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Within recent childhood research, children are considered actors and inter-
preters of their everyday life, including the use of media. The research cited in
this article builds on this perspective, and focuses on children’s experiences
with computer gaming. As for computer games, analysts point towards the
need to include the context of gaming, in addition to the different elements of
the games, into gaming analysis. The article therefore elaborates on the im-
portance of the gaming context, by applying a domestication research per-
spective. The article presents results from a qualitative research project on
children and gaming. Different elements constituting gaming contexts were
discussed with 11-year-olds to identify if and why some gaming experiences
were considered scarier than others. The research project concludes that the
social aspects of the gaming context in this sense are very important and ap-
preciated. In addition, children actively manipulate elements of the gaming
context to reduce the “fear factor”.
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This article aims to broaden the somewhat polarized debate on children’s
computer game consumption by suggesting solutions to the problems of
“media effects research”, and rather place focus on consumption contexts
and practices. More specifically, it focuses on computer gaming and the
contexts in which the children are positioned when gaming. The article
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presents results from a qualitative research project on children and gam-
ing (Kjorstad 2005). The first section presents a brief overview of Nor-
wegian children’s media use, previous research, and definitions of games
and gaming. Secondly, contemporary discussions related to children’s
media consumption are presented, with a brief outline of the new socio-
logy of childhood (along with some of the critique raised against it). This
provides the background for the research project subsequently accounted
for. Thirdly, a domestication research perspective is presented and ap-
plied to explore the research project’s main results.

Use and Access

Norwegian children grow up having access to a lot of different technolo-
gies and using them heavily. In 2007, 49 percent of Norwegian children
aged 9 to 12 and 44 percent in the age group 13 to 15 used electronic
games (video or computer games) daily, according to Statistics Norway
(Vaage 2008). 61 percent of the boys aged 9 to 15 used such games daily,
compared to 32 percent of the girls (the latter actually an increase by 10
percent from 2005).

According to NSM,' there was a 12,6 percent increase in sales (from
NOK 593 to 668 millions) of electronic games in Norway between 2007
and 2008 (NSM 2009). According to NSM’s list of games sold in 2008,
PlayStation3 (25,8%) and PC (19%) are the most used platforms, while
other consoles such as Xbox360,” PS2, Nintendo DS, Nintendo Wii and
portable consoles hold market shares (downward) from 15 percent
(NSM 2009).

Many adults are not as familiar with the technology and games as are
their children, and are somewhat ambivalent towards extensive use. On
the one hand they encourage their children to use and amass technology
competence through e.g. computer games, and on the other hand they
are critical to and concerned by the possible negative influence of the
games. This ambivalence is strengthened by — and reflects — the ongoing
media debate on these matters. The picture might however be changing:
in particular perhaps the fathers share a general technology interest with
their children, and early generations of gamers are now reaching an age
where they themselves become parents of young gamers.



HUMAN IT REFEREED SECTION

Previous Research — Findings and Traditions

The development of computer games and computer game technology
has been spectacular since Spacewar was introduced more than 40 years
ago. Compared to other popular cultural phenomena such as television,
film, and books, the history of computer games is fairly brief. We might
however consider them as a continuation of traditional non-electronic
games, and such a practice of gaming dates back to ancient times (Juul
2005). The question, according to Juul, is therefore “not whether video
games are old or new, but how video games are games, how they borrow
from non-electronic games, and how they depart from traditional game
forms” (Juul 2005, 4). There is currently a variety of game genres and an
enormous range of games available for the many different gaming plat-
forms. The development of new technology constantly improves the
games’ graphics, audio, and visual performances as well as the gaming
equipment (hand controls, Internet access, multiplayer functions etc),
which in sum could be strengthening the realism of the games.

Juul (2005, 1) points out that computer games consist of two things:
real rules and fictional worlds, and his aim in the book Half Real is to in-

teirate the imﬁlications of these two into a coherent theory of video



