD 
SD 
so 



___ 7. Owner/Nonowner (No) (Yes) 

___ 3. Brand---------------------

--- 9. Satisfied with Performance (Yes) (No) 

___ .lO. If no -------------------
____ .ll. Length of t:imll owneed 

---- Less than. l year 

---- l to 2 years 

---- ovar 2 years 

_____ 12. Room. located---------------
___ .13. Number owed (l) (2) (3) 

____ 14, Use in one month 

___ once or twice a 111C1Uth 

___ once or cwi.ce a week 

___ 3 or 4 times a week 

___ everyday 

15 - 17 .Advantages of ownership ________________ _ 

18 - 20.Disadvantages of ownership----------------

21 - ZS.Reasons children play--------------------

---~ti. Arcade approval (l) (2) (3) (4) (5) 

27 -ZSConcerus about arcades 

___ 29. Ownership of home computer (No) (Yes) 
___ 30. Brand _____________________ _ 

___ 31. Length of ownership 

------ less than l year 

------ l co 2 years 
___ over 2 years 
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32 - 33.Age 

Self Spouse 

Under ----____ 25-35 

36-45 -----
46-55 ------_____ 56-65 

over -----

25 

66 

34 - JS.Education 

Self Spouse 

____ Attended Grad. or Prof. School 

_____ Graduated from 4 yr. college 

____ Some college or tech. school 

____ Finished High School 

____ Some High School 

______ 5 co 8 years of grade school 

______ 0 co 4 years of gTade school 

_____ Don' c know/no response 

36. Self occupation ______________________________ _ 

J7. Spouse occupation _________________________________ __ 

38 - 39. SES ------
__ 40lJse log (No) (Yes) Type of reward-----------------

__ 41.Copy of results (No) (Yes) 
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Oklahoma State University I STILLWATER. OKLAHOMA 7-,074 
241 HOME ECONOMICS WEST 

(405) 624-5057 
DEPARTMENT OF FAMILY RELATIONS 

AND CHILD DEVELOPMENT 

Dear Parent, 

January, 1984 

The Department of Family Relations and Child Development (FR.CD) 
at Oklahoma State University is currently involved in a research study in an 
attempt to understand factors that influence family ownership of a home 
electronic video game. Home electronic video games are more col:lmonly known 
by their manufacturers names, for.instance, Atari, Colecovision and Intellivision. 
We will be assessing parents' attitudes toward home video games and toward 
future technology. Television and newspaper stories have been focusing our 
attention on future technology, as well as video games, but very little informa
tion is available on what parents think about these areas or how the games are 
used in families. 

My name is Kay Murphy and as a doctoral student in the FRCD department I 
am conducting this research. Your family was selected from a random sample of 
Stillwater elementary and middle school children. Within the next week you 
will be receiving a telephone call asking for your cooperation to respond to 
a brief telephone interview. Your opinions are very important to us as we 
work to examine families' attitudes toward video games and future technology. 
The enclosed card gives a sample of the responses which are possible in 
answering the attitude statements. Keep the card handy by the telephone for 
use in the interview. 

Your answers are to be confidential, your participation is voluntary 
and the interviews will be made at a time convenient to you. If you are 
interested in receiving the results of the research project please tell the 
interviewer when she calls. 

Thank you for your time and consideration. I hope I can count on your 
participation. 

Sincerely, 

~~ 
Ka;[rphy 
Doctoral Student, FR.CD 

~~ 
Althea Wright, Ed.D. 
Associate Professor, FR.CD 
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RESPONSE CARD 

The interviewer will be asking you to respond to some 
attitude statements about video games and future tech
nology. There are no right and wrong answers. Please 
indicate the degree to which you agree or disagree with 
each statement. The response code is: 

Strongly Agree (SA) 
Agree (Al 
Undecided (U) 
Disagree (D) 
Strongly Disagree (SD) 

POSTCARD 

REMEMBER THE BRIGHT ORANGE 
VIDEO GAME USE LOG 

YOU RECEIVED ABOUT TWO WEEKS AGO 

--IF YOU HAVE COMPLETED IT, -!:,LEASE, RETURN IN THE 
ENVELOPE THAT ~4AS PROVIDED, 

--IF YOU HAVE NOT COMPLETED IT, WOULD YOU PLEASE _____.._. 
HAVE YOUR FAMILY KEEP TRACK OF THEIR VIDEO GAME 
PLAYINu FOR ONE WEEK AND THEN RETURN IT, 

--IF YOU CAN'T FIND THE USE LOG, CALL KAY MURPHY 
AT 624-5061 OR 372-9562 FOR A REPLACEMENT, 
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THANK YOU! 

THANK YOU! 

THANKS! 

. FOR YOUR HELP IN THE VIDEO· GAME 
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