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                        TOYS R NOT US!

INTRODUCTION

This is a study of what is happening today in the toy industry, and how it is influencing the physical, emotional, and spiritual behaviour of our children. More than being mere playthings, this segment of the ‘entertainment’ industry projects violence, greed, obsession, covetousness, sex, and the occult. If you don’t agree with me, when was it that you looked further than the soft toys in your toy store? And even they haven’t escaped the wash of the New Age wave that has engulfed childhood. If you’ve read my preceding article on Role-Playing Games - Pokémon, the Mighty Morphin Power Rangers, Teenage Mutant Ninja Turtles, Dungeons & Dragons, Vampire- The Masquerade, Magic: The Gathering and many more ad nauseam, apart from realizing their true nature if in case you hadn’t earlier, you must surely have been struck by the very NAMES selected for these games by the manufacturers and promoters. The more macabre and outlandish [or should we pun on the word alien] the characters appearances and names, the greater the toys’ popularity, it seems 

And it’s not just the way they LOOK, it’s also what they SAY, DO and TEACH. It is part of their marketing strategy, playing upon the already instilled desires of a new generation of kids for the ghoulish, the ghastly and the grotesque. 

A couple of generations ago, these ‘toys’ were, if any of them had been around, what parents could terrify their children with as the perennial “boogie man”. Today, there certainly IS no boogie man. And few parents who are discerning enough to realize that the boogie man has long since gotten into their children’s playrooms, and made himself at home.

In an era where parents share the viewing of Star Wars, Close Encounters of the Third Kind, E.T. [Extra-Terrestrial] and such Hollywood blockbusters with their impressionable infants, come Christmas it does not take much brain picking for dad or mum to gift wrap a Luke Skywalker laser gun, a Harry Potter kit –complete with green slime and magic broom, or a He-Man robot that incorporates an audio recording to constantly remind the child that HE is the Master of the Universe.

One may argue that there are a lot of good toys out there, and that writing or speaking about the bad, or finding evil in everything [and now, of all things, TOYS !!] is fundamentalist. [I certainly have received hate mail, but just a two or three of them.] But, as I repeatedly have said, there are a lot of people out there in Christian ministry who speak about the good things. And ONLY the good things. Maybe that’s their calling. Focused on their ministries, maybe they don’t care what else is happening around them, or don’t want to know. Maybe they DON’T KNOW. This ministry is to create awareness in those who want to know. Being Christian doesn’t mean remaining ignorant. This ministry has always been reticent about liberally peppering articles with Bible verses. But a few Scripture quotations are in order here, and they can be applied to the preceding write-up on fantasy Role-Playing Games [RPGs]. And to any other report on this website.

“I am sending you out as sheep among wolves. Therefore be wise as serpents, and innocent as doves.” Matthew 10:16

“Of the Issacharites, THEIR CHIEFS WHO WERE ENDOWED WITH AN UNDERSTANDING OF THE TIMES AND WHO KNEW WHAT ISRAEL HAD TO DO…” 1 Chronicles 12:32, 33

“My people perish from lack of knowledge! Since you have rejected knowledge, I will reject you from my priesthood.” Hosea 4:6

So we are not going to speak about those model cars, meccano sets, building blocks and doctors’ kits. We are going to talk about the stuff that hits you in the face when you walk in the toy section of a department store. As it did me. 

We’re going to talk [also] about those ‘cute’ li’l squeaky toys and Barbie dolls, jigsaw puzzles and cartoon comic books. Scandalized? Hold on to your My Little Pony. Because not all of the ‘bad’ is overt. Much of it is subtle and covert.

Only the Christian who realizes that, this side of the Jordan, man is constantly engaged in spiritual warfare, sees with the eyes of Faith, and realizes that the enemy changes his tactics to match contemporary trends, will understand. 

We are in the New Age, a spirituality that is immersed in UFOlogy and psychic experiences. But, ignorant of the underlying New Age philosophies in these toys and games, even good Christian parents see no problem with Harry Potter, Sabrina The Teenage Witch, Superman, and a host of other characters that have become role models for their kids. They don’t stay in the playroom, the TV set or the movie theatre either. They end up on the front- and often in the shape- of your child’s eraser, back pack, or lunch box, and as I said earlier, in those interesting jigsaw puzzles that he assembles.

There was a time when a golliwog- you remember that man-in-black – the racist parody of a Southern darkie- scared the hell out of kids of my generation simply because it was, well, black, and had those huge black eyeballs set in even larger white eyes? Golliwog is tame compared to all except a tiny minority of today’s characters, but who anyways cannot be isolated because they come together in packs with their fearful compatriots. Yet no one bats an eyelid at them.

Have we become, as the cliché goes, immunised to these things? In all probability, yes. A lie, when endlessly repeated, becomes the truth. And one who dares to take a stance against these things risks the wrath of his friends. Small wonder then that most ministries do not clutter up their safe-and-cosy preaching with controversial issues connected with New Age. After all, one cannot isolate a New Age issue. The New Age is everywhere, in everything. Even in our educational institutions. And in the Church. If one starts to preach about the superstition or the occult, as admittedly a couple of charismatic ministries have begun to do with a lot of trepidation and little knowledge, it is only a matter of time before one has to confront the more serious issues. After all, it’s quite simple to call the superstition in numerology, or the occult in fortune-telling and astrology. It does not require much knowing, neither does it require one to trample on the religious - or personal - sentiments of others. One can be excused for having to say something. But one cannot simply stay there. 

There are a myriad equally, if not more, serious issues that this ministry writes about. And that’s where the troubles start.

One cannot preach about these things unless one is ready to go ALL the way, and pay the price for doing so, and most ministries first check the tag and decide it’s not worth the diversion from the safe and well-trodden path. You start to talk about these untouchable issues that reflect on people’s uninformed choices, wrong associations and New Age-tainted philosophies, and you stroke the cat’s back the wrong way. Well-groomed feathers are ruffled. Invitations dwindle.

No man is an island, they say, and it’s true most especially in charismatic ministry. One needs to call in one’s preacher friends to minister to one’s group or parish or city, and be called over in return. No point in upsetting anyone- your friend, his parish priest or bishop, the religious who so kindly permitted the use of their premises, or some influential member of the group- or even a priest associated with your ministry who might be a practitioner or promoter of the very works of darkness that you expose [Ephesians 5:11]. I’m not talking theory here. These are real life situations. I have had long time supporters write to me that the superiors or benefactors of their ministries do not approve of the stance of this ministry on some of the issues that I write about. It is evident that there are powerful forces holding and pulling the strings of many ministries. Forces that do not want the truth to be revealed because they themselves have accepted the lie. If this is the case with issues which the Church has mentioned in Documents, or which respected Church leaders have written and spoken about, what will be the reaction to an article like this that discovers evil even in toys?

Just last Sunday, the 10th of December, when I was passing out some of my papers in the compound of a parish, I had a charismatic chap [who has been flitting from prayer meeting to seminar to rally to convention for the many years that I know him, and was running late for yet another] patronisingly tell me not to “worry about the Church”. She is safe in Jesus’ hands. I believe he was telling me not to waste my time on this ministry, but to emulate him. He certainly was not ‘worried’ about his Church. And probably fairly ignorant in the bargain about the New Age dangers confronting her.

And what about the preachers themselves? Like I said, nice little talks on the same old topics, with the same old content, to mostly the same old people. I have in my library a book with the title “The Middle Of The Road – The Most Dangerous Place To Be”. And for this ministry- a private pat on the back, maybe even a cheque in the mail, but public association? No, thank you. Michael old chap, you’re doing a good job and all that, but we gotta be moving.

It isn’t fair for me to generalise. This ministry would not be around, apart of course from the hand of God that called it out and preserves it, if not for the moral, intercessory, logistical and financial support of many ordinary people from charismatic prayer groups as well as a few exceptional leaders who walk in the Spirit. But I would not be true to myself if I denied that the spirit of compromise holds sway over the Renewal at large. What one does NOT preach is as important as what one preaches. While people tend to mark a minister against the content of his preaching, critic that I am, I evaluate them against what they tend to avoid speaking about. And if one scratches a little below the surface, one will locate the reasons for their doing so. Reasons that confirm that the New Age has long since infiltrated the Charismatic Renewal. And, as I have mentioned in earlier articles, this will eventually be the subject of a detailed report against which a lot of evidence has already been collected.

I have mentioned the following three incidents in earlier reports, but I am inspired to relate them here again.

At the National Seminar on Charisms [Chennai, 24 January 2005] Fr. Rufus Pereira of Mumbai said “80 to 90% of our Catholics have gone to astrologers or for occult healing to babas”. He noted that it [the occult] constitutes "the most common and most damaging obstacle [to healing, followed by unforgiveness] in a Christian's life".

At a retreat given around four years ago by Bangalore preacher Fritz Mascarenhas for around 300 Catholic women first- year students at the Stella Maris College in Chennai, he called for a show of hands of those who needed to repent for involvement in the occult, astrology etc. At least 75 percent of the girls raised their hands, a shocking indictment of the lack of solid Biblical teaching in the Catholic schools from which all of them have graduated.

Anthony Lobo of Mumbai, in a retreat [Chennai, February 2006] said that involvement in New Age practices is a major obstacle to Inner Healing. From my personal experience over years of interaction with the Renewal, I have found that an alarming percentage of people in prayer groups, and even in leadership as well as in ministry, are involved in some form of New Age alternative therapy or meditation, thus themselves having been exposed to the occult, whether hard or soft.

Due to ignorance of the truth about these things, therefore not having confessed and abjured themselves of the practices and cleansed themselves of the occult influences if any, they continue to minister to others while being themselves under spiritual bondage. This ministry does not intend to be judgemental, but to create awareness by bringing to the light “the fruitless works of darkness” [Ephesians 5:11]. Which brings us back to the issue at hand- TOYS.

I myself have been guilty of buying our sons make-believe guns, and watching all those gory Sylvester Stallone and Arnold Schwarzenegger movies with them. But that was before my conversion experience and coming into charismatic renewal 25 years ago. And even then it was left for me to find out for myself slowly and painfully the truth about things, starting with the rock music that I, as a parent, was passionately into. Even today, barring very, very few exceptions, these subjects are glossed over in all retreats and conventions, with virtually no one qualified in the least to talk about them. If given a brief mention, it is mostly by people who are committed to other ministries. Let me explain that. 

My ministry is to research, identify and expose New Age. While I have the knowledge and competence to talk on Inner Healing or Deliverance, I can only do that much. I am not competent to go deep into the subject. Neither can I minister or counsel someone who needs Inner Healing or Deliverance, nor am I called or anointed to those ministries. The same applies in converse. Teaching about New Age needs to be given by specialised persons. And do we need them badly.

I know of preachers who had the courage to assert in the course of their regular talks that Christians may not practise yoga or reiki healing. When later they were confronted by Catholics who were under the influence of those philosophies and therapies, and clarifications demanded of them, they were at a loss for answers, and eventually stopped speaking about New Age at venues where they had no control over the make-up of their audiences. Others have telephoned or written in to ask me my opinions on subjects as diverse as the teachings of Sri Sri Ravi Shankar, Enneagrams, the Yu-Gi-Oh! game, Pilates, etc. Are they New Age or not? The result is the series of articles that includes Toys R Not Us.

In the preceding article, we have discussed fantasy gaming. In the additional fourteen pages which are posted on the website [page nos. 39 to 52] we have seen newspaper reports of the gruesome murders, suicides, vampirism and sexual attacks that resulted from fantasy becoming reality. That they were unashamedly posted by an anti-Christian gaming advocacy website only underlines the extent to which some minds have been depraved. Those reports from www.theescapist.com were only a selection. It carried many others that mocked Christian concerns about fantasy, with special reference to fantasy RPGs. Such people believe that fantasy is harmless. By turning those fantasies inward, indulging in them, we will actually come to no harm, they say. Yet, their own site contradicts their argument.

“The Lord saw that the wickedness of man was great in the earth and that every imagination of the thoughts of his heart was only evil continually.” Genesis 6:5

G.K. Chesterton wrote, “The power which makes a man entertain a good impulse is the same power as that which enables him to make a good gun, it is imagination. It is truth to say that evil acts begin in evil imagination.”

Although imagination is a gift from God, it can be perverted or developed by external forces.

Our fantasy or our imagination will be only what we feed it. Leave alone that our hearts are intrinsically evil by the Fall.

Broadly speaking, there can be four kinds of toys. 

1. ‘Amoral’ toys are those that have nothing to do with morality and are neither good nor bad. Just toys. Educational devices, model cars, simple dolls like the once famous Raggedy Ann, and teddy bears will come under this category.

2. ‘Christian’ toys are those toys that can instill ‘Christian’ or moral values in a child. Know of any? There are companies in the West manufacturing them, but they are not anywhere as big as Mattel, Funskool or Hasbro, the major secular players.

3. ‘War’ toys promote violence. G.I. Joe for instance, introduced in the mid ‘50s. 

4. ‘Occult’ toys project the occult as well as “humanism” which teaches that man is his own god. Plenty of ‘em.

As a matter of fact, categories three and four tend to overlap quite a bit. We’ll get back to this from the next page.

FANTASY AND REALITY

Research reveals that toys became industrialized only a little over two hundred years ago. In the preceding centuries, toys were more of the rich child’s prerogative. Poor kids mostly involved themselves in games with others. This helped build social relationships and adjustment with the real world. Today, with the increased emphasis on personal achievement, toys are used more and more in solitary play, using the imagination. The video game is the prime example.

A child’s mind is like a sponge, soaking up everything he experiences. This includes inputs from parents, peers, television, and toys. He uses toys to learn about the world around him. Children project their imagination into a toy. Give a child a car or a train, and watch him become a Formula 1 driver or a train engineer. The toy becomes an extension of himself. 

His imagination is free to determine the role that the toy will have, though influenced by external inputs.

Though he plays ‘Let’s pretend’, for him it’s real. He visualizes himself as the object or the character, possessing all the attributes and powers of that character. When he plays ‘house’, he pretends to have authority over his ‘children’- stuffed dolls and animals. This is good because it helps him rehearse for his future role in life. 

However, when children pretend to be mythical or mystical characters, they are not recreating a real world. It is also serious when the said characters exercise an unhealthy dominion over others as is the case with too many toys today.

If play is the means by which a child gathers information about the world around him, then ‘bad’ toys will give him the wrong information about what he must believe, what he must expect, and how he must act.

And when such unhealthy fantasy is carried over into reality, it can have devastating results [see the RPG article]

Fantasy role-playing even with toys can be carried too far into reality. While children do play ‘house’ with them, naming them, dressing and feeding, marrying and even burying them, there are reports from Europe and the States of people who have paid to put corrective braces on their dolls’ teeth. Clinics have been opened to rehabilitate dolls, and one can send one’s dolls off to a course, after which the dolls return with certificates that they’ve been to school. Kids begin to view their dolls as not simply dolls but real children like themselves, thus confusing their concept of reality.

Xavier Roberts, the designer of the Cabbage Patch Kids issued birth certificates and adoption papers with his dolls which have distinguishing birthmarks, thus giving them ‘life’. A defective doll that is returned is issued a “death certificate”. The ‘dead’ doll is replaced with one that is very different from it. The argument from Christians is that children are children and not mini-adults, and children should not be rushed into becoming older than what they really are. Children should be allowed to play with dolls and pretend that the doll is real. However, the ‘pretend’ should not become confusing for the child. The child should realize that the doll is just a doll and does NOT actually HAVE human traits.
THE TELEVISION – CARTOON – TOY LINK UP

While television plays a leading role today in a child’s development, it is also the subject of a lot of Christian writing and so will not be dealt with here except in passing. We will remain with the subject of toys unless we must refer to toy-related TV programmes which serve to promote the toy industry by influencing the impressionable little minds, or the TV set as a means of viewing cartoon films based on the toy characters.

For years, manufacturers had produced toys based on popular television characters. If the Mickey Mouse cartoon had a high popularity rating, you got a Mickey Mouse toy on the market.
Today, major companies employ the marketing gimmick of simultaneously releasing toys and cartoons. The toys include models of the characters, board games, trading and collectible cards [see the RPG article], puzzles etc. ‘Cartoons’ refers to the animated movies. At first available on videotape, today they are sold as CDs and DVDs; and CD-ROMs which can be played through your personal computer [hand-held electronic games]. In print they are comics. 

Today, almost every popular cartoon is released in tandem with a toy. The toys and the cartoons promote each other.

The TV cartoons have, as we all know, commercial breaks. Let me put it differently. At breaks during screening of the cartoons, commercials are introduced. The commercials are for toy products connected with the cartoons. So the question arose whether the cartoons were commercials or the commercials were cartoons. In 1983, ACT or the Action for Children’s Television, accusing the companies of taking advantage of the children, who would not be able to differentiate between a cartoon and a commercial, filed a complaint in the United States that a number of children’s programmes were “nothing more than thirty-minute commercials for [toy] products”. The NABB or the National Association for Better Broadcasting also in the US objected to “cartoons based on trademarked products”. It took the case of ‘He-Man and the Masters of the Universe’ of which both, the action figures as well as the title of the show, are trademarked, saying, “It’s an exploitation of kids- THE ENTIRE PROGRAM BECOMES A COMMERCIAL”. Hence the term “commercialtoons”.

Because a child cannot distinguish between fantasy and reality, he is not able to separate in his mind the difference between regular TV shows and commercials. When an animated commercial is sandwiched between an animated cartoon, to the child it is one continuous programme. Children therefore tend to view the commercials as “public service announcements” and believe that they should possess the products advertised in the commercials. They also instill peer pressure on the kids by making announcements urging children to “be the first” to have the toy. It’s not just toys.

Parents today are familiar with the snacks, sweets, cereals etc. that are advertised during cartoons. Invariably, they offer “free” trading cards, tazos, or other collectibles associated with the toy of the cartoon. Cartoons that came under the ACT scanner for such “unethical” advertising in 1986 were Bugs Bunny, The Flintstones, and The Cabbage Patch Kids.

Bruce Watkins, assistant professor of the Communications Department at the University of Michigan told The Detroit News [November 10, 1985], “One element of these shows that is really unfortunate is that they were CREATED TO SELL TOYS as oppose to entertain children.” 

The advertisements or commercialtoons also promote video games. Dungeons & Dragons, He-Man, Smurfs, Shirttales, and Transformers were among the first to adopt these tactics. The pressure is maintained by companies continually releasing new episodes, new toys to correspond with the new episodes, and also full-length movies. 

PROGRAMMING YOUR CHILD

During play, a child figures out how things work, and what purposes they serve. ‘Good’ toys will promote a wholesome development. Toys of war and destruction will teach a child that problems are to be solved by violence and aggression.

Now, when a child watches the cartoons, images are formed in his mind about how the toy should function, and the various possibilities it has. Then, when engaging in solitary play, he projects these images into the toy, re-enacting them.

The point here is this, that the child is no longer using his imagination or projecting himself into the toy. This has already been done by the cartoon. Instead he is acting in the way that he has been programmed to do by the cartoons. 

When he plays with the toy, he will ‘visualize’ [NOT IMAGINE] the same situations that he has just watched on TV.

When a cartoon is linked to violence or occultism, the child is programmed to focus on, imagine or re-enact accordingly.

Says Phil Philipps in his introduction to the dangers of D&D, “That wonderful world of ‘let’s pretend’ is being influenced today in a way that researchers never really considered a danger. Too much time spent in the imaginary world affects all ages, disorienting the way they view reality. Psychologists have claimed, time and again, that when someone lives in the realm of fantasy for an extended length of time, the lines dividing reality and fantasy become distorted, fuzzy.”

1. VIOLENCE

In 1985, the National Coalition on Television Violence reported that war toys comprised the leading category of toy sales in the USA. It also reported that a cartoon series promoting the most popular of these toys was also the most violent. [Religious News Service, July 16, 1985] The war toys in question were The Transformers, a series of futuristic robot warriors which averaged 83 acts of violence per half hour. A 1986 estimate of acts of violence per half hour in cartoons: 37 in the He-Man series, 67 for D&D, and 80 in G.I. Joe, according to Phil Phillips in “Turmoil in the Toy Box”.

He-Man is discussed later on in this article, and D&D was examined in the preceding article on fantasy RPGs.

G.I. Joe has metamorphosed from a ‘simple’ gun-toting, knife-wielding commando [as if that were not bad enough] into a veritable one-man army outfitted with assault helicopters, armoured missile vehicles, shoulder-fired rocket launchers, laser guns and so on.

Rainbow Brite [see NEW AGE, below] fights horrifying monsters to keep the world colourful and happy. Although the theme is good, the intensity of violence is too much for the five-year olds at whom the cartoon is targeted.

Because even the simplest toy weapons are exact copies of the real ones, they are a reminder to children that adults often settle disputes with force and violence. But we have gone much further than that. There are toys and games that project not only human violence [with or without weapons], but also techno-violence and occult violence.

The human violence toys, like G.I. Joe are made in the image of men. They are human killing machines. Robotic toys like Transformers, Robotech, Voltron etc are the techno-violence toys. Their functions suggest intelligence and the ability to reason. Some of them may have occult characteristics. D&D, Black Star etc. are based solely on the occult.

2. THE OCCULT

Occult symbolism is common in cartoons; and many messages in the shows, both spoken as well as philosophically conveyed, have their origin in Eastern religions like Buddhism, Hinduism, Shintoism and Taoism.

The Black Star cartoon series came with its own “glow-in-the-dark alien demons” as per the blurb on the toy box.

While the Smurfs are cute toys, the cartoons are not. Every time the Smurfs have a problem, they go to Papa Smurf who casts a spell or recites an incantation to help them out. In one episode, the wizard Gargamel draws a pentagram- an occult symbol- on the floor, and lights a candle at each of its points. He then dances within it while casting a spell. Next, a spirit leaves a magical book that opens, and it enters Gargamel giving him power to battle the Smurfs. In another episode, Papa Smurf uses cloves of garlic [used to keep vampires at bay] to counter a spell that Gargamel placed on them.

In the My Little Pony cartoon, flying dragons with demonic-looking riders come down from ‘heaven’ to capture four of the ponies. Taken back to the castle at midnight, they are greeted by a horned half-man, half-goat which has prominent cloven hooves [the god Pan, also symbolizing Satan] and a bag strung around its neck. The ponies are commanded to look into the “bag of darkness”. When they do, a power rushes out transforming them into giant dragons. Meanwhile the ponies’ friends have approached a wizard who “lives among the mushrooms”. [see continuation under NEW AGE below]

The Care Bears too are cute and cuddly teddy bears who live in the land of Care-A-Lot. Like with the Smurfs, the problems arise when it comes to the cartoons. Their individual attitudes are indicated by symbols emblazoned on their tummies, and at first glance, they are loving and caring, and they come to earth to help little children to overcome their difficulties. But in one episode there is this boy who becomes obsessed with a magical book from which a demon entity speaks and controls him. He also practices sorcery with a magic cauldron. In another episode, the Care Bears fight using an energy beam that comes from their stomachs.

He-Man is ridden with occult symbolism as the reader will see further on. Some of the Shadow Weaver’s spells are very specific and are found in books on witchcraft.

3. SEX

Christian writers also draw our attention to the “increasing amount of sexual innuendos” used in cartoons. Most women are perfectly formed, and wear the most skimpy of clothes. They point out that this leaves the door open for sexual fantasy, and that most women do NOT have the ideal ‘figure’. These hyped images lead boys to unreal expectations about girls, and can cause girls to have the same wrong expectations of themselves.

Chuck Jones, the creator of the well-known “Roadrunner and Coyote” cartoon series said that the implication in cartoons is that “if you are ugly then you are evil, and if you are cute or pretty then you are OK.” How would special children with disabilities deal with this line of thinking, and how would their peers treat them?

THE BARBIE DOLL

Which brings us to the little girls’ all-time favourite, Mattel’s Barbie.

The original doll had stiff hair, pale skin, and heavy makeup. Today, the doll is much more mobile, has an accentuated bust line and is African, Eskimo, Hispanic. Barbie fashions have mirrored the changing times. The dolls come with a line of “easy-to- dress… slip on, snap, wrap and tie” fashion clothes, of course each one sold separately. In the first 25 years of Barbie, more than 300 million of the dolls were sold by Mattel.

Barbie dolls are not exactly dolls that encourage the development of parenting instincts in young girls. They focus on the ideals of perfection- perfect body figure, looks, hair, skin, clothes, car, house, and boyfriend. To own a Corvette, a “dream house” and a handsome boyfriend like Barbie’s Ken, a girl has to be as beautiful as Barbie. Realizing the potential of this doll, Mattel targeted the even younger by bringing out My First Barbie.

Bill Barton, co-designer of Barbie in the late 1950’s admitted “Barbie has become an obsession with little girls” as reported in Newsweek, “Barbie at 24: A Curse or Blessing”. In the 1983 interview, he agreed that the “bosomy, wasp-waisted doll” can promote unrealistic “beauty expectations” in kids. “If a child is less attractive, she can develop a psychosis about this,” he said. He even attributed the then-current plague of anorexia [self-imposed starvation] in young women partly to Barbie’s idealized slenderness. He confessed that he had never permitted his young grand daughters to play with his creation, the Barbie doll. A quarter of a century of Barbie, and the designer himself says, “It seems to me they’ve put more sex into it now. I like little girls to stay little as long as they can.”

The March 1986 issue of People magazine, quoting Rita Freedman in “Beauty Bound”, mentioned another problem attributed to Barbie. Too much emphasis was being placed on a girl’s beauty. Many beauty-obsessed parents were pressurising their teenagers to have breast reductions. When fantasy does not materialize into reality, youngsters can become disillusioned.

Barbie emphasizes physical perfection unrealistically. While, as argued by the manufacturers, the doll teaches valuable lessons such as good grooming habits and fastening one’s seatbelts when seated in a car, children should not be taught to grow up wanting or expecting to be like Barbie, or to be beautiful. Instead, they should be made aware that very beautiful women are few, that most women have average looks, and that all are equally acceptable in the eyes of God who created them. And that it is more important for them to focus on their spiritual lives rather than their physical appearance.

I will write more on this issue in a future report on the subject of BEAUTY CONTESTS.

Galoob’s Golden Girl and the Guardians of the Gemstones, featuring eleven action figures, represented the first time an adventure/fantasy line had been developed specifically for little girls, combining adventure/fantasy with doll play.

Some are named Dragon Queen, Moth Lady, Wild One, Vultura and Ogra Bad Guy.

The dolls come with weapons and shields for action and adventure. The weapons and shields double as brooches.

4. SUPERHUMAN POWERS AND ABILITIES

Most toy characters lead a very ‘un-real’ life, as glamourized in cartoons. They do super-human feats, and possess ‘mystical’ powers. Children can sub-consciously accept these characters as real and believe these images. They can believe that these characters are equal to or more powerful than God.

The Gummie Bears are five in number. They have lost much of their original magic [occult] powers. But they brew Gummy Berrie juice which gives humans supernatural power. A little boy befriends them, and after drinking the juice, he helps them battle their enemies which are ogres led by an evil ex-duke.

5. NEW AGE

The characters of My Little Pony are undoubtedly cute, and very popular with little girls. While some look like ordinary ponies, others are portrayed as unicorns, while still others are winged. These derive from Pegasus in Greek and Roman mythology. Also, the single-horned unicorn is one of the symbols of the New Age Movement NAM].

[Continued from THE OCCULT above] The wizard gives the ponies a piece of the rainbow. They use the help of a little girl who shouts at the hooved figure, “The power of the rainbow will defeat you.” The rainbow is another symbol of the NAM.

The rainbow is the centre-piece of another cartoon, Rainbow Brite, a cute little girl who lives in Rainbow Land at the end of the rainbow and glides through the air on her magical flying steed. Her friends are the Color Kids and Sprites, little spirits who mine and produce Star Sprinkles.

In the Magic Stealer He-Man comic, the arch-villain Skeletor uses the energy power of the pyramid, which is a common psychic tool in New Age alternative medicine. Levitation, astral projection and other psychic phenomena of the series are as much New Age as they are occult. The two mantras of this series are the affirmations “By the power of Grayskull, I have the power!” and “By the power of Grayskull, I am She-Ra!” Affirmations are routine in the New Age, especially in New Age healing and in the path to self-realisation. There is the oft-repeated story of leading New Ager Shirley MacLaine standing on the seashore arms outstretched affirming aloud, “I am God. I am God…”

HE-MAN AND THE MASTERS OF THE UNIVERSE

This is one phenomenon that really made it big in India. Created by Mattel in 1982, it caught on only after the release of the half-hour daily cartoon series in late 1983. He-Man was the very first cartoon to be designed specifically for syndication on independent stations, as all the three major US networks refused to air it. The idea of connecting toys with cartoons was born in 1983 with He-Man. In 1984 He-Man toys and paraphernalia topped $ 1 billion sales for Mattel. This included $500 million in He-Man toothbrushes, underwear, sheets, towels and alarm clocks under licence to Mattel. He-Man was rated the No. 1 children’s show in syndication. Though it’s macho, 30% of American He-Man viewers were girls.

There are a few dozen action characters, both ‘good’ and bad in the series. When introduced, they were different from those in other series. They are a “mixture of the ancients, computerization, and mutants. This series borrows ideas from mythological stories and interweaves them with the modern computerization age. As a result, the characters often resemble mutants- half man and half beast, or half man and half robot… After viewing just a few episodes, it is easy to see how the show was influenced by Superman, Conan the Barbarian, Star Wars, Greek and Roman mythology, and King Arthur’s Knights of the Round Table legends.” [Phil Phillips, Turmoil in the Toy Box]

The setting in the series is the unknown mystical world of the planet Eternia, where the past, present and future seem to run together. The star is He-Man, the alter-ego of a blonde, Herculean prince named Adam who is prince of Eternia.

When trouble arises, Adam points his sword aloft and shouts, “By the power of Grayskull, I have the power!” Magically, amidst smoke and lightning, he turns into He-Man, the most powerful man in the universe. At the same time, his feline pet Cringer metamorphoses into the mighty horse-sized Battle Cat. He-Man, aided by his friends, Man-at-Arms, Teela and Orko, defends the secrets of the universe housed in Castle Grayskull, from the super-powered, evil Skeletor and his gang of villains, Beastman, Evil-Lyn, Trap Jaw and Tri-Klops who try to capture Grayskull and enslave Eternia. 

Skeletor, who holds a ram’s head staff [an occult symbol] in his hand, is also known as the Lord of Destruction. His face is actually a skull. He has the power to astral-project himself and read and control other people’s minds. In the comic book Power of Point Dread which accompanies one of the figures, Skeletor levitates in the classic ‘lotus’ position of Hinduism, legs crossed, palms out and resting on his knees. An energy beam coming from his forehead levitates a crystal ball.

In the Magic Stealer comic, the “maddened spirits of the air” attack He-Man. One character is called the Sorceress. 

Teela, the “warrior goddess” carries a cobra-headed staff. Her helmet and breastplate are also in the likeness of a cobra.

A mutant is a creature that has undergone changes to make it unlike any other creature in its species. Some mutants are:

Man-E-Faces: a human, robot and monster

Beast Man: a savage half-man, half-beast

Stratos: half-man and half-bird

Mer-Man: half-man and half-reptile

Tri-Klops: a one-eyed monster

Each year, Mattel added new characters to keep up the pace and to keep the interest and demand going. In 1985, a 12-year old boy from Illinois won $100,000 in Mattel’s Create-A-Character Contest for designing Fearless Photog, who captures enemies on film and drains them of their evil tendencies. He was also appointed “honorary president” of Mattel for a day, and was consulted on the company’s 1986 products.

To capture the interest of little girls, Mattel created She-Ra, a.k.a. the Princess of Power. She-Ra is really Adora, the twin sister of Adam, kidnapped from Eternia when she was little. She was taken to Etheria, the world ruled by the evil Hordak.

Adam [He-Man] gave her the magical Sword of Protection. Using it like her brother, “By the power of Grayskull, I am She-Ra” she becomes the most powerful woman in the universe. While under the power of Grayskull, her white horse Spirit is metamorphosed into the magical flying unicorn, Swift Wind.

She-Ra is befriended by Kowl, an owl-like creature who casts spells and knows all things. The Voice of the Unknown is the voice of Etheria’s past, and the seer of its future. Shadow Weaver is a witch who serves Hordak. Transforming into a little girl, she comes to Etheria to participate in a witches’ spell-casting contest. 

THE AFTER-EFFECTS

The half-hour programme places simple social messages- drawn from the story- at the end of each episode, like taking responsibility for one’s actions, and the importance of friendship, teamwork and co-operation. This is an argument from those educators and parents who find He-Man good for children. But this ‘moral’ of the story takes less than 40 seconds.

It does not balance the time during which the child is bombarded with violence [an average of 37 acts per episode] and the occult. In every Christian home where parents did not seem to find anything wrong with their children’s watching Power Rangers, I asked their kids what Power Rangers was all about, and they responded automatically by raising their legs to kick out at one another. That then is the bottom line. What registered was the violence. The occult would probably not find such spontaneous expression, but you can be sure that your child has absorbed some part of it, and the occult, being of a spiritual nature, will not leave your child unharmed.

The shows are simply half-hour commercials for the toys. After the show is over, the kids go over to their toy box, take out He-Man and his fellow mutants, and act out the fantasies that they actually watched on television or which were inspired in their minds by other inputs from the show. Not a few readers must have seen their kids running around the house with plastic swords, shouting, “By the power of Grayskull, I have the power”.

You’re going to find it difficult to believe that there are [or were] actually games like the 

1. GARBAGE PAIL KIDS

In 1986, Topps Gum Co. released a new line of trading cards in their packs of chewing gum- the Garbage Pail Kids, a satire of the Cabbage Patch Kids. Though grotesque, they were instantly popular. And in many schools they were instantly banned and the cards confiscated. The cards depict babies being decapitated by a guillotine, babies smoking cigarettes, a baby whose arms and legs have been cut off and are scattered on the floor… In the card titled Ray Decay, Ray- who has only two teeth, both of which are rotten- is shown gorging himself on junk food. The Dead Ted card has the picture of a boy’s badly decomposing body rising from a grave. I wonder what became of it! One has to be thankful for our country’s strict licensing, import and foreign exchange policies of the past, without which all these games would have flooded the subcontinent simultaneously with their U.S. releases as Harry Potter has done.

2. VOODOO REAGAN DOLLS

The three-colour, 11-inch styrofoam dolls were sold with stickpins and an incantation to put a hex on the President, Ronald Reagan. The name of God is included in the curse, the last two lines of which are an actual voodoo hex.

FOR PARENTS

Peer pressure can be a very bad thing. Parents do not want their children to be deprived of the experiences and material goods that their friends might have.

I recall a Hollywood movie [the name slips my mind] that goes something like this. It is about a toy that was so much in demand, it got sold out. But the fathers of these two kids had promised their sons the toy as a Christmas gift. There was only one toy left in the town. They spend the entire duration of the film trying to outwit each other, using even unfair means, to get the gift, each for his own son. Christmas shopping for gifts in the West starts eight weeks before Christmas.

Manufacturers time the introduction of new toys during fall [autumn], in advance of Christmas. The release of the toys is accompanied by a media blitz that includes cartoons and commercials. The hapless parents have to literally compete with their neighbours at the local store to ensure that their children are not left out in the race to possess the latest craze.

The toys are snapped up as soon as the stores can get them on the shelves. Latecomers are then forced to drive all over town in search of a store that still has stocks. Parents even trade tips with each other about the availability of the collections’ latest characters. A similar rush is experienced at the Jewish festival of Hanukkah. 

While one does not expect such a toy rush in any Indian metro, there still remains the question of what toys or games one is going to give one’s children this Christmas. 

A BRIEF RUN THROUGH SOME OF THE ‘TOYS’ [JUST IN CASE YOU BOUGHT THEM THE PREVIOUS CHRISTMAS]

He-Man. The Bible says that we have authority over evil by the blood of Jesus. There is no mention of Grayskull. 

In Jesus, by the power of the Holy Spirit, ALL things are possible. And there isn’t the least thing that Skeletor, or even He-Man can do against that power.

He-Man might fight only in self-defense, but the society that he represents and defends is a humanistic, pagan one. While Jesus would not have been acceptable to Skeletor, He would not have been at home with He-Man and the ‘good guys’ on the show, either. There is no place for Jesus in the story.

The Bible also says that God created us in His image and likeness. Surely that does not include the mutants that the conceptualizers of Mattel have created as a lie. One more thing. He-Man is not the Master of the Universe. God is.

The Smurfs cartoon leaves behind in children’s minds the image of Smurfs running to Papa Smurf when they are in trouble. As Christians we want our children to learn to call on Jesus to help them when they are confronted with trouble.

We don’t want our kids to be Barbie clones. They must understand that each one of us is unique, loved by God, and VERY special to Him, and that He would not want us to be any other way because He knows what’s best for us.

The little girl in My Little Pony proclaims, “You can always depend on the power of the rainbow.” 

Our children need to be made aware of the New Age, and to depend on the power of the One who created the rainbow.

The Care Bears’ actions of love and care are dictated by their feelings. The Bible teaches that true love is based not on feelings but is a decision, a commitment. The humanistic outlook of these cute bears and other toy characters is based on a denial of absolutes, a belief that we control our own destinies, and are gods. As Christians we know that this is not true and that we must submit our lives to God’s Law and God’s Will.

Why the progressive increase in violence, sex and the occult in cartoons and toys over the years? One reason is the obvious one- that children get immunised and addicted to what they experience, and end up wanting more of the same, and with variety. The other is that the creators, designers, writers and producers are those who have themselves been gradually exposed in their childhood and youth to increasing levels of the same thing. At different times in the ‘50s, ‘60s and ‘70s, the hippie culture, ‘flower power’, rebellion against the establishment, the Korean and Vietnam conflicts, the import of Eastern meditations and religions, interest in UFOs, space travel becoming a reality, and the advent of New Age were major factors that influenced young people who were later to become the generations that produced these images.

Most of them are not Christians, are inculcated in hedonistic and humanistic values, and were raised by the so-called ‘electronic parent’. Their creations will, but naturally, reflect the corruption of their minds.

Why the popularity of toys that promote aggression and super-human powers? Again one reason is the same as the first one earlier mentioned. The other is that modern society rewards talent over character. A humanistic society does not look at whether the character’s qualities are “Christian” or not. Achievement at any cost, even at the expense of others, brings accolades. That is true even in the Church. If someone in the choir is an exceptional singer, people focus on the person’s voice, probably making him or her the soloist, rather than the test of the person’s spiritual witness. Promoters will continue the trend as long as their work receives the rewards from us by way of our patronage. If people refused to buy these toys or watch the programmes on TV, they would not receive endorsements or sponsors, there would not be additions to the series, and the creators and marketers would be out of business. 

We only have ourselves to blame. I have always maintained that Michael Jackson would not be Michael Jackson, the icon, if millions of Christians had boycotted his music. By our patronage, we maintain the lifestyle of these so-called role models who are a bad spiritual influence on our children. The same applies to the cartoons and toys, the comics and the RPGs.

DON”T BUY THEM. 

IF YOU’VE GOT THEM ALREADY IN YOUR HOME, GET RID OF THEM.

ADDITIONAL INFORMATION
Pope Urges Youth to "Change the Game" 
http://www.zenit.org/article-18703?l=english
Vatican City January 22, 2007 (Zenit.org) Benedict XVI gave his public support to the Change the Game project, an initiative that asks children to put toy weapons aside. "I am pleased with this initiative and I would like to extend the appeal: Let's protect children from the spread of violence!" the Pope said on Sunday when greeting crowds gathered to pray the Angelus. 

The project, which began in Leece, Italy, sponsors campaigns to "disarm" children of their violent play things. Since it began, Change the Game has collected some 4,500 toy weapons. With the help of the civil authorities of Leece, Vito Patti, known as the Magician Fracasso, organized a month-long "disarmament" campaign that ended Jan. 6. 

When Benedict XVI received Magician Fracasso in a private audience, the magician gave the Holy Father 12 toy weapons collected during the campaign.
The Change the Game project is now being promoted in other European cities. 

Pope says scrap toy weapons 
Vatican City January 22, 2007 (CINS /Angelqueen) 

Pope Benedict XVI today praised efforts to discourage children from playing with toy weapons. In his weekly appearance from his studio window overlooking St. Peter's Square in Rome, he singled out a group of southern Italian pilgrims in the crowd who are promoting a campaign called Change the Play. 
"They have invited children to abandon toy weapons'', the Pope said of the group from the town of Lecce. "I congratulate them for this initiative and I would like to broaden the appeal: let's keep childhood from the contagion of violence!'' the pontiff urged the faithful. 

Benedict targets sex, violence - and toy guns 
January 25, 2007 http://www.cathnews.com/news/701/139.php 
Pope Benedict has slammed violent or sexually explicit video games and films targeting young children, a day after he offered support to an Italian project which aims to take toy guns out of children's hands. Associated Press reports that Pope Benedict condemned violent or sexually explicit video games and animated films for young people as a repulsive perversion, saying he was concerned that media could have more influence on children than their family or teachers do. 
In a message to mark the church's World Communications Day, Benedict said the media's "pervasive influence" makes them a strong force in the education of children, possibly rivaling the roles of school, church and home. 
"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 behaviour or the trivialisation of human sexuality is a perversion, all the more repulsive when these programs are directed at children and adolescents," Benedict said. "How could one explain this 'entertainment' to the countless innocent young people who actually suffer violence, exploitation and abuse?" he asked. The Pope said children should be introduced to classic literature, fine arts and "uplifting music". 
Efforts by parents, teachers and the church in educating children can be supported by the media industry "only to the extent that it promotes fundamental human dignity, the true value of marriage and family life, and the positive achievements and goals of humanity," Benedict said.  Earlier, the Pope had lent his support to an Italian government-backed project titled "The Different Game" aiming to take toy guns out of the hands of children, ANSA reports. The project which has already collected nearly 6,200 toy guns has also come under fire from many Italians, the Italian agency says. "As long as these make-believe gun battles happen in a healthy family environment, that's no problem. It can even help kids come to terms with the existence of violence," said Elisabetta Scala, the head of a local parents' association.
SOURCE Pope Offers Support To Toy Gun Project (Playfuls, 24/1/07)
Pope condemns violent or sexually explicitly video games and films aimed at youngsters (The Star, Malaysia, 24/1/07)
ARCHIVE Media violence desensitises young people, says youth advocate (CathNews, 3/11/06) 
Priest reflects concern about sex shop near school (CathNews, 7/4/05) 
Keep Media Clean for the Kids, Says Prelate - Urges Youth to Choose What Is Good and Beautiful 
http://www.zenit.org/article-19239?l=english 
JOHANNESBURG, South Africa, March 25, 2007 (Zenit.org) The president of the Pontifical Council for Social Communications told media professionals that entertainment, especially that aimed at children, should be neither self-serving nor exploitative. Archbishop John Foley made this comment Saturday at the opening of the 5th World Summit on Media for Children, being held in Johannesburg through Wednesday.
He invited the participants in the summit to carefully reflect on the formation of children by the media and the formation of children to respond appropriately to the media.
Quoting Benedict's XVI's message for World Communications Day, "Children and the Media: A Challenge for Education," Archbishop Foley pointed out that "media education requires formation in the exercise of freedom.… So often freedom is presented as the relentless search for pleasure or new experiences -- yet, this is condemnation, not liberation. 
"Authentic freedom is experienced as a definitive response to God's 'yes' to humanity, calling us to choose, not indiscriminately but deliberately, all that is good, true and beautiful."
He continued that the challenge to the 1,000 delegates, who included 300 children and teenagers, was to ensure that "entertainment" was neither self-serving nor exploitative. 

"Any trend to produce programs and products -- including animated films and video games -- which in the name of entertainment exalt violence and portray antisocial behavior or the trivialization of human sexuality is a perversion, all the more repulsive when these programs are directed at children and adolescents," said the archbishop.
He continued: "How could one explain this 'entertainment' to the countless young people who actually suffer violence, exploitation and abuse?" Archbishop Foley expressed his hope that young people might be formed by and through media to help build a just society in peace, mutual respect and happiness. 

Faith toys gain in David and Goliath battle
August 6, 2007 http://www.cathnews.com/news/708/32.php
Major US supermarkets and toy chains will start to carry a line of "faith-based" toys for children including Old Testament action heroes and heroines - and a 10 metre high inflatable ark. The National Catholic Register reports that parents will have more wholesome toy options available to them beginning this month.
American Catholic mother of seven Mary Ellen Barrett knows how difficult it can be to find children's toys in line with the virtues she teaches her children.
"It's hard because they don't promote the right values," Barrett told the Register. "Girls' toys are trashy, and boys' toys seem to be really dark."
She might prefer Wal-Mart's Tales of Glory faith-based dolls and figurine sets as a test.
Barrett's 10-year-old daughter Katie received a Bratz doll from a school friend on her birthday three years ago. It's not the kind of toy her mother would purchase.
"It was such a sardonic, snotty looking doll," said Barrett. I don't want my children giving me that look."
Eventually, Katie lost interest in the doll. When it ended up in a box of doll clothing, her mother threw it out.
Bratz are available at many toy chains including Walmart.
One2Believe, the maker of the Tales of Glory dolls, found it tougher to get their toys on store shelves. The company approached every major retailer seeking a place to sell their products.
"These kinds of toys have traditionally been available in specialty stores, but not mass market," said Tom Bartsch, editor of Toy Shop magazine. "This is the first time that religious items have been available on mass market."
Wal-Mart plans to carry One2Believe's "Tales of Glory" faith-based dolls as a test in 425 of the chain's more than 4,000 retail units. The store is devoting two feet of shelf space for the line.
According to the company, the stores where the products will be sold were chosen based on market research.
"They will be carried predominantly in the Midwest and the South," said Jami Arms, Wal-Mart spokeswoman. "It's a community strategy tailored by where we see a larger concentration of churches and the popularity of faith-based products."
"Wal-Mart was the first one to take a shot at it," said David Socha, founder of One2Believe.
Wal-Mart worked with the company to develop the product and packaging.
Socha said that his faith journey from Catholic to Baptist and back again played a role in his desire to produce faith-based toys. "I wanted to find a way to use our company's talents to try to impact for God through children," said Socha. "There are so many bad influences in toys these days."
Don Levine knows a thing or two about toys. He spent 47 years in the toy business as the senior vice president of Hasbro. A Korean War veteran, in 1963 he created one of America's most popular and lasting toys, GI Joe. Last year, his company, Family Values LLC, launched Almighty Heroes - a line of Old Testament action hero and heroine figures, complete with Bible stories. What started with eight products has grown to 50. The company's products - including a 10 metre high inflatable ark - were the hit at the recent International Christian Retailers trade show in Atlanta, Ga.
"I've lived long enough to say we need heroes that don't look like monsters," said Levine, who is Jewish. "The stuff now is so dark."
Levine has taken a different approach to distribution. He's marketing and distributing his products strictly to Christian retailers. "We're not interested in this testing business of what Wal-Mart is doing," said Levine. "The Christian market is a big niche market. We're approaching 200,000 stores, including large Christian chains.'
Levine met with rabbis, pastors and priests in developing his product line.
"These toys offer the Christian market an alternative for children to learn the faith and the Bible," Levine said.
SOURCE David vs. Goliath toy box battle â€“ Faith-based companies fight the big retail markets for chance to compete (Catholic Online, 2/8/07) 
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Pink Ouija Board 'Toy' Targeting Young Girls Sparks Boycott 

By Kathleen Gilbert

PAWTUCKET, Rhode Island, February 5, 2010 LifeSiteNews.com - A boycott has been launched against toymaker giant Hasbro and Toys R Us for making and marketing a pink Ouija board targeting girls as young as eight years old.

The board's Toys R Us webpage - which has evidently been recently removed - boasted: "It has always been mysterious. It has always been mystifying. And now the OUIJA Board is just for you, girl."  The board comes with 72 "fun questions" to ask, including: "Who will call/text me next? Will I be a famous actor someday? Who wishes they could trade places with me?"  
However, a glow-in-the-dark Ouija board is still available on the Toys R Us website, which is also marketed for ages 8 and older.  The product description suggests: "Make up your own questions, and let the OUIJA Board satisfy your curiosity in virtually endless ways. OUIJA Board will answer. It's just a game - or is it?"

The vast majority of online comments, both positive and negative, on the glow-in-the-dark version strongly emphasized that the Ouija board is potentially dangerous and "not a game."  Several comments discussed in depth how to treat the "spirits" of the game politely, in order to avoid attack.  Only about half a dozen comments out of 123 claimed the game was "just a toy."

"This may be a game to you, but I assure you whomever you are playing with on the 'other side' it is not a game to them," wrote one contributor. 

Another user wrote: "Although I love this game, it is very definitley (sic) NOT suited for 8 year olds, considering it works most of the time, and they could be talking to evil spirits."

Yet another user told the following story, which resembled the stories of several others who also posted their comments about the board: "they asked the board my middle name which no one in the room knew. it spelled it out perfectly. i was so freaked out. we all got really into the game but then the lights started flickering, by its self. of course us girls just screamed and hugged each other and the door opened. omg it was so freaky we stopped playing that night."

John Cain of Ottawa, Canada, launched a boycott of Hasbro and Toys R Us after learning of the Ouija board targeted at young girls, reports Susan Brinkmann of Living His Life Abundantly International. 

"Kids wouldn’t even think about Ouija boards unless it was marketed directly toward them," said Cain.

Brinkmann points to the testimony of New York City policeman Ralph Sarchie, who has routinely assisted at exorcisms, and who says "innocent" board games like the Ouija board are immensely dangerous.

"There ought to be a law against these evil, occult 'toys'," wrote Sarchie in his book "Beware the Night." 

"I can hear some of you out there saying, 'Hey, I used a Ouija board and nothing happened'. Consider yourself lucky, then. It’s like playing Russian roulette. When you put the gun to your head, if you don’t hear a loud noise, you made it. Same thing with the board: The more times you pull the trigger, the more likely that on the next shot, your entire world will go black."

Stephen Phelan of Human Life International threw his support behind the boycott.  Fr. Tom Euteneuer, HLI's president, is an experienced exorcist who has also strongly condemned Ouija boards.

"No responsible parent would want his or her child messing with this, and they need to be thrown out of houses and destroyed if you already have one," said Phelan. "And tell a priest that someone in your family has been using a ouija board as soon as possible. ... No Christian family should support either of these companies with their money."

Toys R Us spokesman Bob Friedland told LifeSiteNews.com (LSN) Friday that the pink ouija board, which the store has sold since 2008, was no longer shown as available "because we're making way for newer products."  

Asked whether Toys R Us had received complaints over the ouija board, Friedland responded, "Nothing significant that I've been told about," and denied that outside criticism affected the decision to pull the game.  

Toys R Us still carries a glow-in-the dark Ouija board marketed to children 8-14 years old.

To sign up for the Hasbro/Toys R Us boycott click here. 

Contact: Hasbro email form Toys R Us customer service: 800-869-7787 email form 

A rebuttal to Michael Prabhu and the Metamorphose website

http://www.theescapist.com/metamorphose.htm
A few years ago, I discovered a website titled "Metamorphose," hosted at www.ephesians-511.net. It is the website of a Catholic ministry based in India, and it boasts a collection of many .doc files on various subjects that the keeper of the site, Michael Prabhu, considers dangerous to the spiritual lives of Catholics - things like meditation, yoga, color therapy, divination, and many other New Age types of activities.
I discovered this site because it makes mention of my website, in two different document files - Toys R Not Us and New Age Children's Entertainment - both about the alleged dangers of certain children's toys and popular games. As I read these two documents, I discovered a lot of claims about the nature and purpose of my site that are untrue. Therefore, I have prepared this rebuttal to the claims made by Mr. Prabhu on his ministry website, in the interest of setting the record straight. 
In a nutshell, Mr. Prabhu makes the following claims about thescapist.com and the advocacy work that I do here:
- That theescapist.com is an anti-Christian website
- That I have no concern one way or the other over whether fantasy games are dangerous for young people
- That I mock "Christian concerns about fantasy"
- That by posting the articles about murders and suicides that have been connected to RPGs, I am supporting the claim that these games are dangerous
I CARE - I REALLY DO!
Rather than paraphrase Mr. Prabhu's words, I would like to quote each of his statements directly. First, from "New Age Children's Entertainment,"

For a host of reasons, parents, educators, law makers, psychiatrists and others are greatly concerned about Pokémon, and not just Pokémon alone, but the entire sub-culture that the related anime, manga, RPGs etc. sustain and promote. 
We will learn these reasons while reading through the following series of news items and articles, some of them Christian, others secularly neutral, and yet others from gaming advocacy [i.e. pro- Pokémon] sites- some of which defend the role-playing games against accusations and criticisms, but others - like theescapist.com which really couldn’t care less.

First, a brief history lesson - the Magic: The Gathering and Pokémon collectible card games were both wildly popular in the early years of this website's history, and both were drawing lots of attention from concerned parents and religious groups alike. Lots of claims were made about the dangers that these two games could present to players - claims that bore a striking resemblance to the claims made about Dungeons & Dragons and other RPGs. The fact that both of these card games were produced by the same company that owned the D&D brand was even more fuel for their fire. For these reasons, I used to include stories about CCGs here on the site, confronting the myths and addressing the concerns just as I did for roleplaying games. Since the CCG craze has died out in the passing years, I have narrowed the focus of the site once more to promoting the roleplaying hobby.
Now, to Mr. Prabhu's comment about the site. For some reason, he has the impression that my site is simply a collection of articles about crimes related to fantasy games, and that I "couldn't care less" about whether these games are bad for the players or not. Perhaps he hasn't browsed the old Advocacy page archives to see my commentary on these stories, or read the main FAQ page, where I explain the nature of these games and address the concerns directly. Maybe if he had, he wouldn't have this impression of the site.

Here's the truth: I do care. I would never endorse a game that was dangerous for young people. I have no reason to. I would get no benefit from it. I do, however, happen to be a huge fan of young people, and I know from firsthand experience that many of them enjoy fantasy games. I also have firsthand experience that games like Dungeons & Dragons, Magic: The Gathering and Pokémon are great for developing strategy, problem solving, teamwork, and social skills, all of which are beneficial to young people.

The website www.theescapist.com/archives.htm* - a gaming-advocacy webpage, itself lists gaming-related violence from assault and robbery to suicide and murder

...and, in a rational, level-headed manner, examines the claims that those crimes are in any way actually gaming-related. (You forgot this part, Mr. Prabhu!)

QUOTE MINING, AND WHY IT'S BAD

It is violent. A gaming advocacy site, theescapist.com admits, "Hardly a game of D&D transpires without a blade or bowstring being drawn."
Here, Mr. Prabhu does a bit of "quote-mining" - a deceptive practice in which a person's own words are turned against them. This is a quote from the paper I wrote in 1995 that would eventually grow into this website: Roleplaying Games: The Stigmas and Benefits.

Mr. Prabhu leaves out a whole lot of context surrounding this quote. If you don't have the time to read the paper, I'll summarize for you: This part of the paper was discussing how all of us have participated in play violence as children (playing cops and robbers), how fantasy violence isn't necessarily bad for you, how many people consider Karate-based self-esteem programs - which involve actually hitting real people as opposed to pretending to - to be positive for children, and, most importantly, that fantasy games like Dungeons & Dragons can easily have the violence "turned down," since the players and gamemaster control the story - unlike any other form of entertainment.
You can easily see why Mr. Prabhu chose to leave all of that context out. It would have completely defused his point.

Quote mining is a particularly annoying practice to cope with, as it usually requires a lot of rebuttal to correct. Allow me to demonstrate: 

"The Escapist ... a gaming advocacy site, established 1995 - is one of the best sources of general information available on role-playing games and related issues." - Michael Prabhu, "Metamorphose" (www.ephesians-511.net)

While this quote is direct from the author (I only edited out the word "Archives" from the title), it doesn't accurately express what was being said. I would be proud to put such a glowing review on the front page of the site, but I won't, because what's missing is the context:

"THE ESCAPIST ARCHIVES"- A GAMING ADVOCACY SITE, ESTABLISHED 1995 -IS ONE OF THE BEST SOURCES OF GENERAL INFORMATION AVAILABLE ON ROLE-PLAYING GAMES AND RELATED ISSUES. 

"THE ESCAPIST" IS ALSO PRO- RPG AND ANTI-CHRISTIAN. AFTER MUCH DELIBERATION, I DECIDED TO INCLUDE IN THIS ARTICLE INFORMATION FROM "THE ESCAPIST ARCHIVES" THAT I BELIEVE WILL CONTRIBUTE TO A GREATER UNDERSTANDING OF THE COMPLEX ISSUES OF THE GAMING SCENARIO.

A FEW REFERENCES HAVE BEEN TAKEN ROM THIS SITE FOR INCLUSION IN THE MAIN ARTICLE ABOVE.
THE READER IS ONCE AGAIN REMINDED TO BEAR IN MIND THAT MOST OF THE OBSERVATIONS, VIEWS, AND CONCLUSIONS BY THE OWNER OF THIS WEB PAGE WILL OPPOSE THE CHRISTIAN WORLD VIEW AS WELL AS THE POSITION OF THE SECULAR ANTI-GAMING LOBBIES. HOWEVER, AS WE WILL SEE, THE SITE SIMPLY CANNOT HIDE THE DARK TRUTHS ABOUT THE DOWN SIDE OF GLADIATORIAL GAMING!

Here, Mr. Prabhu begins shouting to us about my site. Since all-caps text makes my head hurt, I will try to quickly address the main contention I have with this wall of text.

The Escapist is not an anti-Christian site. I have always made every effort to respect the religious beliefs of others in my work here. Anyone who doubts this should look here and here - two answers on the basic FAQ page that all are encouraged to read when they first visit the site. Those answers would be very different indeed, if this were an anti-Christian website. The front page of the site even hosts links to the Christian Gamers Guild and Fans For Christ (and is linked to from them, as well) - something that would not likely be seen with an anti-Christian site.


I am aware that some would view the site as anti-Christian in the "either with us or against us" sense, that it is not specifically a PRO-Christian site - in much the same way that a site about crocheting, softball, or the Fender vs. Gibson debate would also be considered anti-Christian. I'm not really interested in entering into a discussion with that sort of mindset. It's wrong, period.

And what in the world is "gladitorial gaming?" I don't think I've ever heard that term used before. 

BACK TO THE QUOTE MINES!

From there, Mr. Prabhu does something very deceptive and dishonest. He copies large portions of my website, including the aforementioned paper, and edits out the parts that do not support his opinion. For example, a section of the Stigmas and Benefits paper mentioned the possible downsides of roleplaying games and collectible card games - they can be addictive, expensive, and there are a few on the market that are graphic and may use occultic themes. (By the way - this, Mr. Prabhu, is called being objective.) But the paragraph after that one, in which I explain how most hobbies are just as addictive and expensive, and how the violence and occult issues can always be changed to suit the players' needs, is absent from his excerpt. 

Again, this is another example of quote mining. Patricia Pulling, the mother of a boy who killed himself in 1983 and who would begin a campaign to hold Dungeons & Dragons responsible for his death, used to do the same thing in her anti-D&D literature (for an example, visit the FAQ page). It is dishonest, underhanded, and often illegal.

Mr. Prabhu, what you have done here is wrong. It is a bearing of false witness, and I'm certain if you check your Bible, you'll find that there's a commandment against such things - check Exodus 20:16. While you have it open, have a look at Leviticus 19:11, Deuteronomy 5:20, Proverbs 12:22, Ephesians 4:25 (just one chapter in front of your website's namesake), and Revelation 21:8.
The page continues to snip text from various parts of the archived articles, with some choice words of text highlighted in red and with any opposing viewpoint carefully cropped out (please check those verses again, Mr. Prabhu!). He quotes a story from the Stephanie Crowe murder, but leaves out the story about how the crime was committed by a local transient, and not her gamer brother and his friends. He does the same with the Jason Blad case, quoting the original crime and the attempted connections to role-playing, but leaving out the story where Blad admitted that he was inspired by Marine recon training.
Rebutting the whole of this would take a very long time and be of interest to no one - all that I can do is suggest that if you are looking at a particular part of this document and would like to read the full, unabridged story, please try to find it in my website's archives. If you need assistance, I would be glad to help - just drop me an email and I'll do what I can for you.
TOYS R NOT US
That pretty much wraps it up for the first document. The second document, "Toys R Not Us," makes one brief mention of the site:

In the preceding article, we have discussed fantasy gaming. In the additional fourteen pages which are posted on the website [page nos. 39 to 52] we have seen newspaper reports of the gruesome murders, suicides, vampirism and sexual attacks that resulted from fantasy becoming reality. That they were unashamedly posted by an anti-Christian gaming advocacy website only underlines the extent to which some minds have been depraved. Those reports from www.theescapist.com were only a selection. It carried many others that mocked Christian concerns about fantasy, with special reference to fantasy RPGs. Such people believe that fantasy is harmless. By turning those fantasies inward, indulging in them, we will actually come to no harm, they say. Yet, their own site contradicts their argument.

There is a lot to cover in this brief mention, however - so I'm going to have to break it into parts.

"...we have seen newspaper reports of the gruesome murders, suicides, vampirism and sexual attacks that resulted from fantasy becoming reality. That they were unashamedly posted by an anti-Christian gaming advocacy website only underlines the extent to which some minds have been depraved."
The articles that I "unashamedly" link to and archive are put here to point out the problems of blaming a game for emotional and psychological problems. The suicides, murders, and other crimes that I report on here are all terrible, and I never enjoy finding new ones - but I'm also troubled when people who are desperate for answers and closure (or in some cases, eager to collect tithes or sell something) point to a game as the sole, root cause of corruption.
From reading this, a person would likely think that the only articles covered on this site are about murder, suicide, and other crimes connected to gamers. It doesn't take a lot of clicking to find articles on the benefits of roleplaying in schools, libraries, and the military, interviews with gamers (many of whom are Christians), gamers and game companies doing charity work, and much more positive promotion of the hobby. But then, if Mr. Prabhu pointed these out, it wouldn't help his case very much. It's much more convenient to simply pretend they don't exist.
It carried many others that mocked Christian concerns about fantasy, with special reference to fantasy RPGs.

One of my favorite ways to get a point across is through humor. You will see examples of it in this very rebuttal, in fact - and there is no better way to expose a crazy idea for what it is than by mocking it. You won't find me mocking anyone's religion here, but you will see the occasional mocking of ideas like "Dungeons & Dragons teaches children how to cast real occult spells" and "roleplaying games are an indoctrination tool for Masonic Satan-worshipping cultist vampires." Those are the types of crazy ideas that need to be mocked, not spread as gospel truth.
As for discussing real, actual Christian concerns about fantasy, check the FAQ page again, where you'll find that I conduct myself with much more maturity.
Such people believe that fantasy is harmless. By turning those fantasies inward, indulging in them, we will actually come to no harm, they say.
Fantasy, for the most part, is harmless. I'm not sure what "turning those fantasies inward" is supposed to mean (and I have my suspicions that it really means nothing), but all of us played make-believe as children. Many adults still do it - professionals role-play to better understand their clients and customers, police and the military role-play to help prepare themselves for hostile situations, actors and actresses role-play to better portray their characters. Recreational role-play is no worse than any of these things.
There are some who bring pre-existing problems to all of these situations. There are some who honestly believe that they are vampires, and may even bring that to a game with them beforehand. That doesn't make the role-playing dangerous, nor does it mean that no one else should be allowed to play.

Yet, their own site contradicts their argument.
I am amazed at this statement. It's one of the biggest examples of someone totally missing the point that I have ever seen. Posting and archiving the articles here does not contradict the argument, it supports it. 
Consider again the case of Stephanie Crowe, a young girl murdered in her home by a local transient, whose brother and his friend were blamed for the crime based on a coerced confession that both played Dungeons & Dragons. Or the first ever suicide to be blamed on Dungeons & Dragons, that of James Dallas Egbert, which was really the story of a confused, troubled child. The investigator hired to find him used a game as a smokescreen to protect his family from rumors and gossip (and inadvertently gave a kickstart to the entire myth that roleplaying games are evil and dangerous).
Consider all of the other articles that are archived here, that attempt to make the link between fantasy games and crime. Blaming a game for these terrible acts not only propagates an untruth, it clouds our vision when looking for real answers in the future.

IN CONCLUSION

Mr. Prabhu, it appears from the comments on your site that you have an impression of me as a depraved man who gleefully collects articles on murders and suicides, promotes games that help destroy lives, and hates Christians and Christianity. If you were to meet me in person, you would find this to be very far from the truth. In fact, I would even go so far as to suggest that if you looked around my website a bit more, rather than scanning for articles to quote mine, you would get a much more accurate picture of the kind of person that I am.

I certainly cannot control what you put on your website, and I would never want to. I also happen to be a huge fan of free speech, and that includes all speech, no matter how mistaken, misguided, or misleading it may be. The greatest thing about free speech is that it works both ways - you do not get to control what I put on my site, either. I have included a link to this rebuttal on every page of my site that you have linked to in your two documents. Everyone who comes to my site from yours, no matter what page they enter from, will have an opportunity to hear my side of the story and judge for themselves. 

Since my side of the story is free from conjecture, superstition, paranoia, baseless accusations, and quote mining, I am confident that the more rationally-minded among your readers will realize that the truth is here.

Thank you for your time.

