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Concerns

o Negative emotions and/or behaviours
o Playing for too long

o Effect on school work

o Safeguarding issues

o Bullying

o Toxicity

o Physical symptoms

o Effect on mental health

o Addiction

o Spend on microtransactions
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Positives

+Communication and connecting with friends
*Problem solving

+Enables those not engaged with traditional sports to be part of something
+Cognitive development

«Storytelling

*Reading

+Hand-eye coordination

+Leadership

+Competitive skills

«Interaction with peers across the world

*Used in education
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What Children In Care Say...
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Playing video games can be good for - i

your mental health, study finds

Sky news Nov 2020

Calling all gamers!

“ Rizheimer's bt

Research possble

© s,

Young minds March 2020
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Watching Gaming

Twitch was the most subscribed
channel of 2020

°

o Pick up new skills

o Social aspect

o

YouTube had subscribers watch
100 billion hours of gaming content
on their platform in 2020

- double that of 2018

© Meet people from all over
the world

o

o

In the 1st quarter of 2021, 8.8
billion live streams were watched
across the world

o Form of entertainment

o Escapism/to relax
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Microtransactions — Need to Know

Microtransactions Microtransactions Microtransactions bought in
. are available in both . are virtual items — one version cannot be
free to play and they cannot be transferred across to a
bought games bought in a shop! new updated edition

What microtransactions bring to a game
o Excitement factor, (what will they get?)

o Gain an advantage over other players

o Chance to progress quicker/reach the next level
o The thrill and anticipation of what they may win

o It's Fun!
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Newcastle University Research
Why loot boxes appeal to children

o They enjoy the experience of opening a loot box

"When [ thought I had got a top player (in FUT Pack) my heart stopped”

o They want to unbox a particular item, so will keep purchasing loot boxes until this is
achieved (or until they run out of money/in-game currency)

They enjoy the feelings of surprise and suspense

o Some items are only available for a limited time, so there is a small window of opportunity to
unbox an item. This fear of loss encourages repeat loot box purchasing

o Some items give gameplay advantages, so you may have to keep purchasing loot boxes to
benefit from these

o Influence of others
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Microtransactions: w y young people continue to play

o

o

They don’'t want to lose so they buy more
Believe they are due a win
The idea that they were just unlucky the once
Invested time and money
‘As soon as | was getting better players, | wanted to get better and
better and better and better, like, | couldn’t stop.
In my head | was like ‘stop’, my guts were saying ‘stop’, everything

was saying ‘stop’, but my brain wasn’t. My brain was like 'keep
opening’. It was hard.”
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William Glasser: Choice The

Belonging Survival Fun Freedom
Feeling loved Safety Recognition Enjoyment Freedom to
Feeling needed Clothing Success Excitement choose
Feeling respected Food Importance Laughter Independence
Friendships Warmth Achievement Learning Freedom from
Co-operation Health Sense of Being challenged Freedom to
Sharing Relaxation control Change

Rest Skills
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o Thinking about what you have learnt around gaming,
has your perception changed at all?

o Which of those 5 basic needs has your child met?

o How can gaming meet the unmet needs?
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Brain Developme

e

Frontal lobes

Decision making

Impulse control Limbic System

. Emotions
e Behaviour
s \emory
Flight & fight responses

This part is
still developing!!!!

s sien
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Rational v Emotional

Rational

Take time to think
*Weigh up pros and cons
*Make a decision which

reflects your views/beliefs
preferences

Emotional

*Driven by past experiences and
memories

*Speed of decisions dependent
upon mood

*Players become the
characters so whatever happens
feels like it happens to them
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Trauma and Video Games

An c=cape from their reality
Afeeling of control

A coping mechanism
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Young people's behaviours

« Is the game solely to blame?
« Are the games acting as a trigger?

« Is the behaviour linked to their emotional state?
« Are external influences contributing?
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Challenge
B %

Ignore
‘ Do you ignore the behaviour and pick your battles? [j><

Divert dP
Do you divert their attention rather than fight it?

Property of Lou Willis-Keeler https://psych-logical.co.uk/ YGAM
or Parest
©YGAM 2021:All rights reserved
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Potential issues and risks

o Peer pressure — to spend money, join in, belong
o Bullying — as a victim and perpetrator
o Toxicity — Bullying, harassment, abuse .

o Safeguarding — Grooming, exploitation, family contact
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Safeguarding Risks

Latest NSPCC report 2020 shows older children are twice as
likely to report seeing something worrying or nasty online
compared to younger children.

Rates of police-recorded crime against adolescents were 9x the rate for
younger children for online grooming offences.

Technology assisted sexual abuse and criminal exploitation.

52% of children in care have special educational needs

24% have social, emotional and mental health issues
©YGAM 2021: Al rights reserved @
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Safeguarding Tips

Hold conversations around the risks online

o Cover the use of sexual imagery and the steps they can take if they receive images
or feel pressured to send images.

o Discuss peer pressure and the importance of not feeling intimidated to engage in practices they do not
feel comfortable with.

Monitor who children chat to when they play

o Can you monitor what is being said?

o Check if they know everyone who they are playing with.
o Ensure devices are set up to control who they can talk to.

Explain your reasoning
o Speak to your child about the boundaries you have set.

©YGAM 2021: Al rights reserved
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Safeguarding Tips

Discuss the steps to take if they receive abuse or unwanted
behaviour online.

Do they know how to report or block people?

Speak to your child about what behaviour is acceptable and what is not
acceptable when gaming online.

Ensure your child does not display perpetrator behaviour
+[EN -
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Excessive v Addictive

Excessive Addictive
An urge to do a lot Aneed to do a lot
of the activity of the activity

A
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What is addiction?

Addiction

Addiction is defined as not having control over doing,
taking or using something to the point where it could be
harmful to you.

Scientists estimate genetic
factors account for 40-60% of a
person’s vulnerability to addiction

However...
Environmental factors are just as important as genes

©YGAM 2021: Al rights reserved
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Signs of Gaming Disorder

Emotional Signs Physical Signs

« Preoccupation with gaming + Headaches or migraines

Downplaying time spent gaming + Neglecting hygiene

Unable to set time limits « Extreme fatigue

Avoiding family and friends « Carpel tunnel syndrome

Being overly defensive

Source: NHS England)/ World Health Organisation
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*Speak to your social worker.

*Keep a diary of events.

«Speak to the child’s GP.

«Contact the National Centre for Gaming Disorders.

NB — Support from other organisations

©YGAM 2021: Al rights reserved
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Support Organisations

Believe in
Pace children
m e acam {I Barnardo's
QPAPYRUS
NHS Gaming Disorder clinic I ] ChlldLlne

\0600“"

YOUNGMINDS

ightng for young pecpie’s mentsl heokh
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Your child is in the middle of playing a game. They are becoming increasingly
agitated and you ask them to stop. After ignoring your repeated requests for

them to stop they throw their charger across the room, punch the wall and start
throwing things around.

o Is the child safe?

o Are they in danger?
o Are you safe?

o Are others safe?

Property of Lou Willis-Keeler https://psych-logical.co.uk/
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Behind the Behaviour

00 0O0O0O0

Sensory overload
Poor social skills
Feeling out of control
Being bullied
Learned behaviour
Transitions
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ind the behaviour

o Once the child has calmed down

o Sit with them and explore the behaviour =

o Understand the underlying cause

o How can the situation be managed better in future?: {F
Minimise self-harm -
Apply safe strategies
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Next Steps

Use this next week to monitor your child's behaviour during
and after gaming.

o Chat to your child about why they game and what
they get from it.

o Discuss simple strategies to help them cope with
their emotions.

o Start thinking of the first steps to implement safer
gaming routines.
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Gaming and
gambling harm
prevention for
looked after
children

Wefcome!
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O YGAM

The Young Gamers and Gamblers Education Trust
(YGAM) is a national charity with a social purpose to
inform, educate and safeguard children and

young people against the potential harms of gaming
and gambling.

gam.org
arents.ygam.org
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The percentage

of females who
gamble in the UK is
46%

Online gambling
accounts for 38% of
the overall sector

Statistics from UK Gambling commission reports ©YGAM 2021: All rights reserved
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The average age
of gamers is 37

Gamers in high school are
51% male & 49% female

Mobile games represent more than half of gaming revenue YGAM

Sources: Statista and gov.uk




