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Where Is Pokémon Go Going?

http://www.tfp.org/tfp-home/fighting-for-our-culture/where-is-pokemon-go-going.html 
By William Gossett, July 26, 2016
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Within the first weeks of its release, the new smartphone game, Pokémon Go has become the latest craze worldwide. It gives the appearance of an innocent game, great social medium and fantastic way to get people off the couch. A different conclusion is reached when one delves into how this game is negatively affecting people and society.
The game is a location-based augmented reality mobile game. It uses the camera on the smartphone to project an image of a Pokémon, a virtual creature in the game. The objective is to capture as many of these creatures as possible, and battle other people’s Pokémon monsters. The playing field for the game is one’s own location and surroundings.

What could possibly go wrong with traveling across the city, glued to a phone, looking for fictitious creatures? Within the first few days of the release, problems already began to arise.
Many accounts have been reported whereby people have twisted their ankles, busted their shins, cut up their hands and sustained other injuries because they were more concerned with finding Pokémon than watching where they were going.[1]
But the problem doesn’t stop at sprained ankles and bruised shins, criminals have taken to using the game to lure victims to be robbed. In Saint Louis County, Mo., for example, three teenage criminals sent out a beacon alerting players in the area of a possible monster to catch. Instead of finding monsters, players found armed robbers.[2]
All of these cases are cause for concern. However, there are even deeper problems festering.

Pokémon Go is causing disturbances by mobilizing crowds of players seeking out what are considered rare virtual monsters. Cases have been recorded in DeKalb, Ill. and in New York City.

In Illinois, crowds gathered at one o’clock in the morning and searched frantically for a “Snorlax” monster.[3] Additionally, at Central Park in New York City, hundreds of players were seen stampeding through the streets glued to their phones searching for another rare Pokémon. This caused traffic jams with people abandoning their cars in the middle of the street and following the masses on their phones.[4] All for a virtual monster.

The fact that such a game is gaining so much worldwide attention is baffling. World events do not generate nearly the excitement as this little game. What about the multiple police shootings in Dallas and Baton Rouge? How about the recent terrorist attack from ISIS in Nice, France, let alone the numerous and constant attacks on American soil? Why is this game consuming the minds and actions of so many people, young and old, more than these historical and devastating events? Pokémon Go seems to anesthetize people and prevent them from thinking about these serious public events.

Could anyone imagine hundreds of people stampeding through the streets at a moment’s notice, in a show of solidarity for our police? Or to protest the thousands of Christians being killed for their Faith? Or stand up for the innocent unborn?

Rather than an innocent game filled with “cute” little monsters, Pokémon Go is a very serious and profound problem affecting our society today. The game is leading society into a type of cyber-tribalism, whereby the phone/game is the shaman, and the players are the willing and obsessed subjects, hanging on every word and command. 
Notes

1. Associated Press article published by New York Post, “Playing Pokémon Go is becoming dangerous” at http://nypost.com/2016/07/09/pokemon-go-is-afflicting-players-with-real-world-injuries/, accessed July 18, 2016.  

2. Ryan W. Miller, USA Today, “Teens used Pokémon Go app to lure robbery victims, police say” at http://www.usatoday.com/story/tech/2016/07/10/four-suspects-arrested-string-pokemon-go-related-armed-robberies/86922474/, accessed July 18, 2016.  

3. Newsflare.com, “Pokémon Go – Snorlax hunt at 1 am” http://newsvideo.su/video/4707716, accessed July 18, 2016.  

4. “Pokémon Go - Vaporeon stampede Central Park, NYC,” YouTube video, 0:41, posted by “Dennis450D,” July 15, 2016 at https://www.youtube.com/watch?v=MLdWbwQJWI0.   
[image: image3.jpg]


 [image: image4.jpg]Lx@





Three spiritual lessons to be drawn from Pokémon Go
https://cruxnow.com/commentary/2016/07/24/three-spiritual-lessons-drawn-pokemon-go/
By Fr. Jeffrey P. Kirby, July 24, 2016

Over the past few weeks, there’s been an invasion of reality by small virtual monsters. Since July 6, little Pokémon creatures have taken to reality and shown up at businesses, churches, national monuments, and a host of other public places. What’s going on?
Well, after a twenty year hiatus, the Pokémon monsters have returned. Yes, earlier generations might remember the ferocious little figures from the old Nintendo game. No one would have expected it, but Niantic Labs have brought the Pokémon monsters back in a whole new way.

No longer just a video game, the Pokémon creatures have now taken to reality and are among us.

Pokémon Go is an app that can be downloaded on a smart phone. Once downloaded, the app helps people to find Pokémon creatures placed strategically around them and noticeable only through the app. And these creatures seem to be everywhere.

Once the little monsters are found, a person tries to catch them by throwing PokeBalls at them. If caught, the various Pokémon creatures increase the influence of the player. Players can meet and fight in local “Gym” areas created by the game. And then…

OK, for those who are not playing Pokémon Go or who are not familiar with gaming in general, all of this can be very confusing. It’s confusing not only in it logistics, but also in its purpose. Why are people doing this? What’s the appeal of this game?

When asked, most players are describing the game as a really fun, extended scavenger hunt. It’s experienced as a game full of twists and turns, excitement and competition. Currently, over 20 million people seem to really enjoy being out and about looking for Pokémon things. The game is an overwhelming and unexpected phenomenon.

With so many things to learn in order to play the game, is it possible to perhaps draw some spiritual lessons from it and its numerous players? Certainly, there are some things to criticize.

The US Holocaust Museum had to put a public ban on the game because people were playing it among the displays, and numerous car and other accidents have occurred because people were immersed in the game.

Beyond these justified concerns, is there something greater here?

In a very unique, mapping-merged-gaming kind of way, it can be argued that Pokémon Go is highlighting some important lessons about humanity’s spiritual nature. While some might argue with this rather sidewalk attempt to baptize aspects of Pokémon Go, it’s important to understand the call of the believer to look for God’s imprint everywhere and to draw good or noble lessons from any created thing.

So, some of the spiritual lessons of Pokémon Go could be:

First, Pokémon Go has people off their couches and gamers away from their stations. People are actually outside, moving, and having (some form of) interaction with others. Humanity was not made for inertia.

The ancient Greek philosopher Aristotle taught that two of humanity’s greatest talents were mobility and community. These dimensions of human nature are also seen throughout the Sacred Scriptures, as God’s people journey and dwell together. While many sacred stories could be referenced to illustrate this point, the Exodus from slavery in Egypt stands as a monumental example in the Judeo-Christian tradition.

And so humanity is called to move, to be (literally) in the midst of the world around it, and to live in community (even as it might be partially defined or expressed in the twenty-first century).
Secondly, the players of Pokémon Go are looking for something. Their mobility and community are not marked by idleness or a lack of due course. The American author Carl Sandburg once wrote, “I don’t know where I’m going, but I’m on my way.”

While that may summarize much of Western culture today, it does not summarize Pokémon Go, or for that matter the desire of the human heart for purpose and direction. Humanity was made for a journey, for a great scavenger hunt, but one that has a destination and goal. As the ancient Israelites knew that the exodus would end in the Promised Land of their forefathers, so the human person can come to realize that his destination is in God and his way of love and service.

As odd as it might seem to some, the search for a simple Pokémon can reflect or point to this great truth.

Thirdly, the players of Pokémon Go realize that their journey’s end is not in themselves. They are eagerly searching, sometimes to the negligence of their own safety, for those little grinning monsters.

Admittedly, it’s a relatively simple search, but it’s one that could imitate the life-changing search of the human heart for God or at least the transcendental things outside of a person’s own subjectivity. When so many people are convinced that everything they need is found within their own power and control, a young adult searching for a Pokémon figure is a bit refreshing (especially when it leads them to a house of worship).

And so, three simple lessons of Pokémon Go: the player is on a search, she’s looking for something, and the searching for that something outside of herself.

These can be strong spiritual lessons, or least reminders to the person of good will: humanity is on a journey, there is a destination, and that destination is found in God.

There are several Catholic articles on the Internet that welcome Pokémon Go because the game is “bringing people to church” while they play it. But following a Pokémon character to a church building isn’t the same as attending going to church to worship God. On the contrary, smartphones in operation in the hands of the congregation is nowadays a common violation of the sanctity of the Sacrifice of the Holy Mass. –Michael 

Be it known that…
Pokémon Creator Admits Games are Anti-Christian, Aimed towards Satanists
http://www.p4rgaming.com/pokemon-creator-admits-games-aimed-towards-satanists/
November 7, 2012

In a rare interview with Pokémon creator Satoshi Tajiri, he admits that the games were created as a backlash against his Christian parents. He also says that the games are tailored towards an anti-Christian sentiment or Satanism.

The interview, conducted by Time about the continued success of the Pokémon series, took a sharp left turn when Tajiri was asked about the inspiration for the games. The following is an excerpt from the interview:

Time: What inspired you to start making the Pokémon games?
Tajiri: Well, my parents were Christians. I grew up being taught the ways of that religion. When I got older, I started to realize that the things they said were foolish and I guess I rebelled a little.

Time: How did you rebel?

Tajiri: I started to argue against their teachings. They tried to punish me in various ways to try to get me under control, but it didn’t work. This is when I was inspired by nature and started the basis for the Pokémon games.

Time: Could you explain how your parent’s religion is connected with the games?

Tajiri: Well, when I got old enough, I wanted to do something that would show the world that my parents were wrong. Something I saw in nature was the concept of evolution which my parents vehemently denied existed. This sparked the idea for a game that would go against everything my parents believed in.

Time: This game being Pokémon, correct?

Tajiri: Yes. Pokémon is essentially the correct answer towards life, not Christianity. Everything presented in the game is the opposite of what Christians may believe. Some have said that the game promotes voodoo or magic, and I agree in the sense that there are many things that occur in nature that are unexplainable. Furthermore, the violence in the games is unparalleled. It may not show up in the actual graphics, but the brutality is made especially explicit in the Pokédex entries. Nature, again, played a big role.

Time: So those who say that the game is anti-Christian are correct?

Tajiri: I suppose so. I mean, some could say that the game supports Satanism. I don’t officially celebrate it, but I can understand why people would be attracted to it.

Nintendo refused to comment on the interview.

Austin church sees Pokémon Go as a safety concern
http://kxan.com/2016/07/12/austin-church-sees-pokemon-go-as-a-safety-concern/ 
By Lauren Lanmon, July 12, 2016

Since launching, the Pokémon Go game has gathered quite the following, but one local church says they are getting swamped with strangers walking around their parking lot.
“A lot of cars have been coming up and just parking, people getting out and taking pictures,” said church business manager Robert Dugas.

St. Paul Catholic Church says they have even had people walk into the church during mass trying to catch Pokémon. The church says they are a good stop for those playing the game because their church is surrounded by seven “Pokestops.”

“There was a Bulbasaur out here which is pretty rare,” said Pokémon Go player Scott Avant. In just six days Avant reached level 14 and the game has become part of his everyday routine making him a little more active. “I’ve been averaging more than a 5K a day.”

A lot of Avant’s points came from the parking lot of the St. Paul Catholic Church. Dugas says since Sunday there hasn’t been a moment where he didn’t see a stranger walking or stopping in the middle of the road. “Personally we don’t mind people coming out here and enjoying the property, I wish they would come out and spend some time in prayer. If they were respectful and open to everything else going on, we wouldn’t have a problem,” said Dugas.

The church also has a pre-school, and during the time when children are let out, Dugas says more than a dozen strangers can be seen walking near the children as they are released. “Parents are concerned about the safety of the children after they have been hearing about all the stuff on the news,” said Dugas.

Robert says he hopes he doesn’t have to put up no trespassing signs, but will do so if the game becomes a distraction to the church. “Be respectful to the fact that this is a church, and it’s not a playground that you can just come and go as you wish,” said Dugas.

Pokémon: What is it?
https://carm.org/what-is-pokemon EXTRACT
By Matt Slick, President and Founder of the Christian Apologetics and Research Ministry (CARM), July 16, 2016
The original CARM article on Pokémon was written in 2007. Recently, Pokémon has experienced a resurgence. In fact, it is now the number one viewed article on CARM. 
Pokémon, which is short for "pocket monster," has become a phenomenal success in America among children.  There are cartoons and even a movie based upon the Pokémon characters. Almost every child in America is familiar with this fad and owns some form of Pokémon paraphernalia. But, what is Pokémon?
Pokémon was created by Nintendo in Japan in 1996. It is a role-playing game involving cards, Nintendo Game Boy, and TV cartoons. The cards have pictures of different Pokémon on them, more than 150 so far. The Pokémon are supposed to be "monsters" that have special powers and share the world with humans. The idea of the game is to have the children learn how to collect as many Pokémon as possible, train them, and use them against other people's Pokémon by invoking the various abilities of each Pokémon creature. Pokémon can evolve and pass through various levels, 100 being the highest.  Colored energy cards are sometimes used to aid the Pokémon.

Is Pokémon Dangerous?
Is Pokémon dangerous?  Potentially, yes it is. It conditions the child who plays the game into accepting occult and evolutionary principles. Haunter can hypnotize, eat a person's dreams, and drain their energy. Abra reads minds.  Kadabra emits negative energy that harms others. Gastly induces sleep. Gengar laughs at peoples' fright.  Nidoran uses poison. The Psychic type of Pokémon are among the strongest in the game. Charmander, Haunter, Ivysaur, Kadabra, and many more evolve. The children are taught to use these creatures to do their will by invoking colored energy cards, fights, and commands. Much of it is reminiscent of occult and eastern mysticism.

The Bible says to "Train up a child in the way he should go, even when he is old he will not depart from it" (Prov. 22:6). 
2 Chron. 33:6 says, "And he made his sons pass through the fire in the valley of Ben-hinnom; and he practiced witchcraft, used divination, practiced sorcery, and dealt with mediums and spiritists. He did much evil in the sight of the Lord, provoking Him to anger."

I do not see how allowing children to play with games that encourage fighting, reading of minds, use of poison, mimicry, taunting, teleportation, hypnosis, and evolution can be a good thing.  This is not training a child to righteousness, it is accepting the occult and secular evolution.  Is this what we, as Christians, want our children to meditate on?  Of course not.

If children are conditioned to accept these things in youth, then they will be more likely to accept these ideas in adulthood.  This leads people away from God's word and truth, not toward it.  This is dangerous to a person's eternal destiny.

More Information
On the Pokémon rules website it states, "Carry your Pokémon with you, and you're ready for anything! You've got the power in your hands, so use it!"

One observer of children playing the game said the children would afterwards mimic the game by summoning the Pokémon to attack others. This is occultic.
Pokémon are summoned to do battle and to protect. This is equivalent to sorcery.
Earth, Wind, Fire, and Water are frequent elemental themes found in Pagan religions, witchcraft, and Wicca, and are used heavily in Pokémon.

The spiritual side of the world is real. There are spiritual elements and demonic forces at work, whose purpose is to lead astray and destroy: "For our struggle is not against flesh and blood, but against the rulers, against the powers, against the world forces of this darkness, against the spiritual forces of wickedness in the heavenly places," (Eph. 6:12).

The enemy is powerful and cunning.  The only light we have is the Bible, and we need to follow it and not give ourselves or our children into the hands of those who would introduce occultic principles in a role-playing game.  Again, the Bible says...

"But the Spirit explicitly says that in later times some will fall away from the faith, paying attention to deceitful spirits and doctrines of demons," (1 Tim. 4:1).

There is nothing wrong with children having fun and using their imaginations, but when that fun involves the occult it is dangerous.  As Christians, we should be very concerned about what our children are involved in since they can be so easily influenced.  They don't need the influence of the occult or evolutionary theory to help them towards Christ.  They need the truth.

[…]

Is Pokémon good?  I don't think so. 
Does it contribute to impressionable children accepting occult ideas? Yes, it does.
Parent’s Call of Duty: The Need for Parental Wisdom in Video Games

http://www.tfp.org/tfp-home/fighting-for-our-culture/parents-call-of-duty-the-need-for-parental-wisdom-in-video-games.html
By Elizabeth Woolley, March 28, 2012

Elizabeth Woolley is the founder of the Online Gamers Anonymous organization and is an outspoken opponent of addictive video games. Mrs. Woolley has been interviewed by the Catholic Herald Citizen, CBC, CBS, and the BBC. She has travelled internationally to speak at conferences on the dangers of gaming. In 2002, she started a website to warn society about the “dark” side of gaming and to provide help and counseling for those who are already addicted to video games. 
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Crusade: Could you please explain why you founded Online Gamers Anonymous?
Mrs. Woolley: In 2000, my son Shawn became addicted to an online video game called Everquest. Within three months he quit his job, got evicted from his home, and was up all night playing. Despite our efforts to help him get his life back together, he committed suicide only a year and a half after being introduced to the game.
Shortly after Shawn’s suicide, I did an interview with the Milwaukee Journal Sentinel and that’s when I realized how many families are being broken up and suffering like us. In 2002, I founded the Online Gamers Anonymous site so these people would have a place to go and know they are not alone.

I want to warn people that these games can take control of their lives just like drugs or alcohol. Some gamers told me one can become addicted in less than 24 hours. Once a gamer has gone from social gaming to addicted gaming, he can’t go back. Games can be a drug of choice and needs to be looked at that way.

Our website, www.olganon.org spreads research on how gaming affects children, stunting their mental growth and social development, and helps to warn parents. We host several meetings a week where addicted gamers can talk and support one another to turn their lives around and also have a very active forum where different topics are discussed.

Crusade: Do you have any tips for parents who have video games in the house?
Mrs. Woolley: The biggest key is to make sure that your child’s life is balanced. Children cannot be raised on just one activity otherwise they will run into difficulties. Even if the child protests. It is your job as parents to say “no” and guide him towards other activities.

Being a parent isn’t easy, but trust me, there was life before video games, and as parents we have to find or make activities to give our children besides sitting them in front of a screen. That means getting them into sports, social events, and educational activities. Alternatives need to be presented. If the child says he doesn’t want to leave the game, you have to set limits, otherwise he will develop problems.

Crusade: Who can get addicted and what are the consequences?
Mrs. Woolley: Anyone can get addicted. Colleges recognize that video games cause a huge percentage of their dropouts. Many now bring in counselors to deal with excessive gaming. Some are asking students if they play games before offering a scholarship. They know they might be wasting a scholarship on a gamer. I know several parents who lost their college funds to their gaming children this way.

Many teenagers being pulled into these games are actually geniuses. They are very intelligent and highly motivated. Proof of this is that many games require hours of tedious effort, concentration and patience. It is very sad to see how all this brilliant mind power is being wasted.

Besides considering how these games are affecting their personal lives and education, we should imagine what could be happening if these very capable people were solving the real problems of society. Instead, video games have become a big part of the dumbing-down of our society.

Fully grown, hard-working adults also get addicted. I know several who had a job and house but lost it all to the games. An extreme case is of a man in Florida who lost his job and had to start living on the street. Now he has a restaurant job and makes just enough to get himself to the gaming café, where he spends the rest of the day. When the café closes he sleeps on the street and does the same the next day.

Many fathers leave their families to spend more time gaming. They don’t care about their children, because all they feel they can do is play.

Grown women tend to play social games like Farmville, SIMS and Second Life because they like to do things with others. This often leads to problems because married women end up leaving husband and family, neglecting their real children, to be with someone in the game. There are many examples of this. An extreme case is the Korean couple who let their real child die of malnutrition because they spent all their time taking care of a virtual baby.

Crusade: Most video games give children a sense of worth and accomplishment. What’s wrong with that?
Mrs. Woolley: One of the main dangers is precisely that it is so very easy to get worth and accomplishment from a game. And if you don’t succeed or like what you did you can just restart until you get it right. Well, real life isn’t like that. Real life isn’t easy and you don’t often get do-overs. So the child grows disappointed with real life and ends up by quitting in real life. He says, “This is too hard,” and runs back to the games.

This poses a huge danger to the child’s social life. Instead of satisfying his desire for things like worth and accomplishment through social interaction, he obtains it through the game. Then he fails to get the experience he needs in real life, especially by suffering and learning how to deal with the bad as well as the good times. Real life isn’t easy for anybody, but allowing a child to use games as a drug to escape reality is not going to teach him how to cope with real life.

I could see this in my son. In the game he could easily do whatever he wanted and feel like he was accomplishing something. In the meantime, he was not spending time nurturing his real life, so there was nothing there to sustain him.  He no longer cared about the future and advancing in his real life. If most of your time is spent in games there isn’t enough time to enhance real life education, skills or friendships. Anyone who wants real accomplishment needs to get out of gaming and get working in real life.

Crusade: What would you tell parents who use video games to help entertain their children?
Mrs. Woolley: I have seen a lot of reckless behavior by parents because they want to use games as baby sitters. Unfortunately, a lot of it is because many are gamers themselves.
Firstly, giving children a game to get them out of your hair is not being a good parent. Be with your children in real life! I know of a father who taught his 3-year-old child to play World of Warcraft with him because he felt that if he could get his child addicted to it then he could interact with him through the game. I let parents know that gaming with your child is not interacting because almost no words are being exchanged; the child’s only communication with anything is through the controls.
Secondly, I recommend parents not allow any child under 16 to play games connected to the Internet, period. You never know who they are playing against, and pedophiles are figuring out ways to connect with children through these games. Somehow, because it is inside the home, parents think it is safe; but it isn’t. Giving them Internet games is like putting them in a public bar by themselves.

Also, many times parents tell me they can’t help but give what their children want and they don’t seriously look at what is in the game. These games can have sexually explicit material, cursing, drug use, senseless violence and destruction. If this stuff was in a movie, the violence alone would make it R-rated. Most of the Christian families I talk to would never hand their children an R rated movie, but they allow them to interact with violent games. This is very damaging.

Crusade: What if the games are non-violent and not online?
Mrs. Woolley: Just because it’s non-violent and not online doesn’t mean it cannot be harmful. That would be like saying it’s alright for kids to be handed non-violent drugs. Again, video games should be viewed as possible drugs and no one should be allowed to become addicted to them.
We really find that when a gamer crosses the line from having the choice of playing to being compelled to play, his mind has actually been rewired by the gaming. He is no longer playing because he wants to but because he has to. Then he starts hating the games but cannot stop. And then, as his life breaks down, he goes into a vicious circle of feeling guilty and having highs on the games, only to plunge back down and return to the game where it all starts again. And while tapping away at controls he becomes dehumanized, giving less importance to his senses, not going outside, getting exercise or sunshine eating good food; he turns into a human shell.

I also believe that more research has to be done but there is already enough information on how gaming affects especially the young, stunting their mental growth and social development. That’s one thing that startled me about my son. He stopped talking to people, including to me, his own mother.

Before getting into this game he was just like the rest of us. He had a future, plans, friends, and a job. After he became addicted it was like a light in his mind was switched off. He no longer cared about how he would spend his real life; he no longer saw a real future; and he had no more goals or principles. He just stopped thinking about reality and became depressed. His whole personality changed and he became anti-social. That’s why I always say these games can rewire the brain and a gamer can change and become a different person. My son’s friends were astounded by how much he actually changed.

Crusade: Could you give an example of how some parents intervene too late?
Mrs. Woolley: One of the boys I knew was a 15-year-old from Canada called Brandon. He was playing a game called Call of Duty and his parents were struggling with him to quit, as they knew it was causing problems. Brandon attached far too much importance to being a very powerful person in this game and wanted to stay in it because of all the fake power and attention he was getting. In 2008, his parents finally decided to put their foot down and took the game from him. Brandon ran away from home and a few weeks later some hunters found his dead body about seven miles from the house. It seems he jumped from a tree.    

Crusade: Have addicts talked to you about the gaming buzz causing emptiness in real life?

Mrs. Woolley: Yes, absolutely, and it makes perfect sense because in the games there are always more “missions” and more interesting challenges. The gamers get an adrenaline rush to be able to attain the next level and figure out what to do next. Going on quests and planning cities is all very exciting, and when you go back to real life there’s what? Parents telling you to go sweep the floor, do your homework, do the dishes, and eat at the table; talk with your sister. And then parents are surprised when their children say “life is so depressing,” “everything is boring,” “I have no friends.” It is all because they are spending all their time on games and not experiencing real life; if children had activities, their own groups and friends, real life would be interesting for them.

 

Crusade: What non-addictive games do you recommend for families?

Mrs. Woolley: A good rule is to have games that have a beginning and an end. Even better would be active games like the wii games since they get people to move around. Moving around gives your body a way to let you know through tiredness when it’s time to stop. Games could also be a social activity and be played against others in the house and not against a machine; and wii games allow this as well. Of course rules still need to be applied. Like other games, the wii games can be taken too far. Once again, all activities need to be balanced.

Crusade: Could you share some more stories from your son’s addiction?
Mrs. Woolley: Yes. After my son became addicted to Everquest and was diagnosed with mental problems, he was admitted to a long-term support program. He was living in a group home five miles from my house. During the night I woke up and couldn’t sleep, which is very rare, so I went downstairs to check my e-mail and heard the front door opening. This was shortly past midnight. Thinking it was a burglar, I got a bat to challenge the thief. Then in walks my son, who was addicted to a game. He had walked five miles from the group home to play it. Who knows how many times he was getting up at night to play the game? Children admit it all the time on my forum that they are spending all night in front of these games without their parents knowing.  
Another time my son was at his brother’s wedding, the first wedding in the family. He left during the ceremony to play and didn’t return for the rest of the day. People noticed that he wasn’t at the reception and I discovered he had left in the middle of the wedding and walked home to continue playing his game. My son would have never have done that before his addiction. He loved parties and socializing.

What’s wrong with Video Games?
http://www.tfp.org/tfp-home/fighting-for-our-culture/what-s-wrong-with-video-games.html 
By James Donlon, April 10, 2015

Concern: 34 million Americans spend 22 hours per week, on average, playing video games. The intention of this article is not to offend those who play video games, but to face the endemic problem head on and search for meaningful solutions. Are video games harmful in themselves? Do they tear down or elevate our culture? Should they be avoided altogether?
Most people will agree that "too much" gaming is harmful. Many more will acknowledge that Grand Theft Auto, which glorifies crime, or esoteric and violent games such as The Last of Us, Bioshock Infinite, or Fallout are bad. But the question still stands: How much is too much? How bad is too bad? And what about apparently innocuous games like Angry Birds?
 

Escape from Reality
Video games are designed to give the player a sense of instant satisfaction. Whenever a virtual goal is achieved, the player gets a rush and tends to want more and more. Gaming presents an imaginary world detached from reality and offers an easy “escape” from the natural limitations humans encounter in this vale of tears. In real life, accomplishment is tied to reality, hard work, effort, sacrifice and talent. But in the make-believe world of video games, you can pretend to be and do things that are completely unrealistic.

This is further complicated when the person faces problems such as a broken family, depression and addictions. Take the case of Elliot Rodger. This 22-year-old student lived a frustrated life.  He despised social interaction, did not have many friends, and became obsessed with World of Warcraft. Rather than overcome his shortcomings, he withdrew and filled the void with gaming and pornography. He later killed six, injured thirteen, and committed suicide. His video game addiction was considered a factor in his tragic course.

 

A Waste of Time?
Another problem with video gaming is the tendency to spend inordinate amounts of time doing absolutely nothing meaningful.  It could be argued that video gaming is simply a pastime, a way to combat boredom.  But what is the point of engaging in a pastime that has no palpable goal, no real accomplishment and no deeper meaning?   Since the purpose of gaming is undefined, players often find themselves compelled to play more and more.
According to the Boy Genius Report, "there are currently over 34 million core gamers in the United States, and they are playing video games for an average of 22 hours every week."2
Twenty-two hours a week is roughly equivalent to a part time job.  Is that time well spent?

Drug-Like Effects that Rewire the Brain
According to a study featured in Neurology Now, a publication of the American Academy of Neurology, nine out of ten American children play video games -- about 64 million. The study found that "excessive gaming before age 21 or 22 can physically rewire the brain." "'Playing video games floods the pleasure center of the brain with dopamine,' says David Greenfield, Ph.D., founder of The Center for Internet and Technology Addiction and assistant clinical professor of psychiatry at the University of Connecticut School of Medicine. That gives gamers a rush—but only temporarily, he explains. With all that extra dopamine lurking around, the brain gets the message to produce less of this critical neurotransmitter. The end result: players can end up with a diminished supply of dopamine."3
For the welfare of children, South Korea has regulated the use of video games, treating them like drugs or controlled substances.  Like drugs, video games provide instant gratification.  When one resorts to them over and over again, dependency similar to a heroin addiction is created.

Violence and Video Games
There are countless cases of violence and crime connected directly or indirectly with video gaming.  Grand Theft Auto, for example, has created a long death trail in its wake.  However, few have had the courage to call its designers and promoters to task, halt its production and reverse the severe damage it has unleashed.  Here are only some of the many crimes connected to Grand Theft Auto:

(A man was stabbed and his copy of the game was stolen; 4
(A college student stole a car, kidnapped a woman and slammed into nine parked vehicles. He said he wanted to play the game “in real life”; 5
(A teenager in Thailand killed a taxi driver in a copycat crime from the game (Thailand banned the game afterwards); 6
(An 8-year-old boy in Louisiana shot and killed his 90-year-old caregiver minutes after playing the game (this was ruled a homicide); 7
(Students as young as six acted out drug and rape scenes from the game.8

It is also noteworthy how some observers have recognized similarities between the virtual riots enacted in Grand Theft Auto and the real life riots over the death of Michael Brown in Ferguson, Missouri.

More crimes tied to other video games can be seen in the following cases:

(After his Call of Duty game was taken away, a 13-year-old boy shot his own mother multiple times, killed her, and proceeded to attempt to rape her;9
(The father of a two-year old son punched his child in the face, killing him, in order to stop him from crying while he was playing his video game;10
(A 17-year-old in China was stabbed through the skull with a kitchen knife after being caught cheating in an Internet café while playing an online game; 11
(A 16-year-old boy killed his mother with a hammer while she was sleeping after she took his Play Station away; 12
(A couple in South Korea allowed their real child to starve to death while they were feeding a “virtual” child on a game called Second Life;13
(An 8-year-old hung himself after he was scolded for spending too much time playing video games.14

Gaming to Death
Video game addiction can be so overpowering that players sometimes lose their most basic instinct of self-preservation.  Dozens of people have injured and killed themselves playing video games as can be seen in these examples:

(A young man was found slumped over his keyboard at an Internet café after playing for over 15 hours. He died of an heart attack caused by lack of sleep and dehydration; 15
(A 20-year-old died from a blood clot after playing 12-hour binges, sometimes staying up all night on the computer;16
(Another man died after a 40-hour binge playing a game called Diablo III.  He passed out at a computer terminal at an Internet café. When an employee woke him up, he promptly stood up, took a few steps and collapsed and died; 17
(A man in China played for an unbelievable 27 days straight (650 hours of consecutive gaming), and died of heart failure and malnutrition;

(A 13-year-old girl, while playing video games, called to her mother, “Mom, I can’t breathe.” She had a severe heart attack and later died.


When Imagination Overpowers the Mind
Video gaming frequently allows the imagination to cloud the intellect and weaken the will.  The player sees a virtual “world” on a screen and interacts with it as if it were real.   The distinction between real and false is blurred.  Even in extremely simple games such as Angry Birds, impulse and imagination rule.  Because of the “respawn” -- when the digital player or human player comes back to life after being killed -- gamers act first and think later. 
To win, the player makes split decisions, ignoring all danger.  After all, it is only a game. However, this behavior lends itself to a real imbalance.  If you routinely “do” things you would never dare do in reality, there is a chance you might behave in real life as you behaved during the video games. The player can “do” crazy things -- usually involving violence -- that would be horrible crimes in real life.  This mental dichotomy desensitizes the player. 
For example, in countless games the player can rip out throats, slit necks, shoot and stab people, and run over people with a car.  Imagine the mind of a young man who just played six hours of Gears of War II, an extremely violent game. He walks into the (real) street after "killing" people with a chainsaw, but suddenly, that's no longer a good idea.  He must switch "realities."  If the same fellow sees a chainsaw in a yard, images of human carnage will flash into his mind.  He might chuckle to himself, thinking, “I wish I could do that in real life.”
In fact, Grand Theft Auto V is so realistic that there are Google maps that show real-life locations used in the game set to Los Angeles, California. The designers of the game took pictures of buildings, intersections, and places of interest to make the game more life-like: “There's always new things to see, and layers of detail on the ambient life that really makes it feel like there's stuff going on without you," said video game architect Aaron Garbut. "It's a world with which you interact and exist, it doesn't feel like a facade that's created around you.”18  Grand Theft Auto V, which cost $265 million to make, 19 promotes criminal activity, cop killings and prostitution while the player visually "walks" on real California streets.  Can this have a positive effect?

What is the Solution?
The simple solution:  turn off the computer or gadget and find a meaningful activity.  Even if one chooses a “clean” game that is free of immorality or violence, and plays with time limits, the activity itself is of questionable value.
What are some alternatives? What did people do with their free time before video games were invented?

Read a good book:  Read books that have the ability to uplift the mind, inspire the soul and strengthen the will.

Visit places with family or friends: Try visiting a state or local park, places of interest such as museums, libraries, aquariums or historic sites.  Visit the ocean and other beautiful places.

Physical activities:  Try hunting, fishing, swimming, camping, hiking, sledding or skating. Try an adventurous activity: rock-climbing, whitewater rafting, deep-sea fishing or mountain biking. Clock your running time and distance.  Beat your previous record of push-ups or pull-ups. Better yet, compete with a friend.

Try old-fashion games, hobbies or pastimes:  Risk, Monopoly, Hearts, Spades, chess, checkers, Go Fish, charades, poker -- the list goes on. Try wood carving, drawing (if you have talent), writing, photography, cooking, baking, archery, brewing beer, or sport shooting. 

Develop the art of conversation:  Spend time with friends and family.  Talk and enjoy their company.  Ask an older family member or acquaintance, such as a war veteran, to tell you stories from their past.

Get a helper:  Encourage others to help or join you in avoiding video games. It is much easier to stay busy without playing video games if you have the help of a friend.

Pray.  Foster a lively spiritual life.  Recite the Rosary daily with your family and try to attend daily Mass.  Spend time in adoration before the Blessed Sacrament. 

Finding True Happiness
Video gaming is a problem that stems from a deep cause. In his brilliant book, Return to Order, John Horvat II observes how our culture has lost its appetite for the marvelous and sacred.  Man once had a vision of God that permeated society and influenced every field of life.  In today’s world, however, this higher vision has almost completely disappeared.  
Mr. Horvat speaks of acedia, a “weariness for holy and spiritual things and a subsequent sadness of living.” “Despite huge opportunities for entertainment, pleasure, and excitement, happiness eludes us. This is all the more incomprehensible since the unhappiness persists even among those surrounded by riches, consumer goods, technological progress, or good health.”20

Video games do not satisfy the yearning of the soul for a life of meaning and purpose, but instead simply feed the fire of acedia. Isn't it time to put the controller down? Why pretend to be a fake hero on a screen when you can admire real heroes and strive to become one yourself? Why play with a controller when you can prove yourself in reality? Acedia needs to be fought and overcome.  Only then will we have a true sense of accomplishment and joy -- a sense of true happiness that no video game console can ever give. 
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Bishop considers lawsuit to stop Pokémon Go 

http://www.womenofgrace.com/blog/?p=52943
By Susan Brinkmann, August 29, 2016
Sicilian bishop has consulted with two lawyers about the possibility of suing Niantic, creators of the wildly popular Pokémon Go game, in an effort to have the app banned.

Breitbart is reporting on the efforts of Antonio Stagliano, bishop of the southern town of Noto in Sicily, who says the “diabolical” Pokémon Go game is attacking the very fabric of society by creating “dependence on a totalitarian system similar to Nazism.”

The game, which has 20 million active users in the U.S., comes in the phone of a smartphone app which is used to find Pokémon creatures who are hidden in the real world.

Bishop Stagliano claims the game is turning young people into the “walking dead” and has already “alienated thousands and thousands of young people” by getting them addicted to monster-hunting.

Even more infuriating is the fact that his own cathedral in Noto has been designated as an official Pokestop, meaning that players routinely stop at the church to collect Poke Balls.

The bishop isn’t the only one upset about the game. As Breitbart reports, the mayor of a town in central France banned the app because young people are becoming dangerously addicted to the game.

Elsewhere in France, Fabrice Beauvois, the mayor of the village of Bressolles, has sent a letter to Niantic demanding that the game be removed from his territory which he believes is necessary in order to ensure public order in his town.

Just for the record, the Virgin Mary statue in my own parish has become a designated Pokestop and has resulted in cars entering and exiting our church parking lot at odd hours of the day and night. It was the local police who alerted us to the situation. Thankfully, they’re keeping an eye on our premises to be sure law and order is maintained.
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