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Our first question asked individuals to decide whether violence in video games affected him/herself negatively or if it would if he/she played video games.  Nearly every male surveyed—24 out of 25—answered no, while 10 out of 15 (66.7%) of females surveyed answered no.  Both of the individuals identifying themselves as African Americans responded yes while both of the respondents identifying themselves as Asian said no.  In total, out of the 40 polled, only 6 (15%) responded yes, and the remaining 34 said no.  Secondly, in a similar question, we asked respondents if they felt that video games affected others, in general.  18 in total (45%) responded yes, which was up by 30% in yes responses from question 1.  8 of the 11 non-gamers surveyed, including both African Americans, responded yes.  More than half—8 out of 15—of the females surveyed said yes.  Still, out of the females who identified themselves as gamers, none said yes.  Our third question had the most pronounced results of all; we asked whether or not the federal government should regulate video game censorship.  In total, 36 out of 40 surveyed said no; this is 90%.  All 4 who responded yes were female, which breaks down into 3 White (2 gamers, 1 non-gamer) and 1 African American (non-gamer).  This means that 27 out of 29 (93.1%) of all gamers asked replied that the government should not regulate video game censorship.  The vast majority of respondents then moved on to question 4, which read, “If not, why?” and gave two possible choices and an option for “Other.”  The most popular response was that “federal intervention would be unconstitutional,” with 14 out of 36 (38.9%) choosing this response.  This choice was spread fairly evenly between 30 and 40 percent for both genders and for gamers and non-gamers.  Next in popularity was “Other,” with 9 out of 36, or 25% of the vote.  None of the specified “other” reasons matched with any other one.  Finally, “government officials are not aware enough to regulate this industry” came in third, garnering 8 out of 36 (22.2%) of the vote.  Only four respondents answered question #5 because they were the only four to answer “no” to #3.  The question asked, “If yes, why?”  “Other,” in this case, received no votes.  The first option, “the video games industry should not be allowed to regulate itself,” was chosen by 1 of the 4 (25%) respondents, a White female gamer.  The other three respondents to this question—all three female, with one White and two African Americans—chose the option that read, “interactive violence is different from acted violence (Television/Movies), so Federal regulation is needed.”  Our last question asked whether or not parents should be more informed about this form of media.  The overall response was yes, which was chosen by 27 of the 40 surveyed (67.5%).  The highest percentage group that said yes to this was the non-gamers, where 9 out of 11 (81.8%) felt parents should be more informed.  Females in general said yes more than males (73.3% to 64%) to this question.
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