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New Age role playing and video games
By Susan Brinkmann, from the Women of Grace blog, 2008-2015
Global Warming Game Tells Children When to Die

http://www.womenofgrace.com/blog/?p=2505 
By Susan Brinkmann, September 17, 2008 
The Australian Broadcasting Corporation is promoting a children’s game designed to teach children how their carbon footprints are harming the planet. Called “Planet Slayer,” experts say the game is more accurately called “Final Exit,” because it appears to encourage suicide.

According to a press release by Steven W. Mosher, president of the Population Research Institute (PRI) and Colin Mason, PRI’s director of Media Production, the state-funded game is a colorful flash site that begins with a cartoon called the “Adventures of Greena.”

“Greena is a peace-symbol-sporting, midriff-baring heroine who looks as if she would be more at home at a Rolling Stones concert than in modern Australia,” Mosher and Mason write. “Not your average superhero, Greena careens through the cartoon chaining herself to trees, freeing chickens from cages, and saving bunnies from slavering death at the teeth of her dog, Schpinkee.”

Children are soon introduced to the “Planet Slayer Game” where they use a mini-space ship to save the earth by shooting down incoming environmental threats. The game ends with an image of Greena, once again chained to a tree, and crying out “Never surrender!”
“The heart of the website is a ‘Greenhouse Calculator,’ which supposedly calculates how big of a carbon footprint you have,” the release states.

The results of the calculations are displayed in the form of three pigs. The first pig represents the average person’s footprint, the second pig represents the player and the third pig represents the “green” ideal. Depending on how the child answers the question, the second pig grows or shrinks to show how much of a “greenhouse hog” the player is.

 “The site also calculates how many years it will take for you to “use up” your “share of the planet,” the authors write.

When Mason took the test, his pig swelled up to a huge “greenhouse hog” and then exploded, leaving behind a pool of blood and bones. Over this gruesome scene appeared the words, “You will use up your share of the planet in 13.2 years.” 

In other words, this is when he should die.

“Up until June, the game told kids that they should take the ‘Greenhouse Calculator’ quiz to ‘find out when you should die!’ Then, once they had answered the lifestyle questions, they would be bluntly informed that ‘You should die at age 4.8 (or 10.6, or 12.5).’”

Perhaps in response to complaints from parents, the version now available on the Internet asks only “Are you a carbon hog?” and then tells us by what age we have used up our “share of the planet.”

“Regardless of this change, the implication is still clear. If you have used up your share of the planet, the logical next step is to remove your bloated carcass from its surface,” the authors write.

“This is exactly what the image of the exploding hog still suggests. Does ‘Planet Slayer,’ then, promote suicide? Does it promote population control? What is to be done with the millions of people who have long ago used up “their share of the planet?” What are they to do with themselves?”

Even more disturbing is another lesson being taught to children in the video, that it is bad for the environment to earn and spend a great deal of money. “No matter how eco-friendly I made my other answers, whenever I indicated that I spent over $100,000 last year, my greenhouse hog swelled to hideous proportions,” Mason writes.

But the game offers a way out – by investing money in environmental groups and causes.

“As I gave away more and more of my money to environmental groups, my pig became the size of a mouse and floated away. The program gleefully informed me that ‘at this rate, you could live forever!’” Mason wrote.

He concludes with a final question: “What are we to think about the promise of the website that if you give enough money to the greenies, you will have eternal life? And they say that radical environmentalism is not a religion.”

Catholic Cleric says Disney Corrupts Children

http://www.womenofgrace.com/blog/?p=2581 
By Susan Brinkmann, December 2, 2008
A leading Catholic cleric in England is accusing Disney of corrupting children and encouraging greed.

Fr. Christopher Jamison is the Abbot of Worth, a Benedictine Monastery outside London, who starred in the hit BBC series The Monastery. In a recent interview with the London Telegraph, Fr. Jamison accused Disney of pretending to provide stories with a moral message while actually helping to create a more materialistic culture.

He cites Walt Disney films such as Sleeping Beauty and 101 Dalmatians that feature moral battles, but get into children’s imaginations and make them greedy for the merchandise that goes with them.

“The message behind every movie and book, behind every theme park and T-shirt is that our children’s world needs Disney,” he said. “So they absolutely must go to see the next Disney movie, which we’ll also want to give them on DVD as a birthday present.”

Fr. Jamison, who some consider to be a contender to succeed Cardinal Cormac Murphy O’Connor as the next Archbishop of Westminster, says thousands of families around the world buy into Disney’s deeper message that children must live the full Disney experience.
“This is the new pilgrimage that children desire, a rite of passage into the meaning of life according to Disney,” he said. “Where once morality and meaning were available as part of our free cultural inheritance, now corporations sell them to us as products.”

Disney markets itself as being about more than just material things but in essence, they are actually creating an addiction to consumption. He considers Disney to be a “classic example” of how consumerism is being sold as an alternative to finding happiness in traditional morality. 

“This is basically the commercial exploitation of spirituality,” he said, adding that as a result Disney and other corporations “inhabit our imagination.” And once planted there, “they can make us endlessly greedy,” he said.

“And that is exactly what they are doing.”

Gaming for Satan: New Video Games mock the Church and glorify Satan

http://womenofgrace.com/newage/?p=41#more-41  

By Susan Brinkmann, February 5, 2010
A long-time video gamer and devout Catholic is sounding the alarm about a new breed of satanically-themed video games that target God and the Catholic Church, invite players to make pacts with the devil, and elevate Satan to hero status.

"This has been going on for the last 10 years, but especially in the most recent games," said Lance Christian, 32, of Alton, Illinois. "It wasn’t until last month when I said, 'enough is enough!' I’m a gamer, but I’m deep into my faith and I think God is showing me this so I can make other people aware of it."

He has seen games gradually become more occult-based, promoting Satan and even the persecution of Christians. 

For instance, in one game, players kill the Archangels Michael, Gabriel and Raphael before going on to destroy God. Another game requires players to sell their soul to the devil and rewards them for "killing unbaptized infants." One game has Muslims killing Christians in a holy war.

All these games seem to have one central theme – God is the enemy and the devil is the hero. One game guide blatantly states: "The Judeo-Christian God is portrayed as the prominent villain in the series . . ."

"This is just the tip of the iceberg in what I have discovered," Mr. Christian said. "I feel that the devil has a new tool to work with in this age of technology, and the majority of adults in a position of responsibility are left in the dark."

He provided us with the following list of the most egregious games:

1) Tecmo’s Deception: Invitation To Darkness (PlayStation) – Players "make an unholy pact and sell their soul to Satan in exchange for power" with the object of the game being to ensure the resurrection of Satan and obtain his power. (This game is rated "T" for teen.)

2) Nocturne (PlayStation 2) – A game in which the hero (a demon) destroys the three archangels St. Michael, Gabriel and Raphael, then goes on to destroy God.
3) Devil Summoner (PlayStation 2) – Involves communicating with and recruiting demons. One demon tells the player "That Catholic Church is such an eyesore" and in the end of the game, blows up the Church.

4) Shadow Hearts (PlayStation 2) – The hero uses his power to intercept and destroy God and "save the world". Some games in this series are rated "T".

5) Assassin’s Creed (PlayStation 3/Xbox 360) – Main character is a Muslim assassin assigned to kill Christians.

6) Dragon’s Age Origins (PlayStation 3/Xbox 360) – Game revolves around the story of God going mad and cursing the world. A witch attacks believers and players can "have sex" with her in a pagan act called "blood magic" so she can "give birth to a god." Another scenario allows player to have sex with a demon in exchange for a boy’s soul.

7) Dante’s Inferno (PlayStation 3/Xbox 360) – Loosely based on the Divine Comedy, player travels through nine circles of Hell, fighting demons, unbaptized babies and other tormented souls. (This game is being considered for a movie by Universal Pictures.)

8) Guitar Hero (PlayStation) – Players use guitars with pentagrams on them, God is repeatedly mocked by the devil and in the end, the devil is the hero of the game. Women dressed as Catholic school girls are degraded. (Rated "T" for teen)

Other games with Satanic themes are Koudelka, Trapt, Bayonetta, and Darksiders.

Game publishers are cashing in on the satanic and anti-Catholic content themes and using them as a draw for buyers. For instance, Electronic Arts launched a catchy ad campaign to sell its satanic-themed game Dante’s Inferno. Buyers interested in the game are greeted at the site by an alleged new game called, "Mass: We Pray."
When they click on the link, they’re declared a heretic and re-routed to Dante’s Inferno. After ordering, they’re offered a "Number of the Beast" discount of $6.66.

Even though most of these videos are rated by the Entertainment Software Rating Board (ESRB) as "M" for mature audiences, many are rated "T" for teens. But irregardless of the ratings, they can easily fall into the hands of children from older siblings or parents, Mr. Christian says, and points to a recent YouTube video of an eight year-old playing a Satanic theme game.

Paul Bury, editor of Family Friendly Gaming said the envelope is definitely being pushed with these games. "Role playing games (RPGs) have progressively gotten worse over the years,” he said. "It is difficult to find a role playing game that is not "T". . . . There have been some "M" rated ones where all kinds of decadence is allowed."

Another problem is that the ESRB has been "shifting" its standards much like movie rating bureaus have been doing. "Compared to movies in the past, they are now allowing more for a PG rating. I have noticed the same thing from the ESRB. Games that in the opinion of Family Friendly Gaming that should receive an "M" rating are getting a "T" rating. They are letting more through."

Eliot Mizrachi, spokesman for the ESRB, says their rating system focuses on violence, language and sexuality and is based on what the average consumer’s expectations would be about content.  

"The ratings are only intended to be a guide," he said, "but if someone has sensitivities about particular content, the first step would be to check the rating summaries on our website which provide a very detailed description of the content that factored into the rating."

We checked these summaries and although they proved helpful, few mentioned the overt satanic content of the games.

Mr. Mizrachi says concerned parents should use the rating system on the package only as a guide and advises them to do their homework. In addition to checking the summaries available on their website, they should also consult game reviews on parent-focused websites such as Focus on the Family’s Plugged In (http://www.pluggedin.com/ )

People can also voice their concerns about video game content to the ESRB by visiting www.esrb.org. Mobile service is also available at www.esrb.org/mobile
Magic kits for children

http://womenofgrace.com/newage/?p=55#more-55    

By Susan Brinkmann, February 25, 2010

A asks: “I was reviewing a list of about five new age selling items geared for kids. Or maybe they were considered occult. I was surprised to see a beginner’s magic kit for kids, on the list. What are the thoughts behind this belief?” 
Believe it or not, there is a difference between stage magic – known as conjuring – and magick (yes, it’s actually spelled differently) as in sorcery. Examples of famous conjurers are illusionists such as Harry Houdini and David Copperfield. Examples of famous sorcerers would be Rasputin and Aleister Crowley with the most famous modern sorcerer being the fiction character known as Harry Potter. 

The kind of games I saw advertised under "Children’s Magic Kits" all involve conjuring games, such as making coins disappear or playing cards float in the air.

Even though conjuring is more like trick-playing or illusion, it still encourages children to become fascinated in secret powers, which is definitely not a good thing when occult fiction and movies are  considered hip these days. This is why middle school is the age when most children become involved in the occult. Let’s face it. How difficult is it for a child to go from conjuring to spell weaving when they can access Harry Potter books (which contain authentic spells, by the way) right in their school library?

The problem is that most parents don’t have a clue about magick. When I tell them spells and potions actually work, they look at me like I’m nuts. But the fact is, magick does work. The problem is how it works.
Whether a person wants to believe it or not, magick is always a matter of harnessing the power of demons. But this is only logical when you consider the fact that there are four beings known to exist in the spiritual realm – God, angels, demons and disembodied souls – and only one of them has both the power and the motive to participate in the weaving of magic spells or concocting of potions.

Let’s examine them one by one.

God certainly has the power, but not the motive to allow His power to be used in sorcery. He explicitly condemns the use of magic and sorcery in Scripture and wouldn’t contradict Himself.

Angels, who are God’s messengers, also have the power but not the motive to cooperate in magick because they only do what God bids them to do.

Disembodied human souls have no natural ability to communicate with the material world apart from their senses – which they no longer have once they depart the body. They may have a motive, but no power to engage in sorcery.

Guess who’s left?
Demons, whose hatred of God and man gives them the perfect motive for becoming involved in sorcery, have the same supernatural abilities as the good angels, which means they definitely have the power to make magic spells work.  

(New Agers like to concoct other beings that supposedly exist in the spiritual realm such as Ascended Masters, avatars, spirit guides, etc. but the only proof they offer for their existence comes from psychics and channelers. Our knowledge of the afterlife is gleaned from large collections of data gleaned from history, Scripture, and other documentation.)

This also explains why so many people who get involved in magick – thinking it’s just some innocent game – end up becoming the victims of demonic foul play.

When one recites a magic spell (spells must always be recited perfectly, with every word spoken in a very precise manner), they are calling forth a demon whose power they are asking to use for their own benefit or for another depending on the purpose of the spell. There’s no such thing as a free lunch with Satan. He’ll give you anything you want – for a price. But most people who dabble in magick don’t have a clue about any of this, which is why most don’t find out until it’s too late that they are never controlling these powers – these powers are controlling them.

I personally spoke with a priest proficient in this area who has personally delivered many people, including children, whose lives became infested with demonic activity after they started fooling around with magick.

These are just some of the reasons why I would never encourage a child to take an interest in magic, even if it’s just pulling a rabbit out of a hat.
Magic kits and books aren’t the only occult-themed toys being marketed to kids these days. Amazon sells children’s tarot cards (known as the Whimsical Tarot), Hasbro sells pink ouija boards for girls ages 8+ (see http://womenofgrace.com/newage/?p=38), and video games are becoming increasingly satanic in their themes (see http://womenofgrace.com/newage/?p=41)

For those interested in learning more about this subject, our Learn to Discern: Is it Christian or New Age series includes a booklet about magick.

Online Customers Sell Their Souls to Computer Game Retailer 
http://www.womenofgrace.com/blog/?p=4553 

By Susan Brinkmann, April 16, 2010
A computer game retailer has announced that thousands of on-line shoppers unwittingly sold their souls to the company thanks to a clause in the terms and conditions they agreed to upon making their purchase. 

FoxNews.com is reporting that the British firm, Game Station, which sells satanic-themed games such as Dante’s Inferno and Dragon’s Age, says it added the “immortal soul clause” to customer contracts on April Fools’ Day. 

The clause states: “By placing an order via this web site on the first day of the fourth month of the year 2010 Anno Domini, you agree to grant Us a non-transferable option to claim, for now and forever more, your immortal soul. Should We wish to exercise this option, you agree to surrender your immortal soul, and any claim you may have on it, within 5 (five) working days of receiving written notification from gamestation.co.uk or one of its duly authorised minions.” 

Even though the clause was added as a gag, the retailer claims it did so to prove that no one reads online terms and conditions. They also said that shoppers were given an opportunity to opt out of the terms, but very few did so. Judging by the number of people who chose the option, 88 percent of on-line shoppers did not read the terms and conditions, resulting in thousands of people selling their souls to Game Station. The company says they will not be enforcing their ownership rights and plans to e-mail customers nullifying any claim on their soul. 

Bakugan, Star wars and the occult

http://womenofgrace.com/newage/?p=111#more-111           

By Susan Brinkmann, May 13, 2010

JS writes: “I was wondering if you could explain to me what ties if any the game Bakugan has to the occult. My son, who is in kindergarten, came home begging for Bakugan items that he had seen other kids had at school. I thought that I had heard it had ties to the occult but not familiar enough with the game/video and could not find any occult information on it from the internet. We would not allow the game, figures or cards into our house but I have had a hard time explaining exactly why he could not have the items. Do you have an easy way to explain occult to children? I am also wondering if Star Wars and “The Clone Wars” have occult ties.”
Bakugan is another one of those wildly popular games that give our children a new set of skills that don’t belong in a Christian toolbox – such as learning how to summon creatures from another dimension and playing with cards that feature occult symbols and pagan references.

For those who don’t know, Bakugan is a game that consists of small plastic balls that pop open and transform into fighting figures when they roll onto special metal playing cards known as Gate cards. (A magnetic clasp inside the ball is responsible for this action.) Players lay out their cards and take turns shooting their Bakugan onto the cards. When a Bakugan opens on someone’s card, the two players do battle. Each Bakugan has an attack strength called a "G-Power" which can be modified by the Gate card it landed on. Whichever Bakugan ends up with the highest total G-Power wins the battle and captures the Gate card, with the object of the game being to capture three of these special cards.
It all sounds as harmless as rolling dice, but the story line behind the game is troubling. 

As the Bakugan website explains, "One day, cards began to fall from the sky and were picked up by kids all over the world. The cards featured different characters, different environments, and different powers. Kids created a popular battle game not knowing that these cards actually corresponded to an alternate world called Vestroia. Kids from all over the world played with the cards, yet 6 kids stood out: Dan, Marucho, Runo, Shun, Julie and Alice. They named the monsters Bakugans and their elite team the Bakugan Battle Brawlers.

"Vestroia is a vast dimension comprised of 6 attribute worlds: Fire, Earth, Light, Darkness, Water and Wind. At the very centre of this universe there are two opposing energy cores; THE INFINITY CORE, the source of all positive energy and¦ THE SILENT CORE, the source of all negative energy. Throughout history, these two opposing forces had maintained the balance of equilibrium in Vestroia."
An evil Bakugan named Naga succeeds in penetrating the silent core and absorbing all of its negative energy, which causes him to explode and create such an imbalance that Vestroia begins to disintegrate. It is the Battle Brawlers job to find the Infinity Core and reunite it with the silent core and restore balance to the universe.

This is a perfect description of the Taoist principle of yin and yang – two opposing energy forces that must be kept in balance. For those who might not be aware, this is a pantheistic belief that is not compatible with Christianity.

But it gets worse. Listen to this explanation of the black Bakugan from the Bakugandojo.com website.

The black Bakugan (Darkus) thrives "on battles hidden in the shadows, for this is where they draw their strength… Once a Bakugan is sucked into the Doom Dimension, there is no coming back… The bottom line is, Darkus is evil but fun."
Berit Kjos, author, speaker and New Age expert explains what’s wrong with all this:
"The Bible tells us that 'the weapons of our warfare are… mighty in God for pulling down strongholds, casting down arguments and every high thing that exalts itself against the knowledge of God.' (2 Corinthians 10:4-5) Our main weapon, of course, is the 'Sword of the Spirit, the Word of God.' Our children need to know His Word, then exercise faith in His timeless guidelines. . .
"The weapons used by Bakugan warriors are totally contrary to God’s ways. Based on the ancient Chinese force called ch’i, they flow from the same source as every other occult weapon. Ch’i (or Ki, Prana, etc.) is merely the Eastern label for the spiritual forces once commanded by Canaanite sorcerers, Babylonian magicians, mediaeval alchemists, and secret societies throughout history."
(Visit http://www.crossroad.to/Books/YourChildNewAge/YCNA-12.html for an excerpt from Kjos’ book on Your Child and the New Age for some tips on how to instruct children about the occult/New Age and how to choose good toys.)

As for the question of whether or not Star Wars and The Clone Wars have occult/New Age ties, the answer is yes.

According to his biographer, Dale Pollock, Star Wars’ creator George Lucas was heavily influenced by New Age books such as Tales of Power by Carlos Castaneda and The Hero with a Thousand Faces by Joseph Campbell.

This could explain why there are so many pantheistic elements in the movies, such as how Luke Skywalker prays to a "force" rather than to a person. You’ll also notice that many of the episodes contain the occult practice of communicating with the dead, such as in the 1977 film when Luke is told by the deceased Obi-Wan-Kenobi "Use the Force, Luke."
The Christian MovieGuide lists the Star Wars films as having a "strong pagan worldview where mystical soldiers have special occult powers to move objects, leap and jump great distances, and sense the presence of other mystical soldiers . . ."
In summary, many parents see nothing wrong with these games and think we’re making too much of them. However, that doesn’t give nearly enough credit to the intelligence of our children who easily pick up on the concept of gaining power by calling on forces other than God.

Allowing them to see occult symbols on games is also a bad idea because it teaches them not to be on their guard should they encounter these symbols elsewhere, say on the cover of books and videos they ought not to view.

JS, I hope this information inspires you to continue keeping Bakugan out of your home!
“I-Dosing” on Binaural Beats can produce a Hellish High

http://womenofgrace.com/newage/?p=1073#more-1073 

By Susan Brinkmann, June 16, 2011

CH writes: “My son who is in 8th grade just told me about a horrible demonic thing some kids are doing called ‘Gate of Hades’. I don’t know if you ever heard of this, but I Googled it and was disgusted by what I saw. I would like to share this with you so you can warn other parents about this.”
Gates of Hades is indeed something parents need to be concerned about. It is part of an Internet fad known as "I-dosing". It involves listening to two-toned audio files through headphones that are meant to alter brain waves the same way alcohol, marijuana and other drugs do. Teens need nothing more than headphones and a computer to get "high".  

The idea, known as "binaural beats" or "brainwave entertainment" has been around for a while and is used by New Agers to aid meditation and relaxation. There are claims that binaural beats do all kinds of amazing things, such as help people memorize and learn, stop smoking, improve athletic performance and manage their weight, but there are no conclusive studies to support any of these claims. At most, a few studies suggest the beats may have a relaxing effect. All other claims are considered to be attributed to the placebo effect.
Gates of Hades is just one of the I-dosing "tunes" that teens can download and use to get "high". Here is how one teen described his experience on an I-dosing forum:   

" . . . It felt as if I was sinking in a really thick quicksand. Also that things got really dark . . . Suddenly, I felt as if I was falling from space to Earth, but everything was still pitch black. I felt really hot and scared that I was going to crash. (During this part my friend said that I was breathing very rapidly and deeply through my nose and that i would hold my breath for like 10 seconds).

"I started to hear two voices. One was a little girl’s voice and following right after was a deep, Demonic voice. I can’t remember what they were saying but it scared the living – - – - out of me. Then flashes of an image I can only depict as a wicked and horrible demon would appear. During this point I lost feeling in all of my limbs and as far as I knew I was just a falling head.

"Then this really loud noise appeared and then everything got bad... I felt like I was just about to die but in many different ways. My friend told me that I looked as if I was going into a seizure. My friend had to take off the headphones because of my loud screaming. But the weird thing was that they were off but for a minute or two I still felt like I was there and every time my friend would talk to try to calm me he sounded like a demon."
"Once I came to, my hands were shaking really bad, my throat was dry (probably the rapid breathing), and I felt really paranoid that something was going to take me back to that hell. But as of right now I’m fine. Every once in a while I will see that image of the demon if I’m having a nightmare but that’s all . . . ."
He goes on to describe a similar bad "trip" his friend experienced who said he felt like he was in his own hell being tortured by voices in his head and "visions of demons."
"To say the least this tripped us both out," he said. "I truly believe this was a really effective eye opener on how crazy I-Doser can affect your mind." 

Aside from placing teens in vulnerable spiritual and mental states, I-dosing also gives them a taste for getting "high", which is probably why many of the sites that offer the downloads also link visitors to drug and drug paraphernalia sites.

Mark Woodward, a spokesman for the Oklahoma Bureau of Narcotics, warned parents that I-dosing is a problem they need to address. "We want parents to be aware of what sites kids are visiting and not just dismiss this as something harmless on the computer," Woodward said to News 9 in Oklahoma City last year. "If you want to reach these kids and save these kids and keep these kids safe, parents have to be aware and need to take action."
Even though it can be tough for a parent to know what their child is listening to online, experts say they should be on the alert if they are constantly online listening to music through their headphones. They might also hear their child laughing and/or shaking uncontrollably while listening to music, or appearing to be in an altered state of mind. Afterward, I-dosers have been known to be extremely hyper or happy after listening to the tracks.

Regardless of whether or not these tracks do anything more than produce a placebo effect, as the teen related above, these are not always nice trips and could expose a child to more dangers than they are prepared to face.

Parents Beware! McDonald’s “Happy Meal” Game Based on Sorcery http://womenofgrace.com/newage/?p=152#more-152  

By Susan Brinkmann, July 13, 2010

This blog is from a concerned parent who received a game based on sorcery that came with a McDonald’s Happy Meal. Notice the little girl’s response when she saw the game – evidence of how sensitive children are to spiritual matters!


JM writes: “Yesterday, 6th July, my 6 year old had a swim class. She needs a lot of encouragement, so I promised her a Happy Meal from McDonalds.” We visit McDonalds 2 times a year on average.  
“Concentrating on driving, I didn’t notice right away anything wrong with the box, until my daughter mentioned the toy was evil. Later, I discovered an advertisement for a new movie release called The Last Airbender. The toy is described as an Air Nomad: ‘Appa is the only known living Sky Bison, a mystical creature from the Air Nation. Appa helps Aang and his friends on their quest by flying them on his back.’ This is what the inlay card for the toy reads.
“On another side of the Happy Meal box, there is a game called ‘Master the Elements,’ and it goes like this:
“Water: Clasp your hands under water. Raise them and squeeze tight to make water squirt from between your thumbs!
“Fire: Grab two or more players and catch some fun! Players toss a ball and a game leader says “water” to slow tossing down or “fire” to speed it up. Whoever holds the ball when the leader says “air” is out.
“Earth: Challenge a friend! Count 1-2-3 then flash an element. Earth beats Air, Air beats Water, and Water beats Earth!
“Air: Loosely hold a straw then bounce it up and down to make it “bend”!
“I do not feel comfortable with this and forward this to you, to get it out there to other parents. As I understand it, the movie is themed on a sorcerer, mastering all 4 elements.”
JM is correct. The Last Airbender is a movie (Paramount and Nickelodeon Pictures) based on a character who journeys to the North Pole to find a "Waterbending master" who teaches them the "secrets of the craft." As we can see, this "craft" is none other than Wicca/witchcraft by another name and teaches children to be comfortable with the occult. Making a game out of the movie takes it a step further and makes fooling around in the occult into a fun game. 

Kids don’t know any better, but we do. They should never be exposed to this stuff at any level.
Look at it this way – Satan is too clever to create a game/movie that teaches kids how to turn to him for help. Parents would never stand for that, right?

This is why he "inspires" movies like Airbender, Twilight, Harry Potter because it fools people into thinking it’s something other than what it is – pure evil.

Pokémon
http://womenofgrace.com/newage/?p=254#more-254
By Susan Brinkmann, November 24, 2010

NH asks: "Does Pokémon hold the same occult problems as Bakugan and similar games?”

It certainly does!

Pokémon, which means "pocket monster" was created in 1996 by Nintendo in Japan. It is essentially a role-playing card game involving cards containing at least 150 different "monsters". Each "monster" has special powers and children aim to collect as many Pokémon as possible in order to use their special powers against other people’s Pokémon. In addition to the Pokémon cards, there are also "evolution" cards which depict Pokémon that can evolve into more powerful creatures, and "energy" cards which can be united with other cards to give a Pokémon more power.

There are different categories of Pokémon such as psychic Pokémon who can read minds, hypnotize, and "consume" people’s dreams. Poison Pokémon rely on poison, stealth, silence, and the breaking of opponents’ bones to get their way. Electric Pokémon resort to lightning bolts and explosions to overcome their opponents.

Some of the cards contain occult symbols such as Kadabra who sports a pentagram on his forehead, SSS on his chest and is depicted giving the satanic salute with his left hand.

Many say this is all just a game, but not according to the website. It takes this game much further by encouraging children to "carry your Pokémon with you, and you’re ready for anything! You’ve got the power in your hands, so use it!" Of course, children believe this and are frequently seen mimicking the game in real life by summoning their Pokémon to attack people who they don’t like. And why shouldn’t they? The game sets no boundaries as to when and where children can use the "powers" behind these little monsters.

As a result, some children will certainly become involved to the occult. Remember, the occult pertains to any system that claims to use or have knowledge of secret or supernatural powers or agencies. These powers can come in all shapes and sizes – even in children’s games. But this is nothing new. Satan has long been hiding himself in innocent parlor "games" such as the Ouija board and tarot cards.

Speaking of which, another problem with Pokémon is that the website links to a variety of other occult games such as Magic: the Gathering which caused horrendous problems in a New York elementary school 10 years ago. You can read about it here.

Poor catechesis coupled with the infiltration of the occult into children’s literature, videos and games has created a "perfect storm" that is allowing our children to have direct contact with evil right under the noses of their utterly clueless parents and educators. We can only thank God for people like NH who are not afraid to buck the tide and ask the right questions.  

Expert Discusses Pros and Cons of Video Gaming
http://www.womenofgrace.com/blog/?p=9662
By Susan Brinkmann, September 19, 2011

Video games have come a long way from those early days of “Pong” and “Pacman” and while some of today’s sophisticated games can be good skill-builders for kids, others are dangerously violent. 

Writing for the Catholic News Agency, Thomas L. McDonald, a catechist from the Diocese of Trenton who has been writing about video gaming for 20 years, says the video game industry has grown into a multi-billion dollar industry and is having the same effect on the culture as movies and television. “The numbers speak for themselves,” he writes.

According to the Entertainment Software Association, 72 percent of American households have a video game machine. Consumers spent $25.1 billion on games in 2010, with those numbers projected to hit $48 billion for 2011 and $70 billion by 2012. By comparison, worldwide motion picture ticket sales for 2010 were approximately $31 billion.

In studies of children ages 12-17, 99 percent of boys – and 94 percent of girls – play video or computer games, with no variables for race or ethnicity. And it’s not just the kids who are playing: The average gamer is 37 years old, with 29 percent of them over age 50. Though gaming numbers had skewed heavily male for most of the industry’s existence, by 2010, 48 percent of its audience was female.

But there’s more to this industry than numbers and people need to be aware that these games are not necessarily a harmless pastime for kids.

” . . . Modern interactive entertainment can be every bit as mature, and even sophisticated, as its cinematic counterpart,” McDonald writes. “The challenge lies in sorting out the diverse types of games and machines that characterize the industry’s output, so parents and consumers can make informed choices.”

The Nintendo Wii is the most family-friendly option available. However, the Microsoft Xbox 360 and the Sony PlayStation 3 are marketed for teens and adults and have a lineup that is dominated by violent games.
“The violent content of games has been increasing for years, driven by improved graphics and the perceived need to be more outrageous than the competition. Once a teen-friendly World War II action game, the ‘Call of Duty’ series radically ratcheted up the level of explicit gore on display with last year’s ‘Modern Warfare 2.’ This iteration even included a sequence in which the gamer participates in a bloody massacre of unarmed civilians.

Kids obviously have a taste for this kind of violence because “Modern Warfare 2″ was the most successful media launch in history, earning $310 million in 24 hours, with final sales in excess of $1 billion.

But gratuitous violence is certainly not the whole story, he says. Other games, such as “Bioshock” explores issues of bioethics, morality, responsibility, politics and the limits of personal freedom. ” . . . Its sometimes violent action thus unfolds within a morally consistent world,” McDonald writes.

He believes the decision to let a game machine enter the household is one that has to be carefully considered by parents with young children.

Father Shane Tharp, a pastor and high school teacher, who has been gaming for most of his life, told McDonald he doesn’t see any unique issues or problems for Catholics regarding the use of games, other than what is obvious. “A game’s value must be measured on its content and context. Just as a Catholic should steer clear of a film which includes sexual material or violence for the sake of being shocking or without consequences, the same would be said of a video game.”

For more information about a disturbing new trend in anti-Christian video games, see this article.

The Entertainment Software Ratings Bureau (ESRB) has published these helpful hints for parents about video gaming.

Focus on the Family also has a website full of resources for parents who want to know more about the games. 
The Shinto Elements in the Popular Beyblades Game 

http://www.womenofgrace.com/blog/?p=10469 

By Susan Brinkmann, November 11, 2011

JS writes: “My son recently was given “BeyBlades” for his birthday. They are quite popular and based on the Cartoon Network show BeyBlades. There are different symbols on each of the beyblades and I was wondering if this toy and show are tied to the occult.” 

For those of you who do not know what Beyblades is, this is a board game that uses spinning tops which were inspired by Japanese spinning tops known as Beigoma. The introduction of these toys corresponded with the broadcast of the Beyblade anime cartoon show. The symbols JS is referring to, which are found on the latest version of Beyblades known as Metal Fusion, supposedly represent the 88 constellations in space.

This is essentially a board game where players launch their Beyblades into a Beystadium where the longest spinning top wins the battle. Points are deducted or won based on certain criteria.

It isn’t until you delve deeper into the Beyblades back story that red flags begin to wave. For instance, Beyblades come with a bit-chip, which is a decorative plate inserted into its Attack Ring. Each of these plates is adorned with a small icon of a mythical creature which is based on Chinese mythology. Known as “bit beasts” to players, in earlier versions of the game they were known as “holy beasts” that were powerful animal spirits capable of inhabiting a Beyblade. The soul of these “beasts” are considered to be housed inside each Beyblade. This implies that inanimate objects can have a soul – a belief that belongs to animism, not Christianity.

There are four so-called “sacred bit beasts” that belong to the main characters in the Beyblade series and are known as Dragoon, Dranzer, Driger and Draciel. These four “sacred” or elemental spirits are also based on Chinese mythology. 

For instance, Dragoon provides the cartoon character Tyson with the power to harness the wind element with which he can then create tornados and hurricanes. It is based on the Azure Dragon of the East from Chinese mythology.

Dranzer is based on the Vermillion bird of the South from Chinese Mythology but also borrows from the mythological Phoenix which is based in Arabian legend. The Phoenix is considered to be a sacred bird that sets fire to itself every 500 years, then rises from its own ashes. This bit beast gives a player the power of fire to a player.

Although Beyblades is a simple spinning top game, it is obviously infested with elements of the Japanese indigenous religion of Shinto, which is a mixture of nature worship, fertility cults, divination techniques and shamanism, none of which are compatible with Christianity. If children delve too deeply into the back-story of this game and television show, it could cause confusion about the teachings of our faith.

Skylanders: Playing with magic

http://www.womenofgrace.com/blog/?p=10551
By Susan Brinkmann, December 2, 2011

AK asks: “My 8 year old son is just dying to play a video game called “Skylanders”.  My first impression after about 1 minute of looking at a YouTube trailer online for it was that it was “new age”. . .
“You have an animal (that looks pretty scary) that you place on the ‘portal of power’ and ‘you bring the animal to life’. The site says “they look like toys but are alive on the inside”. They also mention that that they are fighting to protect their magical land from an evil one etc. Besides that it looks a little violent…although it’s cartoon animals they are fighting. At least not violent like some video games where they kill humans.  BUT, it’s still violent. I would like your input on this game. Do you think it is OK or too new agey?   
“Also, any advice on how to tell him he can’t play the game if we come to that conclusion. He was absolutely hysterical about it… (It’s the NEW thing that all the boys want to play around here)  I always hear about these kids that were sheltered too much and go crazy when they get older doing all of the wrong things.  Then I watch shows like the Duggar’s (19 kids and counting) where the kids say things like “our parents are so wise, they know what is best for us.”  I wish my son would say that.  Instead he’s just mad and is just trying to tell me that Skylanders is not about magic etc. Any advice/input would be appreciated.”

My heart goes out to you AK. I can just imagine how hard it is to tell a child that he can’t have the most popular toy in school, but parents who are not afraid to do so – with patience and love – end up earning the respect of their children somewhere down the road.
All of the points you make in your e-mail are concerning to me about this new game known as Skylanders. It just another one of those toys, like Beyblades, that has a questionable back story that could confuse a child if they delve too deeply involved into the background of the game.

In the case of Skylanders Spyro’s Adventure, as it’s officially called, this is supposedly an entertainment breakthrough in video gaming because it allows players to transport real-world toys into virtual worlds of adventure through the "Portal of Power™."
According to the Feb. 2011 press release, "These 'toys with brains' can come to life inside the game in connection with multiple gaming platforms, as well as on handheld gaming devices, mobile devices and on the web. . . . This marks a wholesale change in the interaction between toys and video games, opening up new possibilities and revenue streams for both industries."
The game supposedly creates a whole new genre "that bridges the gap between the real and virtual worlds."
No wonder it’s so popular. It really is a very innovative idea.

But the problem is not with the technology, it’s with the back story.

This is how the website explains it:

"For generations, the Skylanders have used their magical powers and weapons to protect Skylands. But now, an evil tyrant has frozen them into toys and banished them to Earth. Only you can put them on the Portal of Power and bring them back to life in their world to save Skylands forever.

"The Skylanders figures remember their in-game experiences and upgrades. Each toy is uniquely different based on their game play. This allows kids to build a special relationship with them as they develop their skills and characteristics."
As you can read in this blog about the difference between Christian and occult-based fantasy, the presence of magic in a story isn’t a problem as long as the magic is not used in a morally neutral way, i.e., both the good and bad characters use it. Whenever magic is presented as a good, which it appears to be in the Skylander story line, there’s a problem.  

Children may be able to use this game without becoming too involved in the story line, but it’s there and a parent should be aware of it before deciding whether or not to expose their child to it.

Concern Grows over Seizures at Twilight Movie 

http://www.womenofgrace.com/blog/?p=10883#more-10883 EXTRACT
By Susan Brinkmann, December 5, 2011
The number of seizures and other physical reactions to a particular scene in the new Twilight movie is has prompted an epilepsy foundation to warn viewers away from the film. 

The Baltimore Sun is reporting that there have now been at least nine reported instances of people suffering seizures during the latest Twilight film. The episodes are occurring during a graphic birth scene that features a strobe effect with flashes of red, white and black light.

[…] As strange as it sounds, this phenomenon is not unheard of. In 2009, James Cameron’s Avatar also reportedly caused some viewers to break into convulsions.

In 1997, nearly 700 children had to be hospitalized after watching a Pokémon cartoon on television.

A Kanye West video, entitled “All of the Light” comes with a warning that it could trigger seizures and advises “viewer discretion.”

The phenomenon has also been known to occur in people playing video games.

Jessica Solodar, a mother from Newton, Massachusetts began blogging about the phenomenon after her daughter, Alice, suffered a seizure while playing a video game. “It takes an event like this Twilight movie to get people to even consider the fact that we have a public health problem that is much more extensive than people realize,” she told the Sun.

Her daughter has wisely decided to forego the latest episode in the Twilight series. Although she initially wanted to see the movie, now that she’s heard about the seizures. “She’d rather not take any chances,” Solodar said.

Thus far, the film’s production company and American distributor, Summit Entertainment, has declined to comment on the reported seizures.

The Occult-Saturated World of YuGiOh 

http://www.womenofgrace.com/blog/?p=11611#more-11611 

January 13, 2012

BG writes: “Could you give me any info you have on YuGiOh cards & the games played with them. They seem similar to Pokémon & Bakugan.”

YuGiOh! is an occult-themed card game that has morphed into a full-blown franchise that includes multiple anime TV shows and movies, video games, t-shirts, lunchboxes as well as the trading cards you refer to in your e-mail.
YuGiOh! was created as a manga (Japanese comic book) by Kazuki Takahashi in 1996 and was originally named “Magic and Wizards” which was a play on the popular (and very Satanic) card game known as “Magic: The Gathering” (you can read more about this game here). When the manga was picked up for animation, he decided to change the name to “Duel Monsters.”

According to VirtualJapan.com, the purpose of the card game is to avoid losing “life points” while dueling with opponents in a mock battle of fantasy “monsters.” Three types of cards are used:  monster cards, spell cards and trap cards. Monster cards are the different monsters that attack or defend a player. Spell cards are used to make a monster stronger or weaker. Trap cards are like “wild cards” that can be used at the discretion of the player.

The problem with YuGiOh! is its overtly occult story-line and symbolism. It centers on a Harry Potterish character named Yugi who was given broken pieces of an ancient Egyptian artifact known as the Millennium Puzzle by his grandfather. When he assembles the pieces, he becomes possessed by another personality who is later discovered to be the spirit of a 3,000 year-old Pharaoh named Atem who has no memory of his own time. Yugi and his friends try to find the secret of Atem’s lost memories as well as his real name. 

In an article on YuGiOh written by New Age expert Berit Kjos, the official YuGiOh website is quoted as saying:

“ . . . There’s more to this card game than meets the eye!
“Legend has it five thousand years ago, ancient Egyptian Pharaohs used to play a magical game very similar to Duel Monsters. This ancient game involved magical ceremonies, which were used to foresee the future and ultimately, decide one’s destiny. They called it the Shadow Game, and the main difference back then was that the monsters were all real! With so many magical spells and ferocious creatures on the earth, it wasn’t long before the game got out of hand and threatened to destroy the entire world! Fortunately, a brave Pharaoh stepped in and averted this cataclysm with the help of seven powerful magical totems.
“Now, in present times, the game has been revived in the form of playing cards.”
(Interestingly, I could not find this particular description on the website which tells me it may have been scrubbed for something more “sensitive” to the game’s Christian audience.)

The description also explains why there are so many occult symbols on the playing cards such as the unicursal hexagram (see graphic at left) which is considered to be sacred by members of the Ordo Templi Orientis, an occult Brotherhood popularized by Aleister Crowley and is also used in black magick rituals – hardly the kind of imagery that belongs in a children’s card game. 
In the YuGiOh movie, characters sport Millennium pendants which portray an Eye of Horus inside a triangle, which is a highly recognizable Illuminati/secret society symbol, as well as an illuminated third eye which denotes psychic powers (see graphic above).

Not surprisingly, the YuGiOh! movie and card game received cautionary reviews from Christian media watchdogs, such as this one that appeared in Christianity Today.

“Most kids will see Yu-Gi-Oh! as fantasy and have no trouble separating it from reality, but some may get lost in a world that, frankly, is more than a mere nod to the occult,” the reviewer warns. “The world of Yu-Gi-Oh! includes more than a fair share of spiritual darkness, and the trading cards—while not exactly a role-playing game along the lines of Dungeons and Dragons—sometimes can suck kids, unwittingly, into that world, sometimes to the point where they blur the lines between fact and fiction—and even between good and evil.”

As Ms. Kjos wisely states, there are much deeper things of the occult that can snare a child such as spiritism, witchcraft, fortune telling, demons and vampires, but “all of this begins from ‘little’ things such as Yu-Gi-Oh.”

I would avoid this game, regardless of how popular it is with children. Being popular doesn’t make it right; it just makes it that much harder to keep out of the hands of our kids. 

New Video Game Based on Potter Spells
http://www.womenofgrace.com/blog/?p=14705#more-14705
By Susan Brinkmann, June 6, 2012
Just when we thought we’d seen the last of Harry Potter, author J. K. Rowling has decided to collaborate with Sony in a new video game called Book of Spells which is based on the magick and sorcery found in her best-selling novels. 

The Daily Mail is reporting that the new game is intended to take on Microsoft’s Xbox in the computer gaming wars. It involves an electronic book and a Sony Move controller with a wand attachment. A camera on top of the TV captures movements and brings the book to life on screen. When players cast spells, pages from the book come alive with dragons and even fire appearing out of the book as players progress, learning spells as they go.
“This is the closest a Muggle can come to a real spellbook,” said Rowling, who created the content for the game which takes players through wizard training at Hogwarts. “I’ve loved working with Sony’s creative team to bring my spells, and some of the history behind them, to life. This is an extraordinary device that offers a reading experience like no other.”
The “history behind” the curses is what has concerned parents and experts for years over the Potter series.  Rowling has admitted that she engaged in extensive research into mythology, folklore, and occult beliefs in order to provide material for her books.

In one interview, when asked where her ideas for the wizard classes and spells came from, she said: “Most of the spells are invented, but some of them have a basis in what people used to believe worked. We owe a lot of our scientific knowledge to the alchemists!”

For instance, the Avada Kedavra or killing curse comes from an ancient spell in Aramaic which means “let the thing be destroyed.”

The arithmancy which is taught in the third year at Hogwarts is based on a method of fortune-telling known as numerology.

The fact that the spells in Potter books are often used to bring about “good” is even more problematic, according to Michael O’Brien, author of Harry Potter and the Paganization of Culture.
“If magic is presented as a good, or as morally neutral, is there not an increased likelihood that when a young person encounters opportunities to explore the world of real magic he will be less able to resist its attractions?” he asks.

“Of course children are not so naive as to think they can have Harry’s powers and adventures: they know full well the story is make-believe. But on the subconscious level they have absorbed it as experience, and this experience tells them that the mysterious forbidden is highly rewarding.”

The new video game will add another dimension to the “experience” of spell casting, making it even more appealing to young minds.

A review of the game appearing on Gaming Examiner sums up the problems inherent in a children’s game based on witchcraft.

“Book of Spells provides students with a safe environment in which to read, discover, learn and practice spells they already know and love, such as Incendio, Wingardium Leviosa and Expelliarmus, as well as discover mischievous notes and spells scribbled into the margins by previous Hogwarts students, and humorous anecdotal facts relating to the spells. J.K. Rowling has written a conundrum that leads you through the experience, providing insight into the values a witch or wizard has to learn, and inviting you to journey through the book to unlock new content, rewarding successful students along the way.”

The new game was announced at the E3 games conference in Los Angeles and is expected to go on sale this Christmas.

Click here to get your copy of Michael O’Brien’s book, Harry Potter and the Paganization of Culture. On this EWTN show, Michael O’Brien explains the dangers inherent in occult fiction such as the Harry Potter series.

Video Games Can be as Addictive as Crack Cocaine
http://www.womenofgrace.com/blog/?p=15246#more-15246
By Susan Brinkmann, July 9, 2012

JN asks: “I was wondering if you have any links that can help me to help my sponsored child get away from the World of Warcraft game Do you know if there is anything that the Church has put out there on this subject?” 

Pope Benedict XVI has indeed decried the use of violent video games – and so have a lot of other people such as former gamers and addiction experts who say the World of Warcraft video game series is “the crack cocaine of the computer gaming world.”
As this Telegraph article explains, a 15 year-old boy in Sweden went into convulsions after playing the game for 24 hours straight. It is extremely addictive and experts at Sweden’s Youth Care Foundation say there is not a single case of game addiction they’ve seen in which World of Warcraft did not play some part. 
So what makes World of Warcraft so addicting? According to this review by Commonsense Media, the series was created by Blizzard Entertainment and contains spectacular graphics. It’s based on the story of the world of Azeroth which is divided into two factions – the Alliance which consists of humans, night-elves, dwarves and gnomes, and the Horde with its orcs, trolls and undead. Violent battles frequently break out between the two factions. Because the game is conducted online, it may involve chatting with unknown players. There is much violence, some of it bloody, references to alcohol and occasional subtle sexual innuendos.

“Parents need to know that this game is incredibly fun to play and spectacular in terms of its beauty and creativity, but it requires adult involvement to be a positive and safe experience for teens,” Commonsense Media recommends. “Also, parents should set time limits for gameplay: With endless exploration and no clearly defined levels, it is easy to get hooked.”

One former player, Ryan van Cleave, wrote a book about how his addiction to World of Warcraft cost him a job and nearly his family. He’s one of many whose testimonies are easily found on-line. 

Even more chilling is a book written by Lt. Col. David Grossman in which he describes how recruits are taught to “unlearn” their hesitation to kill by playing video games much like those kids play for kicks in order to desensitize themselves to killing others.

“Retired Lt. Col. David Grossman spent over twenty-five years in the military studying how to transform new recruits into men who could kill,” writes Barbara Nicolosi in this article about the dangers of video gaming. In his book, On Killing, Grossman relates that killing is not a natural behavior for human beings. Grossman explains that the psychological conditioning techniques used to train soldiers out of their natural resistance to killing, are the very same techniques used in today’s violent video games. Soldiers are taught to ‘war game’ to desensitize them into thinking about killing more in terms of strategy and challenges and less in terms of the actual loss of an irreplaceable human life.”
Can children learn the same skills from the games they play? Absolutely. As Grossman writes in his book: “Children don’t naturally kill; they learn it from violence in the home, and most pervasively from violence as entertainment in television, movies, and interactive video games.”

Pope Benedict XVI has minced no words in condemning video games such as these.

“Any trend to produce programs and products – including animated films and video games – which in the name of entertainment exalt violence and portray anti-social behavior or the trivialization of human sexuality is a perversion, all the more repulsive when these programs are directed at children and adolescents,” the pope said in his 2007 World Communications Day Message. He decried such “entertainment” directed to adolescents as an affront “to the countless innocent young people who actually suffer violence, exploitation and abuse.”

My advice would be to introduce your sponsored child to actual testimonies from World of Warcraft gamers. He/she may be more inclined to hear it from them rather than from a parent figure.

We’ll keep your situation in our prayers!
Game Requires Children to Role-Play a Sorcerer
http://www.womenofgrace.com/blog/?p=15420#more-15420
By Susan Brinkmann, July 18, 2012
A woman wrote to our ministry recently to ask for advice about a family member who was very much into the game, Magic: The Gathering. 

I would shut down the playing of this game as soon as possible. As you’ll read later in this post, it has caused problems in children who just want to have fun and don’t realize how harmful it can be to play a game that requires you to play the role of a sorcerer who uses magic powers to slay your enemies. Let’s face it, children receive their first indoctrination into the occult through games such as this, Ouija boards, and their occult-based video and card games. So it can never be harmless to let kids play with these games.
Thanks to the excellent research of Marcia Montenegro and her blog, Christian Answers to the New Age (one of my favorite sources for information about the occult and New Age), I can report that this game was created in 1993 by a mathematician and Dungeons and Dragons enthusiast named Richard Garfield. Sold by Wizards of the Coast, it is a trading card game using cards that are linked to five different kinds of magic (as in sorcery, not tricks) which are labeled as “red, blue, green, white or black.” Players, who represent sorcerers, use the cards to destroy their opponent before their opponent destroys them, mostly through the use of spells, enchantments and fantasy creatures such as Chaos, Orb, Bad Moon and Animate Dead.

“Like Dungeons & Dragons, the famed role-playing game, Magic is a challenging game that calls for intricate strategy and shrewd plays,” Montenegro writes. “However, that strategy is worked out within the dark context of the occult.” 

She goes on to posit another type of game – called Pusher – in which players pretend to be dealers rather than sorcerers. “Each player is a drug dealer trying to win by selling the most drugs and getting rid of the competition. The game could be made complex by introducing challenges from the law, prison, gangs, impure products, etc. So, how comfortable would you be playing Pusher? Would the message against drugs and the role of pretending to sell drugs seem hypocritical to you? Sorcery is no less dangerous and no more moral than drugs; in fact, there is a long-time connection between the two.”

The fact that this game has caused problems in children is well documented. In this blog, I document the case of a suit against the Pound Ridge Elementary School in Pound Ridge, NY in 1995 in which teachers were using the game in their math class. Parents found out about it when their children began to have nightmares about the game. They ended up having to sue to put a stop to it (and other occult-based “learning tools” the teachers were using.)

Remember, both the Bible (Deuteronomy 18) and the Catechism (No. 2117) explicitly condemn sorcery, calling those who practice it “an abomination” to the Lord.

I can only wonder why on earth anyone would want to “pretend” to be someone that God has labeled an “abomination”?

Aurora Shooter Obsessed with World of Warcraft Video Game
http://www.womenofgrace.com/blog/?p=15524#more-15524
By Susan Brinkmann, July 25, 2012

Just two weeks after posting a blog on this site about the dangers of role-playing video games such as World of Warcraft, the man accused of killing 12 people in a murderous rampage at a movie theater in Aurora, Colorado is said to have been obsessed with similar games. 

According to the Daily Mail, a former classmate of accused Aurora shooter James Holmes, said that among other reasons why Holmes might have snapped before going on the July 20 shooting spree is that he lost touch with reality from too many hours spent in role-playing video games.
“James was obsessed with computer games and was always playing role-playing games,” the unidentified friend said. “I can’t remember which one but it was something like World of Warcraft, one of those where you compete against people on the internet.

“He did not have much of a life apart from that and doing his work. James seemed like he wanted to be in the game and be one of the characters. It seemed that being online was more important to him than real life. He must have lost his sense of reality, how else can you shoot dozens of people you don’t know?”
Billy Kromka, a research assistant at the University of Colorado neuroscience lab where Holmes was a student was also aware of the amount of gaming Holmes was doing in the months leading up to the shooting. 

“Sometimes during the lab when he was supposed to be reading a paper or something like that, I would see him playing online role-playing video games, like World of Warcraft, League of Legends,” Kromka said.

Police uncovered evidence of Holmes’ penchant for violent games when they found a poster for the Soldiers of Misfortune game in his apartment.

As we describe in this blog, experts claim the World of Warcraft video game is extremely addictive and describe it as being the “crack cocaine of the video computer gaming world.”

Sadly, Holmes will not be the first mass murderer with ties to World of Warcraft.  Anders Breivik, the Norwegian who went on a shooting rampage last year that left 77 people dead was also addicted to World of Warcraft. The 33 year-old was said to have spent untold hours immersed in the game’s fantasy world filled with knights performing violent “missions.”

Is Children’s Levitation Game of the Occult?
http://www.womenofgrace.com/blog/?p=15646#more-15646
By Susan Brinkmann, August 1, 2012

SM asks: “Now that I’m beginning to learn more about the New Age and the occult, I’ve become concerned about a children’s game we used to play at sleepovers where we used to levitate one another by using just one or two fingers on each hand. The person would lay on the floor and we’d encircle them, everyone with one or two fingers slipped under their body. We’d say some kind of chant and then, on the count of three, lift them into the air. Are you familiar with this game and were we inadvertently consorting with occult powers when performing this trick?” 

This is a really great question and yes, I am familiar with this game. In fact, I used to play it myself in the basement of a schoolmate’s home where we’d often gather to have “pajama parties.” We’d all take turns being lifted into the air and would hoot and holler the whole way up – and down! This levitation game is also known as “Stiff as a Board, Light as a Feather” or the “Finger Lift” game and has nothing to do with the occult. As Dr. Karl S. Kruszelnicki describes at ABC Science, there are several explanations for why a few people are able to lift someone with just two fingers.

First, our fingers are much stronger than we think. In fact, there is a record of a French Canadian man named Louis Cyr who lifted 553 lbs. with his right middle finger. His record was beaten by American strongman Lincoln Travis who lifted 560 pounds – on his 50th birthday – with a single finger.

The second reason is because several people who lift in synchrony are each lifting only about 26 to 44 pounds depending on how many people are involved. The key here is to do the lift in unison. If you remember correctly, the game usually began with everyone trying to lift the person before the so-called “magic chant” unleased the “magical powers” that enabled the feat to be performed. Of course, none of us were in unison, and because no one person could lift so much weight on their own, the levitation didn’t occur. It was only after the “magic chant” (which was usually some kind of rhyme meant to get everyone into sync) that the lifting occurred.

And let’s not forget that the person never hovered for long. From what I recall, we barely held them up for a split second before they crashed back down to the ground.

But that’s not to say there’s no connection between levitation and the occult. There is – just not in this children’s party game. It’s much like the relation of stage magic to occult magic. Where stage magic is really nothing more than tricks of illusion, real magic (as in spell casting) is directly related to the occult because it actually relies upon occult powers to operate. Stage magic does not. 

The rising of objects into the air in defiance of gravity – such as tables and chairs, pots and pans, etc. – has long been associated with poltergeist phenomena and spiritualism.

However, it is also associated with the saints. This article appearing on Answers.com lists several saints who levitated – St. Dominic (1170-1221), St. Francis of Assisi (1186-1226), Thomas Aquinas (1226-1274), St. Edmund, archbishop of Canterbury (d. 1242), Blessed James of Illyria (d. 1485), Savonarola (1452-1498), St. Ignatius Loyola (1491-1556), St. Philip Neri (1515-1595), St. Peter of Alcantara (1499-1562), St. Joseph of Copertino (1603-1663) and St. Alphonsus Liguori (1696-1787).

I would like to add St. Teresa of Avila to the list. She once levitated in full view of her community after receiving Holy Communion one day. The episode so terrified her that she later said it made the hair on her arms stand up.

St. Joseph of Cupertino made some 70 flights, one of which took him up into a tree. St. Peter of Alcantara was also famous for levitating and was once raised to a height above the tree line.

Jesus Himself walked on water, which some have equated to a type of levitation.

However, we all know that the devil loves to mimic Christ, which is why levitation is so often associated with witchcraft and victims of demonic possession – as a kind of parody of the transports of our saints. In fact, witches are said to fly on their broomsticks thanks to a form of levitation.

This article appearing on Answers.com gives one of the most thorough treatments of levitation that I’ve come across. If you’d like more information, this is the article to read!

Journalist Murdered Over Magic Cards
http://www.womenofgrace.com/blog/?p=17405#more-17405
By Susan Brinkmann, November 12, 2012

A dangerous occult-based game named Magic: The Gathering, is behind the murder of a journalist who was killed for his rare collection of game cards.

The Daily Mail is reporting that 31 year-old twins Christopher and William Cormier of Winder, Georgia have been charged with beating to death 30 year-old Sean Dugas, then encasing his body in concrete and burying him in their father’s backyard.

According to reports, the Cormier brothers knew Dugas, a reporter for the Pensacola Journal News, when they lived in Florida and had been part of the “Magic gaming community” of that area. Dugas was known to have the best collection of gaming cards – which police estimate was worth up to $100,000 – the Cormiers broke into his home and beat him to death in order to steal the cards.

For those of you who are not familiar with this game it was created in 1993 by a mathematician and Dungeons and Dragons enthusiast named Richard Garfield. Sold by Wizards of the Coast, it is a trading card game using cards that are linked to five different kinds of magic (as in sorcery, not tricks). Players, who role-play as sorcerers, use the cards to destroy their opponent before their opponent destroys them, mostly through the use of spells, enchantments and fantasy creatures such as Chaos, Orb, Bad Moon and Animate Dead.

The game is enormously popular among children and youth with gaming communities springing up among players. Dugas was said to have been one of the most active members of the Pensacola Magic community, which was where he met the Cormiers.

In a bizarre twist to the tail, after the twins killed Dugas, they allegedly took his body with them when they moved from Pensacola a few weeks later and returned to Winder, Georgia to live with their father, telling him they needed to bury a friend’s dog in the back yard.

Police found the body when their investigation of Dugas’ disappearance led them to the Cormiers. They found the body while searching the premises on October 8. It had been hidden inside a blue storage container that was encased in concrete.

“We were able to cut the bottom away from [the container] and it was in fact a body [inside],” an officer said.

A coroner ruled that Dugas died from blunt force trauma to the back of the head.

Unfortunately, this game has more than 12 million players in more than 70 countries, according to Tolena Thorburn, spokeswoman for Wizards of the Coast. To date, more than 11,000 cards have been created.

This story proves the dangers of sorcery, a dark art that can never be reduced to “just a game.”

Examining the Dark Side of the Skyrim Video Game
http://www.womenofgrace.com/blog/?p=17447#more-17447
By Susan Brinkmann, November 14, 2012

We recently had a caller on our radio program ask us to do some research on the video game known as Skyrim.

Just like most popular gaming videos of the day, Skyrim is a role-playing game where players cavort around a fantasy land filled with what is becoming the usual demonic spell-crafting and gratuitous violence. However, as this reviewer revealed, there are also concerns about the homosexual innuendo in this game. Another reviewer concurs and also notes that the spells used come directly from The Book of Wiccan.

Focus on the Family’s video review site, Plugged In, features a well-written review of this video game in which the scope and depth of its imagery and storyline are praised, but its “dark bits” are not.

“The land’s various (worshipped) gods, chanted spells, zombie-like undead, ghostly children and other dark creatures of the night weave together in a twisted spiritual tapestry that hangs behind just about everything,” the reviewer writes.

“You can join a drinking game and end up slur-speeched and blackout drunk. You can morph into a werewolf or vampire to sneak up on sleeping innocents and drain their blood. Up-close, front-row seats for beheadings or assassinations are an easy find. And in one memorable quest you can kill and cannibalize another human to gain a reward of power for your grisly actions. Those are just a scant few of the concerns.”

My advice to parents whose children may want this popular PlayStation/Xbox game for Christmas – just say no.

The Dangers of Massively MultiPlayer Online Role-Playing Games
http://www.womenofgrace.com/blog/?p=17726#more-17726
By Susan Brinkmann, November 21, 2012

JL writes: “My seventeen year old son plays the online game Runescape.  He plays it because I got rid of the PS3.  He has a good friend that plays Runescape and they chat a lot while playing.  I have a bad feeling about the game.  What do you think?”



I think your instincts are right on, JL.

RuneScape, which has been around for more than a decade, is just another form of what have come to be known as massively multiplayer online role-playing games (MMORPG) which involve online video games in which hundreds of thousands of players interact with one another within a virtual gaming world that has its own rules, culture, etc. Besides the sorcery-laden themes of most of these games, youngsters are also endangered by the people they interact with during play. It is highly advisable that children be told not to give out personal information to their gaming friends, no matter how well they think they know them.

As for RuneScape in particular, the game was created by Jagex Games Studio and released in 2001. Just this year, it reached 200 million accounts, making it the world’s largest free MMORPG in the world. The game itself is based on a medieval fantasy world known as Gielinor through which players travel either on foot, via magic spells or charter ships. Each type of travel is met with the usual collection of monsters and other challenges for players.

These games can lead to serious problems in individuals and are associated with some of the most notorious killers of our time, such as James Holmes who killed 12 people in Aurora, Colorado this year; and Anders Breivik, the Norwegian who went on a shooting rampage last year that left 77 people dead.

This is an extensive list of MMORPG games that can help parents learn more about individual games
Did Pope John Paul II Bless Pokémon?
http://www.womenofgrace.com/blog/?p=17841#more-17841
By Susan Brinkmann, November 30, 2012
BG writes: “Recently we noticed that several boys in our homeschooling group play with Pokémon and have dozens of card files of these characters . . . . I read your blog post about Pokémon and agree.  However, I also found an article on the internet saying that the wonderful Pope John Paul II gave his blessing to Pokémon saying it was nothing more than fodder for a child’s imagination.  So now I am confused.  Do you have any more information on John Paul’s approval of these toys?  Could the article have been wrong?  Or a fake?  I had an interesting conversation with another homeschooling mom who approves of these toys, and I would like to get my ducks in a row on these issues.”




Thus far, I have been unable to find any quote attributable to Pope John Paul II in which he blessed the game in the year 2000.

However, this article says that the Vatican-based satellite TV station declared that Pokémon trading cards and the computer game is “full of inventive imagination,” has no “harmful moral side effects” and is based on the notion of “intense friendship.”

First of all, the TV station mentioned was actually run by the Italian Bishops’ Conference at the time.

Second, the article clearly states the fact that spokesmen for the Archdiocese of Cincinnati and the National Conference of Catholic Bishops both said they did not receive any information that the Vatican officially endorsed the game.

Unless someone can come up with evidence that Pope John Paul II personally blessed this game, then the assertion that JPII approved of it should be relegated to the “just another Internet rumor” category.
Minecraft and How to Find Decent Video Games
http://www.womenofgrace.com/blog/?p=18171#more-18171
By Susan Brinkmann, December 14, 2012
MT asks: “What do you know of and think about the computer game, Minecraft? Are there some wholesome/nurturing computer games that could be recommended?”
The computer game Minecraft does not appear to contain the overt sexual and occult themes of other games. Known as a “sandbox” game, some have described it as “digital Legos.” Players can make whatever they want of the game by using blocks to build all kinds of structures such as houses, works of art, etc., and then defending these buildings from spiders, zombies and other bad-guys that try to tear it apart at night.

Most of the warnings I’ve seen are about what can happen if a child goes beyond the single player game format and opts to play online with other players. This can introduce all kinds of personalities into your child’s play, including adults who are unknown to them. Parents have suggested that if their child does play online, they should monitor his or her game activity and consider getting a private “family” server (costs about $6 per month) upon which your child and known friends can play.

As for wholesome computer games and how to find them, you might want to check out an excellent library of reviews of today’s most popular video games at a site called Plugged In. It’s hosted by the Christian apostolate, Focus on the Family. You can scan the reviews and pick out good games as well as read which ones to avoid.

Focus on the Family also offers a free multi-session “course” on video gaming for parents to help them understand types of video games, how to choose games wisely, how to spot if your child is becoming addicted to video games and what kind of safeguards to put in place for video gaming in your home.

What Effects Do Violent Video Games Have on Players?
http://www.womenofgrace.com/blog/?p=18303#more-18303
By Susan Brinkmann, December 28, 2012

We receive many questions about video games on this blog, which is why this recent study about the impact of these games upon youth caught my attention. I believe it will be of interest to anyone who has a loved one who is addicted to video gaming.

According to the Daily Mail, a new study has found that playing a violent video game for just one hour over a three-day period is enough to increase aggressive behavior.

The study was conducted by researchers from the University Pierre Mendhs-France and the University of Hohenheim, Germany. It involved 70 French university students who were asked to play either a violent or a non-violent video game for 20 minutes every day for three consecutive days.

The games chosen were Condemned 2, Call of Duty 4 and The Club, while those in the non-violent group played S3K Superbike, Dirt2 and Pure.

After playing each game, students participated in additional tests which are used to test aggression, such as creating a list of 20 things a person might do after being rear-ended by another driver.

“Results showed that after each day, those who played the violent games had an increase in their hostile expectations – meaning they were more likely to think the characters would react with aggression or violence,” the Mail reports.

The results, which were published in the Journal of Experimental Social Psychology, confirm earlier studies which found that a single violent gaming session can increase short term aggression. But this one is the first to show longer-term effects.

“It’s important to know the long-term causal effects of violent video games, because so many young people regularly play these games,” said lead author Professor Brad Bushman of Ohio State University.

“Playing video games could be compared to smoking cigarettes. A single cigarette won’t cause lung cancer, but smoking over weeks or months or years greatly increases the risk. In the same way, repeated exposure to violent video games may have a cumulative effect on aggression.”

Researchers do not yet know what impact a steady diet of video games would have on a person, but it is not expected to be a good one.

Admitting that it would be “impossible” to know how much aggression might increase for those who play video games for months or years, “these results suggest there could be a cumulative effect,” Bushman said.

“Hostile expectations are probably not the only reason that players of violent games are more aggressive, but our study suggests it is certainly one important factor.”

Researchers would know more if they could test players over a longer period of time, but that would be neither practical nor ethical, Bushman said. “I would expect that the increase in aggression would accumulate for more than three days. It may eventually level off. However, there is no theoretical reason to think that aggression would decrease over time, as long as players are still playing the violent games.”

The bottom line is that “People who have a steady diet of playing these violent games may come to see the world as a hostile and violent place.”

This is hardly a healthy outlook on life. 
Violent Video Games a Factor in New Mexico Killings
http://www.womenofgrace.com/blog/?p=18952#more-18952
By Susan Brinkmann, January 23, 2013
Police are saying that the 15 year-old teen accused of killing his parents and siblings in New Mexico was “involved heavily” in violent video games.

According to Fox News, police at the Bernalillo County Sheriff’s Office in New Mexico say that Nehemiah Griego, 15, the teen accused of killing his family on January 19, became excited when he spoke with authorities about his love for violent video games. One of the games he mentioned, was “Call of Duty: Modern Warfare”, the same game that Newtown, Connecticut shooter Adam Lanza played prior to the shooting at Sandy Hook Elementary School that left 20 children and 7 adults – including himself – dead.

Griego, who was known around town for his penchant for wearing military garb, is said to have had an argument with his mother, Sarah, 41, on Friday night. He confessed to getting a gun out of a closet in the home and going into her bedroom around 1:00 a.m. to shoot her while she slept. He then shot his nine year-old brother, Zephania, and two sisters, Jael, 5, and Angelina, 2. He waited for his father to return home from work five hours later, and killed him as well.

Griego said he also planned to go to a local Walmart to continue his shooting rampage where he hoped to die in a hail of gunfire. Fortunately, he never made it to the store. He texted a picture of his dead mother to his 12 year-old girlfriend, who spent most of Saturday with him before bringing him to the church where his father had been a pastor. While at the church, he confessed the killings to a security guard who phone 911.

A penchant for violent video games has been the common denominator in a number of mass shootings in recent years. Anders Behring Breivik, the Norwegian shooter who gunned down 77 people in 2011 was also a big fan of Call to Duty. James Holmes, who gunned down 12 people in an Aurora, Colorado movie theater last year, was an avid player of another violent video game known as World of Warcraft.

Even though a recent poll found that 62 percent of the public thinks violent video games are one of the reasons behind the upsurge in mass killings, authorities have thus far focused primarily on gun control as a way to stop the random slaughters that have taken dozens of innocent lives in the last five years alone.

Parents of gaming teens may want to check out this list of the 10 most violent video games of all time published by PC Magazine.

Disney’s Magic Sorcerer Cards Make Some Guests Uneasy
http://www.womenofgrace.com/blog/?p=20579#more-20579
By Susan Brinkmann, April 8, 2013
 “Concerned Grandma” writes: I recently returned from my first visit to Disneyworld in Orlando with my two young granddaughters. While standing near Cinderella’s Castle, we noticed a woman with an album filled with cards that looked like playing cards. She held a card up to a window and an image appeared. She did this with several cards. . . . Later we saw two other young women with these cards, and they held them up to something in a wall that resembled a key. They explained that they got the cards near the entrance of Magic Kingdom and it was a type of game. It all made me a bit uncomfortable, and I had a feeling that something from the occult was going on. Tonight I googled “Disney + occult” and found many sites that said Walt Disney had been a freemason and that the magic/occult imagery in Disney films was an intentional attempt to seduce our children into the occult. I don’t know if I’m reading too much into this, but as I said, I felt that there was a darkness there at the park. I would appreciate any light you can shed.

The cards you are describing are part of a new card game produced by Disney called the Sorcerer’s of the Magic Kingdom. It’s a role-playing game in which players become the “Sorcerers of the Magic Kingdom” who fight the villains of Hades, the Lord of the Underworld, who are trying to steal pieces of the crystal of the Magic Kingdom. The Sorcerers use spells associated with the characters on their cards to foil attempts by these imaginary Disney villains to take over the park.

The game is actually played in the park (there’s a home version now too). Guests are given a special park map that lists the various locations where the game can be played. They also receive a set of Spell Cards and a Sorcerer Key that activates game screens and tracks the progress of the game. This is what players were doing when you saw them lifting their key card up to the key symbol in the wall. This must be done in order to activate the game screens.

As Jennifer Fickley-Baker, Social Media Manager, explains: “Each day a guest plays the game, they receive five complimentary cards that help them foil the plans of Disney villains who are running amok throughout Magic Kingdom Park. The cards each feature a Disney character that offers a spell unique to him or her. And, multiple cards can be used at once to cast several spells on a villain, simultaneously.”

The cards feature popular Disney characters such as Pocahontas, the Good Fairies, Pongo and Genie. There are 70 cards in total and (of course) players are encouraged to try to collect them all.

As for Walt Disney being a Freemason who hid occult symbols in Disney movies, I really could not find a credible source for these statements. (This article appearing in U.S. News and World Report gives a lengthy list of famous Freemasons that you might find interesting.) In fact, his name appears on this list, which is compiled by the Grand Lodge of British Columbia and Yukon as being a “non-Mason” meaning that there is no documented evidence that he was one (scroll down to the near bottom of the list).

Marc Eliot published a heavily criticized book about Disney entitled Walt Disney: Hollywood’s Dark Prince that accuses him of being a lifelong anti-Semite and an FBI informant as well as having several phobias such as obsessive hand-washing, heavy drinking and smoking (he died of lung cancer). He also allegedly had a fear that he had been secretly adopted by his parents. Few if any of these claims has been substantiated.
Since Walt Disney’s death, this once family-oriented entertainment business has definitely gone off the rails with some of their productions. For instance, under the reign of Disney Chairman and CEO Michael Eisner, the company’s Miramax Film division produced Catholic-bashing films such as Priest (1994) and Dogma (1999). 

Disney-owned Hyperion Press also published a book called Growing Up Gay and the park’s annual Gay and Lesbian Days has drawn fire from a multitude of family and religious groups.

As this magic card game proves, people need to be very wary of Disney because what is coming out of this company these days is not the good clean fare that it used to be.
Video Game Lets Players Hunt for Abortion Access
http://www.womenofgrace.com/blog/?p=23940#more-23940   

By Susan Brinkmann, August 30, 2013

Pro-abortion forces in Texas are being accused of desperation for introducing a video game that lets players hunt for abortion access in the state because of a recently passed law that bans abortions after 20 weeks and imposes new clinic safety regulations.

Instead of applauding lawmakers for standing up for the rights of women and children in the Lone Star State, a two-woman team of abortion advocates designed a new online video game called “Choice: Texas” that leads players in an adventurous hunt for abortion access.

As LifeNews explains, the game is played through one of several characters, each of whom reflects specific socioeconomic, geographic, and demographic factors impacting abortion access in Texas. For instance, 35 year-old Latrice has a long-time boyfriend but “has never planned to have children, and between her career and family obligations, she feels she has her hands full enough.”

The obstacles Latrice and other fictional characters face is supposed to be reflective of the real circumstances facing women in the state now that the new law was passed.

Game designers Carly Kocurek and Allyson Whipple claim the game is intended to teach “awareness and empathy” and to be used as “a sex education tool for older high schoolers.”

During an interview with Persephone Magazine, Whipple explained that the game should help people, “including privileged pro-choice people” to realize how difficult it can be for the less privileged to obtain an abortion.

She’s hoping it will also help to build empathy in people “who want to shame and demonize women” who have abortions. She claims that while working for the Lilith Fund for Reproductive Equity, which helps women who need financial assistance obtain an abortion, that she “never talked to a woman who was happy to be having an abortion.”

She adds: “I hope that this game make people see just how difficult and serious this decision is.”

Unfortunately, the game and the message behind it misrepresent the Texas law, which was designed to protect late-term infants from being butchered by abortionists such as Kermit Gosnell of Philadelphia, and to demand that abortion clinics adhere to the same regulatory standards as other health care clinics in the state.

When viewed within a factual rather than a political perspective, Kocurek and Whipple’s game becomes more like an attempt to trivialize infanticide and to send a message to all those woman who are so unhappy to be having an abortion that this is their lot in life – to be used as an object of pleasure, then impregnated and left to “clean up” the consequences. How empowering! If they really wanted to educate the masses, they’d create a game that shows women why surgical instruments need to be sterilized and doors and elevators need to be made wide enough to accommodate emergency equipment. It could also teach them how to navigate through a discussion with a boyfriend who is pressuring her into having an abortion. Or perhaps it can teach them about the pain an infant feels when an abortionist severs its spinal cord with a scissor just minutes after it is born.

What a shame to waste this video game on “helping” women find their way to a place most of them don’t even want to go!

Tree Fu Tom: Spellcasting for 2 Year-Olds
http://www.womenofgrace.com/blog/?p=24025#more-24025
By Susan Brinkmann, September 11, 2013

LC asks: “I would love to see a review on the cartoon “Tree Fu Tom” from the Sprout channel. I was watching it with my 3 year old until the character said to get up and do the spell pose. Apparently it is supposedly geared towards getting children to get up and be active while watching TV, but this goes above and beyond by introducing children to the occult. Unfortunately this is a trend that seems to be on the increase.”

I agree wholeheartedly, LC. Tree Fu Tom is quite controversial with many parents who express the same concerns you do about the occult element that is very prevalent in this cartoon.

For those of you who have never heard of this cartoon, it is shown on PBS Kids Sprout and NBC Kids in the U.S. and is aimed at children ages two to six. Set in a miniature fantasyland called Treetopolis which exists on the top of a tree trunk, it is inhabited by anthropomorphized arthropods (animals, insects or other beings that are depicted as human). The main character is named Tom who utilizes a vast array of magical devices during his escapades through Treetopolis.
For example, a power belt enables him to dart around like an insect through this imaginary land that is full of magic that he is adept at harnessing and using, such as the tree’s magical orange sap.





Sometimes Tom will instruct the audience to “send the magic to me” which shows up on the screen as a kind of orange goo that Tom catches and forms into a ball, then uses for some purpose. The movements are said to encourage children to get up and move in ways that are beneficial for development, particularly in children with dyspraxia.

In fact, the Dyspraxia Foundation (DF) was closely involved in the development of the series.

The DF website describes developmental dyspraxia as an impairment or immaturity of the organization of movement. “It is an immaturity in the way that the brain processes information, which results in messages not being properly or fully transmitted. The term dyspraxia comes from the word praxis, which means ‘doing, acting’. Dyspraxia affects the planning of what to do and how to do it. It is associated with problems of perception, language and thought.”

While it is wonderful to provide beneficial programming to children, especially those with special needs, this can certainly be done without the incorporation of occult themes which teach children to rely on magic and spell casting in order to get what they want. This is a dangerous thing to do in today’s world, which has become increasingly inured to occult devices thanks to popular fiction such as Harry Potter, et al.

I share your concerns, LC, and found this on-line forum of UK parents on which several commenters share their concerns about the series (and others who think it’s perfectly okay – just like Harry Potter). One mother said she became unnerved by the show after her three year-old began talking about casting spells!

The prevailing culture will call us “extremists” or “old-fashioned” for refusing to see this as just a “harmless” cartoon; but knowing what I do about the dark forces represented in these shows and books, I would much rather be called names than risk leaving myself vulnerable to what I know to be pure evil.

DC Shooter Obsessed with Violent Video Games
http://www.womenofgrace.com/blog/?p=24241#more-24241 

By Susan Brinkmann, September 17, 2013 
Violent video games are being linked to yet another mass murderer as friends of Aaron Alexis, who murdered 12 people yesterday in the Washington Navy Yard say he would play these games for up to 16 hours at a time.

The Telegraph is reporting that friends of Alexis say the 34 year-old was obsessed with a violent video game known as Call of Duty and believe it may have pushed him toward becoming a mass murderer.

Other ardent devotees of the game include Anders Breivik who gunned down 77 people in Norway in 2011 and later admitted to police that he “trained” for the deadly rampage with video games. Adam Lanza, the gunman who murdered 20 children and six staff at the Sandy Hook Elementary School in Newtown, Connecticut in December 2012 was also addicted to the game.

Friends say Alexis’ addiction to violent video games was at odds with what appeared to be his devout commitment to Buddhism. They told the Telegraph that he would spend of half of every Sunday meditating at the Wat Busayadhammvanaram temple in Fort Worth, Texas over a period of several years.

Alexis’ best friend, Nutpisit Suthamtewakul, with whom Alexis lived for some time, said he would sometimes play violent video games in his room until after 4:00 a.m. “He could be in the game all day and all night,” Mr. Suthamtewakul said. “I think games might be what pushed him that way.”

Authorities are still investigating yesterday’s tragedy and say they believe Alexis, a 34 year-old discharged Navy engineer, entered the Navy Yard at around 8:20 a.m. armed with a shotgun and began shooting at employees in the cafeteria from an atrium overhead. He killed 12 people between the ages of 46 and 73 before being killed by police.

A motive for the killings is not yet known although additional information about the shooter describes him as being a mentally troubled man who had “anger issues.” Some believe he was suffering from post-traumatic stress disorder after witnessing the terrorist attack of 9/11. He also had other serious mental issues such as paranoia, a sleep disorder, and hearing voices in his head.

Most Reverend Timothy P. Broglio, J.C.D., Archbishop for the Military Services, expressed his shock over the shootings and blamed the tragedy on a lack of respect for human life.

“With all people of good will, I am shocked and deeply saddened by the terrible loss of life this morning at the Navy Yard,” he said in a statement issued after the attacks. “I have often visited and celebrated the Eucharist there. It is a familiar place. I also prayed for the victims, the wounded, and their families at the noon Mass at the Archdiocesan Pastoral Center.”

He added: “Somehow we must restore the notion of respect for life into the fabric of the Nation.   When the uniqueness of the human person created in the image and likeness of God is universally recognized, the possibility of a mass shooting is more remote.”

Understanding the Legend of Chima
http://www.womenofgrace.com/blog/?p=26887#more-26887
By Susan Brinkmann, January 8, 2014

JA asks: “Is anyone familiar with Lego newer sets the Legend of Chima? My 13 year was asking for them for Christmas, but said he thought I should ‘look into’ them because a fellow student at YEAH Academy told him that they were promoting another religion and that their family didn’t have them. I couldn’t find much, other than there is something called “Chi” much like the “Force” in Star Wars which he has tons of already. . .” 
I would recommend that parents use their own discretion when considering introducing their child to the so-called Legend of Chima toys and cartoon series. As JA warns, the game is very much based on the existence of chi – which is an alleged life-force energy that is part of the eastern world view and pantheistic belief systems. The Lego story presents it as a kind of condensation of nature’s raw energy which flows through the waters of Mount Cavora and is the source of the land’s life. It is carried by the Cavora River to the Sacred Pool of Chi which is contained in the territory of the lions, one of at least 12 tribes of warring anamorphic creatures that are part of the Chima story. These include lions, bears, foxes, beavers, gorillas, skunks, ravens, wolves, crocodiles, peacocks and rhinos.

“The story centers on a community of animals at war, so expect a fair amount of conflict and peril, but the fact that the characters are animated Legos greatly lessens the impact of this content,” writes a reviewer for CommonSenseMedia.org, about the cartoon series. “Issues like prejudice, emotional manipulation, and traitorism are explored on an age-appropriate level, and the messages that emerge laud honesty, forgiveness, and selflessness.”

My only concern is that children may not be able to distinguish between the fictitious chi in this toy and the “chi” which is prevalent in so many New Age healing modalities. These practices range from acupuncture, Reiki and Therapeutic Touch to producing jewelry and other objects such as Power Balance Bands and holographic chips that purportedly manipulate chi in one way or another.

(You might want to read this blog which explains that the existence of chi is not scientifically supported.)





However, a good explanation can spare your child from wasting their hard-earned dollars on this nonsense later on in life and allow them to enjoy a very creative story that can teach them many valuable life lessons.

You can understand energy medicine! Click here for more information.

Video Game Hailed as Murder Simulator 

http://www.womenofgrace.com/blog/?p=27379#more-27379
By Susan Brinkmann, January 23, 2014

DayZ is a new PC game that is so real it makes players experience violence and murder on a never-before seen scale and is being hailed as a “murder simulator like no other.” 

“The game play leads to a degree of psychological tension and emotional response that players report never before experiencing in a computer game,” writes Evie Nagy for Fast Company, about the incredibly successful new game developed by Dean Hall of Bohemia Interactive. 

Described as a zombie apocalypse multiplayer PC game that sold one million copies just a month after its Dec. 16 debut, Hall admits that he “wanted to see a videogame explore areas like loss and fear and anger” when he created DayZ. His accomplished his goal. 

As Nagy describes, the success of the game “comes largely from DayZ’s use of permadeath–meaning that players have only one life in the game and lose everything if they are killed–as well as a scarcity of survival resources, and a kill-or-be-killed relationship with other players, who often need your supplies to stay alive themselves. There are also zombies.” 

The game is based on Halls’ experience in the New Zealand army during a survival exercise in Brunei that nearly killed him in 2010. He developed a modification of a military simulation game known as Arma 2 and included psychological elements that add real tension and fear to game play. It all adds up to a game that “feels” startling real to players. For example, he describes a letter he got from a father and son who were playing the game together. Their characters were getting ready to go into a barn in which they feared another player might be hiding. With their characters approaching the barn from different angles, the father shot at someone in the distance. “Then he walked over and realized it was his son,” Hall explained. “His son is like, ‘Just kill me. Just kill me.’ Because his legs were hurt and they didn’t have any morphine and stuff. I felt really bad about it, but the father said it was awesome … they had this amazing experience together. And he wasn’t normally into computer games.” 
As Negy describes, another commenter on the game called DayZ “a murder simulator like no other” as he went on to describe the various stages of emotion he experienced after making his first kill. The player admits that he started off “feeling a wave of guilt and grief for the stranger sitting across the Internet, who in that moment lost everything he had accomplished in the game.” But then the “worst thing happened,” the player writes. “I started to rationalize my kill. ‘Well he probably would’ve tried to kill me.’ ‘Well it’s only fair, I’ve been killed 10 times by players like him.’ ‘It’s only a game.’ Anything I could think of to make myself feel better. This is what makes DayZ so great. To think that this ‘game’ gave me the opportunity to struggle with morality in a way that other forms of entertainment never have. It also shows you how people can do horrible thing to others as long as everyone is doing it (think Nazi Germany). How every time you kill someone that feeling of remorse and grief is a little less painful until one day you feel nothing at all.” Reading this description makes it hard to ignore the fact that some of the most gruesome mass shootings of recent history involve a person who was addicted to violent video games. Is this how Sandy Hook shooter Adam Lanza, who was addicted to the violent Call to Duty game, got up the courage to slaughter 26 people, 20 of whom were first-grade students? Anders Behring Breivik, the Norwegian shooter who gunned down 77 people in 2011, played the same game. James Holmes, who gunned down 12 people in an Aurora, Colorado movie theater last year, was an avid player of another violent video game known as World of Warcraft. It’s no secret that the military uses similar first-person shooter games to train soldiers to kill. Because of this kind of training, Lt. Col. Scott Sutton, director of the technology division at Quantico Marine Base, told The Washington Post that soldiers in this generation “probably feel less inhibited, down in their primal level, pointing their weapons at somebody.” If it makes soldiers more comfortable with killing, just imagine what it does to a teenager like Adam Lanza who already had psychiatric issues on top of going through the usual emotional chaos attributable to the typical adolescent. Thus far, research into the link between violent video games and movies and the propensity to kill is inconclusive, but that hasn’t stopped lawmakers from trying to get something done about this largely unregulated field. 

“In today’s world, where kids can access content across a variety of devices often without parental supervision, it is unrealistic to assume that overworked and stressed parents can prevent their kids from viewing inappropriate content,” said Senator Jay Rockefeller (D-WVA) who has long been critical of violence in entertainment and the media, just after the Sandy Hook killings a year ago. “The only real solution is for the entertainment industry to reduce the often obscene levels of violence in the products they sell,” he told Polygon. Thus far, nothing has been done and games like DayZ that turn violence and murder into a spare-time sport.
Study: Violent Video Games Stunt Emotional Growth 

http://www.womenofgrace.com/blog/?p=27816#more-27816
By Susan Brinkmann, February 11, 2014

Canadian researchers found that young teens who spent hours a day playing violent video games can result in stunted emotional growth. The Daily Mail is reporting that researchers from Brock University in Ontario found that teens who spent more than three hours day playing violent video games are particularly unlikely to develop the ability to empathize with others. “It is thought that regular exposure to violence and lack of contact with the outside world makes it harder for them to tell right from wrong,” the Mail reports. “They also struggle to trust other people, and see the world from their perspective.” The study surveyed 109 teens aged 13 and 14 to determine whether or not they played video games, which games they preferred, and how long they typically played them. 

Eighty-eight percent of the teens said they played games with more than half admitting that they did so every day. Among the most popular games were those that involved violent actions such as killing, maiming and torturing other human characters. The teens were then asked to answer a questionnaire designed to determine their moral development with questions such as how important it would be to them to save the life of a friend. “Previous studies have suggested that a person’s moral judgment goes through four phases as they grow from children and enter adulthood,” the Mail reports. “By the age of 13 or 14, scientists claim young people should be entering the third stage, and be able to empathize with others and take their perspective into account.” However, the Canadian researchers found that this stage was delayed in teens who played violent video games on a regular basis. “The present results indicate that some adolescents in the violent video game playing group, who spent three or more hours a day playing violent video games, while assumingly detached from the outside world, are deprived of such opportunities,” said researcher Mirjana Bajovic in the journal Educational Media International. “Spending too much time within the virtual world of violence may prevent [gamers] from getting involved in different positive social experiences in real life, and in developing a positive sense of what is right and wrong.” Researchers noted that other games didn’t have the same detrimental effect on the teens’ moral development. “Exposure to violence in video games may influence the development of moral reasoning because violence is not only presented as acceptable but is also justified and rewarded,” the study reported. Rather than trying to ban the games, researchers suggested that parents and teachers should counter their ill-effects by encouraging teens to engage in charity work and other activities that get them away from the games and into the real work.
Violent Video Games Fuel Aggressive Behavior in Children 

http://www.womenofgrace.com/blog/?p=28958#more-28958
By Susan Brinkmann, March 26, 2014
A large study by researchers at the University of Iowa has concluded that children who repeatedly play violent video games learn thought patterns that stick with them and influence their behavior as they grow older. 

The Daily Mail is reporting that Douglas Gentile, an associate professor of psychology at Iowa State University and lead author of the study, said that when it comes to the brain and video games, it learns the same way as it would for solving math problems or playing the piano. “If you practice over and over, you have that knowledge in your head. The fact that you haven’t played the piano in years doesn’t mean you can’t still sit down and play something,” Professor Gentile said. “It’s the same with violent games – you practice being vigilant for enemies, practice thinking that it’s acceptable to respond aggressively to provocation, and practice becoming desensitized to the consequences of violence.” Over time, researchers say children start to think more aggressively and when provoked at home or at school, will react much like they do while playing the games. “Repeated practice of aggressive ways of thinking appears to drive the long-term effect of violent games on aggression,” the Mail reports. The large study followed more than 3,000 children in the third, fourth, seventh and eighth grades for three years. Each year, they collected data and tracked how much time the child was spending playing games, how violent the games were, and what changes occurred in the child’s behavior. 

The study appears to confirm rising fears about the impact of violent video games on children, especially in the wake of so many mass-murders that took place in the U.S. and abroad by youth who were obsessed with violent games. For instance, Sandy Hook shooter Adam Lanza, who was addicted to the violent Call to Duty game, slaughtered 26 people in December, 2012, 20 of whom were first-grade students. Anders Behring Breivik, the Norwegian shooter who gunned down 77 people in 2011, played the same game. James Holmes, who gunned down 12 people in an Aurora, Colorado movie theater last year, was an avid player of another violent video game known as World of Warcraft. “Violent video games model physical aggression,” said Craig Anderson, Distinguished Professor of psychology and director of the Center for the Study of Violence at Iowa State and co-author of the report. “They also reward players for being alert to hostile intentions and for using aggressive behavior to solve conflicts. Practicing such aggressive thinking in these games improves the ability of the players to think aggressively. In turn, this habitual aggressive thinking increases their aggressiveness in real life.” The study was published in JAMA Pediatrics. 

The Magic of Wizard 101
http://www.womenofgrace.com/blog/?p=33211#more-33211
By Susan Brinkmann, September 17, 2014

PU writes: “Do you know of the computer game Wizard 101? My 20 year old daughter has been playing this game for many years and insists it is just a fun game. I was wondering if there are actual spells in this game like there are in the Harry Potter books. And how innocent is this game?”

Yes, there are spells in this game but they are fictional and appear to be based in fantasy. However, they are used extensively throughout the game. In fact, Wizard 101 is described in the gaming industry as “an elaborate 3D virtual world in which magic and sorcery come to life…”

In a nutshell, this is a multi-player online role-playing game created for preteens that is based in the fictional universe of the Spiral. There are several worlds in this universe and players access them by purchasing crowns or a membership that gives them unlimited access to all areas of the game. (This is one of the biggest complaints I’ve read about the game – how expensive it is to play. Although there are free areas, no one is ever satisfied with them for long.)

As the game describes players aim to be wizards who duel with monsters and other enemies in the strange worlds of the Spiral and can join forces with other online players. Players attend “Magic Schools” where they learn spells and other “skills” in order to prevent the “forces of evil” that are threatening to destroy Ravenwood Academy.

Players are taught that “Magic plays a huge part in the . . . world of Wizard101. Although magic existed before the written word, it derives from well-known sources. The magic of Fire, Ice and Storm comes from ancient Titans that ruled the world in the Days Before. The magic of Myth, Life and Death come from the power of the mind, body, and spirit of the Wizard casting them. The magic of Balance combines all of them.”

Each school of magic in the Wizard101 multiplayer world is very different and “has its own philosophy, rhythm, and nature that combine with the elements of the universe,” the site explains. “Wizards are free to choose a school of magic that reflects their personality and goals in the game.”

Most of this is fantasy magic; however, one aspect of this game is real and is an authentic occult item. It’s called an athame (dagger) which is used in the game to increase a character’s stats.  In real life, an athame is a ceremonial dagger used to direct energy.

While the game is very fun and amusing, this reviewer says the chief concern of most parents is in the spiritual elements that are presented within the game.

“Although Wizard101 waters down the spiritual elements in the game to a more fantasy based system, it is possible that some children might become interested in learning more about the magic in which the game models its schools after. Therefore, we recommend that parents who allow their children to play Wizard101 be sure to regularly communicate with your children about their experience in the game and the concerns that you as a parent may have.”

Parent Outraged over “Evil Stick” Toys 

http://www.womenofgrace.com/blog/?p=35018#more-35018
By Susan Brinkmann, November 14, 2014
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Imagine the surprise of a young mother in Ohio who purchased a toy for her daughter at the local toy store only to discover that hidden in the toy is an image of a young girl with demonic eyes who is in the process of slitting her wrists! 

WHIO-TV is reporting that the toy was purchased by Nicole Allen from the Dollar Store on Linden Avenue in Kettering, Ohio. The packaging described it as a princess wand that lights up and plays music. However, when she brought it home, she quickly discovered that it didn’t play music but emitted a menacing laugh. Even worse, when a piece of foil came off the wand, it exposed an image of a girl cutting her wrists with a knife. “I’m outraged over it,” Allen said. “I want to know how they think this is suitable for a child.” 

The store owner, Amar Moustafa, said he bought the toy at a convention two years ago and it has been sitting on his shelf ever since. He can’t remember the name of the manufacturer and only knows that it was “made in China.” Moustafa told a local news outlet that the mother should have inspected the toy more closely and made note of its name before she decided to purchase it for her daughter. When news broke about the toy, another Dayton resident visited the store and found several more Evil Sticks containing the demonic image. However, before Moustafa could do anything about the toys, they quickly sold out. As of yesterday, an Evil Stick was selling on eBay for $200.  
Teens Play “Pencil Game” to Summon Demons
http://www.womenofgrace.com/blog/?p=40322#more-40322
By Susan Brinkmann, May 27, 2015 

A new game is sweeping through the halls of teendom that involves the use of pencils which are used to communicate with the spirit of a child known as “Charlie”.

The Telegraph is reporting on the latest occult fad gripping the teen world. Known as the “Pencil Game” or the “Charlie Charlie Challenge”, teens are instructed to arrange pencils in a certain configuration in order to communicate with a dead child known as “Charlie”.

Said to have its origins in Mexico, some versions of the game require two pencils to be laid on a piece of paper in the shape of a cross with the words “yes” and “no” written on the paper. The two players then repeat the phrase, “Charlie, Charlie can we play?” in order to summon the demon.

If Charlie decides to answer, he moves the pencils to indicate whether he’s in the mood for play or not. If he does want to “play”, participants can then ask questions which he answers by moving the pencils to either “yes” or “no”, similar to how a Ouija board works.

To end the game, both players must chant, “Charlie, Charlie, can we stop?” After the pencils move, both players must drop their pencils on the floor which they believe breaks contact with the spirit.

Teens who play the game report a variety of paranormal activities associated with it, such as hearing voices, sinister laughter, objects moving around, etc.

This website naively describes the game as “kind of like the spirit world version of a Magic 8 ball”. If only it was that innocent!

The fact that a game of this nature is even being played reveals the depth of the national naiveté about the dangers of the occult. This is the unhealthy result of a combination of Hollywood’s vacuous portrayal of the satanic along with the absence of any sound teaching on the subject from the pulpit. These two factors have contributed to a nationwide state of illiteracy on the true nature of demons and how enormously dangerous they are.

How else can you explain the fact that players actually believe they can cut contact with these spirits just by dropping a few pencils on the floor – something any medium worth their salt would scoff at. There is no “okay, you can leave now” for these demons. Once you open the door, they’re in, and they stay until the person who extended the invitation specifically renounces them. Simply chanting “Charlie, Charlie can we stop?” does nothing more than make the players feel like they’ve ended the conversation – which they have, but only the kind that requires the use of pencils. Demons have a vast retinue of communication skills, such as invading one’s thoughts and dreams, causing disturbances between friends and family members, accidents, insomnia, depression, suicidal tendencies, etc. and will simply resort to one of these other means to continue the “conversation” with their newfound friends.

And what if Charlie says “no”, he doesn’t want to stop playing, which he has apparently been known to do. What then? As this tweet directs, “say a prayer and hope that you actually break contact with the spirit.”
As of this writing, there is an unconfirmed report of a letter sent by Father Stephen McCarthy to students attending Saints John Neumann and Maria Goretti Catholic High School in Philadelphia, in which he warns youth to stay away from this game.

“There is a dangerous game going around on social media which openly encourages impressionable young people to summon demons. I want to remind you all there is no such thing as ‘innocently playing with demons’. Please be sure to NOT participate and encourage others to avoid participation as well. The problem with opening yourself up to demonic activity is that it opens a window of possibilities which is not easily closed.”

We can only hope that they heed his advice!

Exorcist Warns Youth Away from Pencil Game 

http://www.womenofgrace.com/blog/?p=40399#more-40399
By Susan Brinkmann, May 29, 2015

Spanish exorcist Jose Antonio Fortea is warning children to take a pass on The Pencil Game, aka the “Charlie Charlie Challenge,” which involves invoking the spirit of a dead child named Charlie. The Catholic News Agency is reporting http://www.catholicnewsagency.com/news/is-charlie-charlie-a-harmless-game-exorcist-says-absolutely-not-49686/ on an interview with Fortea published by ACI Prensa in which he warns that the Charlie Charlie Challenge involves the occult practice of “calling on spirits.“ 

The game, which has gone viral on social media, requires participants to lay two pencils in the shape of a cross on a sheet of paper with the words “yes” and “no” written on it. Players then summon the spirit by calling, “Charlie, Charlie, can you play?” and wait for the spirit to move the pencils in response. Twitter is full of clips of teens playing the game, then running off screen and shrieking in fear when the pencils begin to move. Fortea says the game is very dangerous and warns that “some spirits who are at the root of that practice will harass some of those who play the game.” While not risking outright possession, participants in this game can expect that the spirits they invoke “will stay around for a while” in spite of the rules which say the spirit has to leave when the game is done. Participants also risk that playing the game “will result in other spirits beginning to enter into even more frequent communication,” Father Fortea said. “And so then the person really can suffer much worse consequences from the demons” who are pretending to be “Charlie”. 

What’s wrong with Monster High Dolls? 

http://www.womenofgrace.com/blog/?p=40225#more-40225
By Susan Brinkmann, May 29, 2015

MW wrote: “Yesterday I was watching the Disney movie, “Bolt.” During the breaks there was a commercial featuring “Monster Dolls.” I was absolutely horrified! They had four featured dolls made by a company whose logo bore the image of a feminized skull. The dolls themselves feature a ghost doll whose face was all white, a pirate doll, and a skeleton doll, I think. All of the dolls were glamorized and hip. They reminded me of the brat dolls in a way. I thought the commercial inviting girls to enjoy the realm of monsters and ghosts to be incredibly harmful! Have you done any study into this new product or do you know anything about its manufacturer? It gives me the willies!” 

Your “willies” are warranted! This is a truly macabre toy that is sinister on so many levels I hardly know where to begin. For those who never heard of them, Monster High Dolls http://www.monsterhigh.com/en-us/character/index.html is a line of dolls introduced by Mattel several years ago that is aimed at girls ages 6+ that feature a variety of ghoulish characters such as Frankie Stein and Draculaura. 

These characters consider themselves to be “scary-cool students” at a school which boasts as its motto “Be Yourself. Be Unique. Be a Monster.” Not only are these dolls teaching children that the occult is cool, they’re also very scantily dressed and come with questionable biographies such Clawdeen Wolf, a teen werewolf doll who claims to spend her time “waxing, plucking and shaving”. “My hair is worthy of a shampoo commercial, and that’s just what grows on my legs. Plucking and shaving is definitely a full-time job but that’s a small price to pay for being scarily fabulous,” reads the character description who says her favorite hobby is “flirting with boys.” Draculaura claims to be 1,600 years old and lists gossiping among her favorite activities along with wearing “freaky-fab fashion”. Frankie Stein says she was “brought to unlife as a teen” so she’s a bit naïve about the world; and the Headless Headmistress Bloodgood is featured holding her head in her arms. A doll named CattyNoir teaches little girls how to be superstitious. “For instance, I always eat the same thing two hours before every concert: 7 chicken nuggets, 5 apple slices, 1 strawscarry shake,” she says in her bio. “I have to enter stage left under one ladder and exit stage right under another, and finally, I always wear a piece of broken mirror when I’m on stage. I find it very unlucky if any of these things don’t happen.” The bio for each doll lists its “Freaky Flaw”, favorite food, favorite activity, and friends. Some of these “freaky flaws”, such as Clawdeen’s penchant for plucking and shaving, has garnered a good deal of criticism from mental health experts. “These dolls are training girls to feel ashamed of their bodies, to focus on being sexually appealing and sexually attractive from a pre-pubescent age,” human behavior and body image expert Patrick Wanis PhD told FOX411’s Pop Tarts. “By sexualizing these young girls, corporations also create another avenue to market and sell more products to a younger demographic. These dolls also promote skimpiness of clothing, encouraging a young girl to dress like a stripper and believe that they must be sexually enticing to everyone around them.” 
Clinical psychologist Sari Shepphird, Ph.D. is also outraged by the message she feels the toy conveys. “Young girls especially do not need a doll to point out physical flaws or encourage body image preoccupation in teens and young girls. Dolls are for play and escape and pleasure, and they should not be another source of criticism for young girls these days,” Shepphird said. “It used to be that dolls were part of childhood and represented and offered an extension of innocence, but now some dolls are encouraging the opposite of innocence.” 

While most criticism was leveled at the dolls scanty outfits and heavy makeup, I also see a danger in the way it tries to make werewolves, vampires, astral travelers, zombies, and spell casters (i.e., the occult) into something cutesy and benign when it is exactly the opposite. By making these practices into toys, such as Ouija boards, tarot cards, and dolls that make spell casting look glamorous, we give children the impression these practices are harmless. Not a good idea. Sadly, these dolls are best sellers and have been for several years, which proves why we need to do a lot more work with parents to help them understand the reality of occult dangers so they can better protect their children. 
Addicted to Dungeons & Dragons
http://www.womenofgrace.com/blog/?p=40705#more-40705
By Susan Brinkmann, June 17, 2015

KO writes: “My son-in-law has been playing Dungeons and Dragons with a group of friends for many years. Is this a harmless pastime? Should I be concerned?”
No pastime is harmless that involves pretending to murder, rape, torture and maim while resorting to all kinds of occult arts. Dungeons & Dragons is one of a genre of games known as fantasy role-playing games or FRP’s. While there is nothing wrong with fantasy (God gave us our imagination!) this doesn’t mean all fantasy is just harmless fun – especially not fantasy that is laced with occultism, such as Dungeons & Dragons.

The game started out as a fantasy table-top role playing game in 1974. Designed by Gary Gygax and Dave Arneson, it is considered to be the granddaddy of today’s role playing video games.

The Christian Research Institute (CRI) gives a good description of Dungeons & Dragons for those who are not familiar with it. The game involves various players who interact with each other in an adventure that they create. One player is named the Dungeon Master and it’s up to him/her to make up the “maps” of play which include, monsters, dungeons, traps, magical devices, etc. The other players assume characters such as druids, clerics, thieves, etc., and each character receives certain powers and abilities. Players then band together to fight their way to whatever goal has been assigned.

The game is quite addicting and the internet is full of testimonies from players who say they sometimes begin to think like their characters and even get upset when the game doesn’t go their way. This blurring of the lines between fantasy and reality can be problematic and is why some police departments routinely ask suspects if they are participants in any kind of role playing game (RPG).

They have good reason to do so.

Some of the more violent role-playing video games are a common denominator among several high-profile mass killers such as Eric Harris and Daryn Klebold, who were obsessed with a game named Doom when they murdered 12 classmates and a teacher in 1999 in Columbine, Colorado. Seung-Hui Cho, the 23-year-old who killed 32 people at Virginia Tech University in 2007, was a big fan of Counterstrike and Adam Lanza, the troubled 20 year-old who killed 20 children and six adults in Connecticut was obsessed with violent games such as Call of Duty. Andres Breivik, who killed 77 people in Oslo was a fan of the same game.

Although researchers have not been able to establish a link between these games and the compulsion to mass murder, it is definitely being given serious study.

But the possibility of reality distortion isn’t the only serious problem with Dungeons & Dragons. This game also involves the use of occult practices such as spell casting, divination, communion with pagan gods and the dead. As the CRI reports, “Most spells have a verbal component and so must be uttered.”

Fans of the game argue that even if they are saying the words, it’s all just make-believe. True, a person can be playing the game without any intention of contacting spirits, but that doesn’t mean the spirits won’t respond when called upon. The devil couldn’t care less if you mean it when you call him. This is why contact with the satanic realm through the playing of games such as Dungeons & Dragons can and does occur. But even if it doesn’t, the CRI points out that occult-laced RPGs “can create a disposition toward the actual occult activity.”

As the CRI explains, “The various magical abilities that players exercise in these imaginary worlds can also whet their appetites for power. The same young man who is unable to prevent his parents from separating, or to make the cute blonde in his history class notice him, can, through FRP, conquer a kingdom or obtain immense treasure simply by casting a spell.”

What happens when this same young man meets someone who introduces him to occult powers that he can use in the real world rather than just in his gaming world?

“He would like nothing more than to believe that he can divine the future, project his soul outside of his body, perform healings, or cast a spell — and get results. The transition from make-believe sorcery to actual sorcery would not be all that difficult.”

Elliot Miller, editor in chief of the CRI’s Journal, recommends that Christians who want to engage in role playing games like Dungeons & Dragons invent their own games that are unlike those currently on the market.
“These games should be structured so as to finish within a reasonable, fixed period of time. They should be designed with a view toward leading the participant to a more creative, Biblical approach to confronting life’s challenges, rather than providing him with an illusory escape from having to face them. And, finally, they should not require the role player to aggressively act out (and thus, identify with) any activity (such as violence, immorality, or occultism) that is expressly forbidden in God’s world.”

Like too many other games these days, Dungeons & Dragons is not a healthy use of one’s time.

APA Study Links Violent Video Games to Aggression 

http://www.womenofgrace.com/blog/?p=42540#more-42540 

By Susan Brinkmann, August 18, 2015

A review of almost a decade of studies has found that exposure to violent video games is a “risk factor” for increased aggression. The Independent http://www.independent.co.uk/news/science/study-finds-that-violent-video-games-may-be-linked-to-aggressive-behaviour-10458614.html is reporting on the findings by a team of psychologists from the American Psychological Association (APA) who reviewed nearly 10 years of studies that found a strong link between the use of violent video games and aggressive and/or callous behavior. “The research demonstrates a consistent relation between violent video game use and increases in aggressive behavior, aggressive cognitions and aggressive affect, and decreases in pro-social behavior, empathy and sensitivity to aggression,” the APA task force reported. The task force conducted a comprehensive review of more than 300 violent video game studies published between 2005 and 2013. 

“While there is some variation among the individual studies, a strong and consistent general pattern has emerged from many years of research that provides confidence in our general conclusions,” said Dr. Mark Appelbaum, who chaired the research team. “Scientists have investigated the use of violent video games for more than two decades but to date, there is very limited research addressing whether violent video games cause people to commit acts of criminal violence. However, the link between violence in video games and increased aggression in players is one of the most studied and best established in the field.” He added: “We know that there are numerous risk factors for aggressive behavior. What researchers need to do now is conduct studies that look at the effects of video game play in people at risk for aggression or violence due to a combination of risk factors. For example, how do depression or delinquency interact with violent video game use?” As a result of the study, the APA is urging game creators to increase levels of parental control over the amount of violence video games contain. Need to know if your child’s games are safe? Click here for video game reviews from a trusted Christian source.
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NEW AGE GAMES-POKEMON, POWER RANGERS, YU-GI-OH, ETC 
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