
Guidelines for use of e-games

Various types of electronic games  
(e-games) are being increasingly widely 
used by children yet to date there have been 
no evidence-based guidelines for their use. 
Now researchers at Curtin University have 
developed a set of guidelines to help pro-
tect the physical and psychosocial health of 
children who use electronic games.

Aspects of health potentially affected by 
gaming and considered in the guidelines 
include children’s amount of physical ac-
tivity and sedentary behaviour, cardio-
metabolic health, musculoskeletal health, 
motor coordination, vision, cognitive de-
velopment and psychosocial health.

Professor Leon Straker, from Curtin  
University’s School of Physiotherapy and 
Exercise Science and his associates have 
collated current research on the impact 
that e-games have on children’s behav-
iour, health and development in order to 
produce the guidelines. They are divided 
into separate recommendations for differ-
ent target audiences.

Guidelines targeted towards children deal 
with issues such as privacy, the need to 
choose socially interactive games and the 
advisability of having regular breaks from 
play to give bodies and eyes a rest.

Guidelines targeting parents recommend-
ed setting and enforcing rules around e-
game use. Parents are advised to consider 
the types of games that encourage positive 
mental health and the importance of real-
world physical activity, good technique 
and safe playing space to avoid muscle and 
bone discomfort and injury.

Guidelines developed for health and edu-
cation professionals recommended they 
educate parents about the negative effects 
of electronic screens in bedrooms, encour-
age games with demonstrated learning 
benefits, skill benefits or educational con-
tent and be aware of what children were 
doing with e-games.

The guidelines for the gaming industry 
suggest that they should develop and  
promote positive social content and games 
with beneficial education and learning  
aspects. They should also provide clear  

information on the nature and content of 
games.

Straker, L., Abbott, R., Collins, R., Camp-
bell, A., 2014. Evidence-based guidelines 
for wise use of electronic games by chil-
dren. Ergonomics 57, 471–489.

http://dx.doi.org/10.1080/00140139.2014.895856

Children, media and the budget: 
Good and bad news

From ACCM’s perspective, the recent  
Coalition budget contained some welcome 
developments and some less so.

Firstly the good news:

• The Coalition is to commit $10m over 
4 years to improve the protection of chil-
dren online. Online safety programs in 
schools will receive $7.5m; $.1m will go 
to Australian based research and infor-
mation campaigns on online safety ; and 
$2.4 m to establish and operate the Office 
of the Children’s e-Safety Commissioner. 
Of these funds, $1.5m will be expended in 
2014-5, $3.2m in 2015-16, $3.1m in 2016-7 
and $2.2m in 2017-8, all via the Depart-
ment of Communications. (*BMBP2 14-15 
page 67)

• The Australian Children’s Television 
Foundation (ACTF) has retained its an-
nual funding of $2.8m from within the At-
torney General’s General Arts funding.

• The Australian Research Alliance on 

Children and Youth (ARACY) is to re-
ceive a $1m contribution for operational 
support and to undertake research and 
develop resources in the area of parental 
engagement in each of the next 4 years. 
(*BMBP2 14-15, page 81)

Secondly, news that we don’t know quite 
what to make of yet, includes

• The transfer of the Classification Review 
Board to the Administrative Appeals Tri-
bunal, along with the Migration Review 
Tribunal, the Refugee Review Tribunal, 
and the Social Security Appeals Tribunal. 
Details of the new arrangements will be 
developed in consultation with key stake-
holders (*BMBP2 14-15 page 71)

• Funding for Australian-produced inter-
active games has been axed from 1 July, 
achieving savings for the Government of 
$10m in 2014-15 .(*BMBP2 14-15 page 57
• The Australian Communications and 
Media Authority will provide the Gov-
ernment with $3.3m over four years from 
a one-off 1% efficiency saving. (*BMBP2 
14-15, page 66).

Thirdly, the bad news includes

• The Government is to abolish the 
Australian National Preventive Health 
Agency (ANPHA) and integrate its on-
going functions into the Department of 
Health, including the administration 
of social marketing activities and the  
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No such thing as a free app

Our guest editorialist is Kathy Frith, the project 
manager for ACCM’s new app review service, Know  
Before You Load.

Have you ever wondered why people spend 
a lot of time and effort in developing apps and 
app games and then make them free to down-
load? Because in some instances developers have  
incorporated features from which they can make 
money. 

In some app games you are shown advertising 
and presented with web links to the products 
and services being advertised. Developers make 
money from having these ads displayed within 
their apps. Disturbingly, there appears to be no 
regulation of the products and services being of-
fered.  For example, men’s sexual health products 
and dating sites ads may appear in app games 
tagged as being suitable for everyone. Some of 
these app games have an ad free version which 
can be purchased, but many don’t.

Another model is to offer in-app purchases. This 
model allows the player to start playing the game 
with a limited amount of lives or credit, and once 
those lives or credit have been expended through 
play, they can either buy more lives or credit, or 
they can wait a set period of time for the lives or 
credit to renew. These games tend to be puzzle 
type games which can be addictive in nature, en-
couraging people to make purchases rather than 
wait. 
 

Some of the ‘freemi-
um’ model games are  
probably the most ingenious 
way of getting you to part with 
your money.  These games are 
free to download, and you 
can try out a few levels of the 
game, but then to progress 
further you have to purchase 
tokens, cards, gems or some 
other form of credit to continue playing.  You are 
often not made aware of this situation upfront. 
The app may be labelled as having in-app pur-
chases, but it is not until you have engaged in 
playing the game that you make the discovery 
that in-app purchases are not optional – they are 
required to continue playing.

Some apps can even be downright nasty and 
contain malicious software so it is advisable to 
source apps from reputable dealers who scan for 
malicious software before they make them avail-
able on their sites. 

Other apps request permissions for settings which 
don’t make sense in the context that it is a game. 
Read the permissions carefully before accepting to 
download, as you may be giving access to location  
information which can be used to send targeted 
ads to your mobile device.

There are some great free apps in the market, just 
be aware that the retailers often don’t explain 
what the costs are upfront, and as consumers we 
need to let them know that this is not acceptable, 
even if we’ve downloaded an app for free.
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provision of grants to third parties for preven-
tive health. This will achieve savings of $6.4m 
over five years from 2013 -14. (*BMBP2 14-
15 page 145). The big question is whether the 
valuable work of ANPHA, such as their de-
velopment of draft frameworks for the moni-
toring of television marketing and advertis-
ing to children of unhealthy food and drinks  
(http://www.anpha.gov.au/internet/anpha/
publishing.nsf/Content/obesity-home#2)  
will be continued. ANPHA received public 
submissions on the drafts and also established 
a national working group on food marketing to 
children. This working group agreed that there 
was a need for a consistent monitoring method 
and listed in its action report that the Agency 
should continue to develop a standard ap-
proach that will facilitate regular, independent 
monitoring of the exposure to children to the 
marketing of unhealthy food and drinks.

• Screen Australia has lost $25m over 4 years 
from its budget. (BMBP2 14-15 P55). This has 
the potential to impact significantly on pro-
duction of high quality live action drama for 
children ( but other factors are influencing this 
– more next issue).

• As a down payment on the ABC and SBS
Efficiency Study, the Government will achieve

savings of $43.5 million over four years through 
a 1% reduction in the base funding of the ABC 
and the SBS. (*BMBP2 14-15 page 66). This 
equates to almost $9m taken in each of next 4 
years from the ABC.

In regard to these funding cuts to ABC, the Gov-
ernment has said that it expects that these should 
not impact on the ABC’s content (only issues 
like buildings and infrastructure) but responses 
given by the ABC at Senate Estimates are not re-
assuring. In ACCM’s view, the ABC has an obli-
gation to maintain its funding for its children’s 
channels, as it received funding from the govern-
ment for these.

In summary, it’s good to see the government 
putting funding into combatting internet haz-
ards, but children’s rights to access a diversity 
of quality age- and culturally-appropriate screen 
entertainment, and to be effectively protected 
from daily exposure to harmful and exploita-
tive content in all forms of media, must also be 
strongly supported.

*Note: all page references are to Budget Meas-
ures, Budget Paper No. 2, 2014-15 (BMBP2 14-
15)

http://budget2014.liberal.org.au/pdf/bp2/
download/BP2_consolidated.pdf
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ADVERTISING

Jones, SC et al (2014)
Internet filters and entry pages do not 
protect children from online alcohol 
marketing.
Journal of Public Health Policy, Vol. 35, No. 
1, Pp75-90

An, S; Jin, HS; Park, EH (2014)
Children’s advertising literacy for 
advergames: Perception of the game as 
advertising.
Journal of Advertising, Vol. 43, No. 1, Pp63-
72

Roberts, M; Pettigrew, S; et al (2013)
The advertised diet: an examination 
of the extent and nature of food 
advertising on Australian television.
Health Promotion Journal of Australia, Vol. 
245, No. 2, Pp137-142

Casswell, Sally (2014)
Marketing and supplying alcohol to 
young people.
The New Zealand Medical Journal, Vol. 127, 
No. 1388, Pp81-83

Campbell, S.et al (2014)
A mixed-method examination of food 
marketing directed towards children in 
Australian supermarkets.
Health Promot. Int. 29, 267–277.

Smithers, L.G.,et al (2014).Industry self-
regulation and TV advertising of foods 
to Australian children.
J Paediatr Child Health 50, 386–392.

COMPUTER & INTERNET

Tone, H-J; Zhao, H-R; Yan, W-S (2014)
The attraction of online games: an 
important factor for Internet addiction.
Computers in Human Behavior, Vol. 30, 
Pp321-327

Tang, J; Yu, Y; Du, Yukai (2014)
Prevalence of Internet addiction and 
its association with stressful life events 
and psychological symptoms among 
adolescent Internet users.
Addictive Behaviors, Vol. 39, No. 3, Pp744-
747

DeSmet, A; Deforche, B; et al (2014)
Traditional and cyberbullying 
victimization as correlates of 
psychosocial distress and barriers to a 
healthy lifestyle among severely obese 
adolescents - a matched case-control 
study on prevalence and results from a 
cross-sectional study.
BMC Public Health Vol. 14, No. 224, 5 
March 2014

Lam, L.T., (2014)
Internet Gaming Addiction, Problematic 
Use of the Internet, and Sleep Problems: 
A Systematic Review.
Curr Psychiatry Rep 16, 1–9.

Moreno, Megan A (2014)
Online privacy and your teen.
JAMA pediatrics, Vol. 168, No. 2, Pp196 

MEDIA EFFECTS – GENERAL

Straburger, VC; Donnerstein, E; 
Bushman, BJ (2014)
Why is it so hard to believe that media 
influence children and adolescents?
Pediatrics, Vol. 133, No. 4,  Pp571-573

Gentile DA et al (2014)
Protective effects of parental monitoring 
of children’s media use: A prospective 
study.
JAMA Pediatr 168, 479–484.

Nikken, P., Jansz, J. (2014)
Developing scales to measure parental 
mediation of young children’s internet 
use.
Learning, Media and Technology 39, 
250–266

MEDIA EFFECTS – HEALTH

Veldhuis, J; Konijn, EA; Seidell, JC (2014)
Negotiated media effects. Peer feedback 
modifies effects of media’s thin-body 
ideal on adolescent girls.
Appetite, Vol.735,  Pp172-182

Suglia, SF; Duarte, CS; et al (2013)
Social and behavioural risk factors for 
obesity in early childhood.
Journal of Developmental and Behavioral 
Pediatrics, Vol. 34, No. 8, Pp549-556

Brown, S; Scharf, MA; et al (2013)
“Media addiction” in a 10-year-old boy.
Journal of Developmental and Behavioral 
Pediatrics, Vol. 34,  Pp375-376

McDonald, L.et al (2014)
Predictors of shorter sleep in early 
childhood.
Sleep Medicine 15, 536–540.

VIDEO & COMPUTER GAMES

Carvalho, PN; Rinaldi, AEM; et al (2013)
Development of a computer game to 
encourage healthy food practices in 
children.
Annals of Nutrition and Metabolism, Vol. 
62, Suppl. 2, Pp84

Latham, AJ et al (2013)
The virtual brain: 30 years of video-
game play and cognitive abilities.
Frontiers in Psychology, Vol. 4,  Pp629

Cardwell, Michael S (2013)
Video media-induced aggressiveness in 
children.
Southern Medical Journal, Vol. 106, No. 9, 
Pp513-517

Ivarsson, M; Anderson, M; et al (2013)
The effect of violent and nonviolent 
video games on heart rate variability, 
sleep, and emotions in adolescents with 
different violent gaming habits.
Psychosomatic Medicine, Vol. 75, No. 4, 
Pp390-396

Froding, B; Peterson, M (2013)
Why computer games can be essential 
for human flourishing.
Journal of Information, Communication and 
Ethics in Society, Vol. 11, No. 2, Pp81-91

Gershenfeld, Alan (2014)
Mind games video games could 
transform education. But first, game 
designers, teachers and parents have to 
move beyond both hype and fear.
Scientific American, Vol. 310, No. 2, Pp54-59

VIOLENCE

Lyons, Christina L (2014)
Media Violence: Do children have too 
much access to violent content?
CQ Researcher, Vol. 24, No. 7, Pp145-168

Swing, EL; Anderson, CA (2014)
The role of attention problems and 
impulsiveness in media violence effects 
on aggression.
Aggressive Behavior, Vol. 40, No. 3, Pp197-
203

Fingar, K.R., Jolls, T.(2013)
Evaluation of a school-based violence 
prevention media literacy curriculum. 
Injury Prevention 20, 3, 183-90

Little Big Shots 2014
Australia’s biggest children’s 
film festival turns 10! 
Celebrate with a huge program 
of films and workshops 
that inspire discussion of 
world cultures, different 
languages, cultural diversity  
and human values. Opens 
in Melbourne, then smaller 
program tours nationally.

www.littlebigshots.com.au
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New report - Children, Teens and 
Reading
A new research brief from US organization 
Common Sense Media shows how much 
reading rates have dropped among US 
adolescents and the differences between 
girls and boys. This research review 
maps trends in reading rates and reading 
achievement over time among kids and 
teens in the U.S. It focusses on national 
surveys and databases to make a summary 
of data on children’s reading habits and 
reading scores, looking at differences across 
time, and between demographic groups. 

The study also examines the growing 
literature on e-reading among young 
people. There are more platforms than ever 
on which children can read, but the number 
of adolescent boys in particular who are 
daily readers has fallen off dramatically. 
American girls read for pleasure for an 
average of 10 minutes more per day than 
boys, a trend that starts with young children 
and persists into the teenage years.

The research brief can be found at:
 

 http://www.commonsensemedia.org/
research/children-teens-and-reading

Will McDonald’s new mascot  
scare kids?
McDonald’s has unveiled a new mascot 
named “Happy,” an animated Happy Meal 
box with a huge mouth and set of teeth.

According to the company, the charac-
ter will bring fun and excitement to kids’ 
meals while also serving as an ambassador 
for balanced and wholesome eating. 

Happy is supposed to encourage kids to 
enjoy fruits, vegetables, low-fat dairy and 
wholesome beverages such as water or 
juice. 

However, many commentators on social 

media have been far from complimentary 
about the new character, calling Happy 
“terrifying’ and making comments such as 
“Do you eat it? Or does it eat you?”

http://mashable.com/2014/05/20/mcdon-
alds-mascot-happy/

Call for action to end ‘app traps’. 
The Australian Communications Consum-
ers Action Network (ACCAN) is calling on 
the Australian Competition and Consumer 
Commission (ACCC) to take action on apps 
that are advertised as free but aggressively 
encourage or require in-app purchases to 
keep playing.

In its formal complaint to the ACCC,  
ACCAN named three ‘freemium’ apps, 
aimed at children which appear to mislead 
or deceive users; The Simpsons: Tapped 
Out, The Hobbit: Kingdoms, and Tap Para-
dise Cove.

“It’s not OK to advertise a game as free, es-
pecially to a child, and then structure the 
game so the user must pay to keep play-
ing,” said ACCAN Policy and Campaigns 
Officer Erin Turner. “When people down-
load a game for free, they should be told if 
it will end up costing them money down 
the track.”

ACCAN has suggested that apps include 
a simple infographic informing the user 
of any potential costs involved in playing 
the game, and that the Apple and Google 
app stores take responsibility for accepting 
and resolving complaints about apps pur-
chased through their Australian stores.

https://accan.org.au/news-items/media-
releases/570-app-traps-accan-calls-on-
accc-to-take-action-on-free-games

New study of effects of technology 
on children’s brains
British researchers are planning to study 

the effects of wireless technologies on  
children’s mental development. 

Many previous studies have been focused 
on adults only. Scientists remain uncertain 
as to whether children’s developing brains 
are more vulnerable than adults’ brains, 
due to their developing nervous system, 
enhanced absorption of energy in head tis-
sue, and increased cumulative exposure 
over their lifetime. 

The new project is called the Study of Cog-
nition, Adolescents and Mobile Phones 
(SCAMP). It will be headed by research-
ers from Imperial College London. The 
team plans to monitor the mental health of 
around 2,500 children between the ages of 
11 and 12-years-old for three years. 

Thinking skills, memory and attention, 
will be assessed via tests at the beginning 
and at the end of the study.

http://www.counselheal.com/arti-
cles/9799/20140520/new-study-will-
examine-effects-of-technology-on-chil-
dren-s-brains.htm 
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