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Et rikt medium for
sosiale, kulturelle
og utfordrende
opplevelser




Ikke bare en hobby,
for mange ogsa en
identitet
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Generelt sma forskjeller fra andre, men:
e Spiller mest
e Litt darligere (men fortsatt god) helse

® Drikker mindre alkohol
e Spiller mer voldelige spill, men er ikke mer
aggressive

Kilde: Kort-Butler, 2021. The well-being of gamers, video game players, and non-players. The Social Science Journal



Hva spiller
folk for tiden?

Call of Duty Warzone

Kilde: Kotaku / The NPD Group's PlayerPulse 2022



Hva spiller
folk for tiden?

The Sims 4

Kilde: Kotaku / The NPD Group's PlayerPulse 2022
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folk for tiden?
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Minecraft

Kilde: Kotaku / The NPD Group's PlayerPulse 2022
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folk for tiden?

Kilde: Kotaku / The NPD Group's PlayerPulse 2022
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Among Us



Hva spiller
folk for tiden?

Madden NFL 22

Kilde: Kotaku / The NPD Group's PlayerPulse 2022



De mest populaere
spillene er ikke
nodvendigvis nye

Kilde: Kotaku / The NPD Group's PlayerPulse 2022

PlayerPulse U.S. most played console/PC games 2022

Spilltittel Lanseringsar
Minecraft 2009
Grand Theft Auto V 2013
The Sims 4 2014
Fortnite 2017
Among Us 2018
Animal Crossing: New Horizons 2020
Call of Duty Warzone 2020
Madden NFL 22 2021
Call of Duty Vanguard 2021
NBA 2K22 2021




Alle spillene er

sosiale spili

Kilde: Kotaku / The NPD Group's PlayerPulse 2022

PlayerPulse U.S. most played console/PC games 2022

Spilltittel Lanseringsar
Minecraft 2009
Grand Theft Auto V 2013
The Sims 4 2014
Fortnite 2017
Among Us 2018
Animal Crossing: New Horizons 2020
Call of Duty Warzone 2020
Madden NFL 22 2021
Call of Duty Vanguard 2021
NBA 2K22 2021




De mest populaere
’ e ‘ spillene er bare
~y, toppen av isfjellet




...0g spill ser ut til
a ha positive
effekter!




Persepsjon

Sosiale effekter
Trening

Pedagogisk verktoy
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Altering perception: the case of action video gaming
Adrien Chopin, Benoit Bediou and Daphne Bavelier
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Ventralt syn
Hva ser du

Dorsalt syn
Hvor ser du det

Perifert syn
Sa du det som skjedde der
borte??

Chopin, Bediou & Bavelier, 2019: Altering perception: the case of action video gaming.



Sosiale
ferdigheter

Wiederhold, 2021. Kids Will Find a Way: The Benefits of Social Video Games. Cyberpsychology, behaviour and Social Networking
Kovess-Masfety et al, 2016. Is time spent playing video games associated with mental health, cognitive and social skills in young children? Social Psychiatry and Psychiatric
Epidemiology
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Is time spent playing video games associated with mental health,
cognitive and social skills in young children?

Viviase Kovess-Manfety™ - Kutherise Keyes” - Ava Humilion” - Gregory Hassen' -
Adisa Bifel” - Dietmar Gelitz* - Ceren Kog” - Rowella Kuijpers® -
Sighta Lovimkiens” + Ziutha Mibova' « Koy Otten® © Christophe Fermankan' -

Ondine Pes’

Revervol 13 October 2057/ Acorpbed 17 Mmmary 3167 Published cbne: § Febrawy 2006

© Speeger-Vertag Rerka Newdefbery 2016

Abstract

Backgrownd  Video games aro coe of the favounto lelware
activities of children; the infuence on child health is ass
ally perccived 8o be negative. The proseat stady sweed
the assocktion becween the amount of time spest playing
video gamses and chidees mental hoalh o well as copai-
tive and socad skills
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Barn som spilte mye:

| o Bedre intellektuell fungering
e Bedre skoleresultater
e Bedre vennskap
e Bedre sosiale ferdigheter

Wiederhold, 2021. Kids Will Find a Way: The Benefits of Social Video Games. Cyberpsychology, behaviour and Social Networking

Kovess-Masfety et al, 2016. Is time spent playing video games associated with mental health, cognitive and social skills in young children? Social Psychiatry and Psychiatric
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Lovende resultater for grupper som ellers har utfordringer med a
trene

Sosiale effekter hos eldre

Positive effekter nar brukt i rehabilitering

Viana et al 2021. The effects of exergames on muscle strength: A systematic review and meta-analysis. Scandinavian journal of medicine and science in sports
Reis et al 2018. Exergames for motor rehabilitation in older adults: an umbrella review. Physical Therapy Reviews
Kappen et al 2019. Older Adults’ Physical Activity and Exergames: A Systematic Review. International Journal of Human-Computer Interaction



Spill som
pedagogisk verktoy




Finnes undervisningsopplegg pa norsk for en rekke

underholdningsspill

FORTNITE | ENGELSKUNDERVISNINGEN

Spillpedagogene | S

MY CHILD: LEBENSBORN - HVORDAN KAN BEHANDLINGEN AV TYSKERBARNA BELYSE
SAMFUNNSUTFORDRINGER | VAR EGEN SAMTID?

31 oklober 2018 Aleksander

Why can’t they just leave me alone?

Oppdatering: Jeg har fitt lov av elevene & legge ut en liten snutt fra gdrsdagens ekt. Fortnite ligger langt nede pa listen
av spill jeg trodde jeg skulle ta i bruk i engelskundervisningen. Men jeg ble utfordret av noen elever, og bestemte meg for

4 gjore et forsek. Ni elever fra VG1 Engelsk har i dag spilt med megii [..]
I My Child: Lebensborn ikler du deg rollen som fosterforelder for et 7 &r gammelt bamn i etterkrigstidens Norge. Barnet har

har tysk far og er blitt forlatt av sin biologiske mor. I et samfunn der krigens sér fremdeles er ferske, er det din oppgave & LES MER
lose dette barnet gjennom en oppvekst hvor det blir holdt personlig ansvarlig for sine []

Refleksjoner | Undervisningsopplegg




Dragonbox

Translate this sentence

@) Je veux manger

plus de pommes de

terre.

want to eat more

potatoes

Duolingo



...men!



Positive effekter
kommer med forbehold

» Sosiale effekter forutsetter “rett”
motivasjon for a spille

* Treningseffekt antakelig kun hvis
du er saerlig motivert for denne
formen for trening

 Pedagogisk kontekst antakelig
viktigere enn spillene for a oppna
god leering
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Ny hobby? -
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PlayStation Photography
Towards an Understanding
of Video Game Photography'

Viadimir Rizov

Abstroct  The remediation of photography in video games has been growing
in the extent of jes integration isto pameplay, and so merits further discussion.
In this chapter, | propase videogame photography to be 3 contingation of pho-
tographic discourse and that it technological and pracrical specificitics can be
understood through a discussion of existing knowledge of phetography. My
goal Is to avold an essentialist view of phocography and discass fes remediation
In video games as 3 continuation of photography in geneeal. Moreover, I claim
thas naseative is of grear ignificance for concepraalis % and usdeestanding the
remediation of photography in digital game worldy, Finally, I proposs 2 moddl
thae builds o currene underssandings of gamic action and nasrative in oeder to
typologise game photography and provide a basis for fanere research.

Keywords  Video game photography, pamic action, perspective, remedistion

Video Game Photography

Video game photography is che practice of creating images of game workls—throegh
incorporated readymade in-game cools, hardware mechanisms (e.g. Nvidias Ansel),
modifying the game or even photographing one’s screen. This practice is growing
in popelarity in one of the most wids pread media In o poeary sockty—video
gAme—and it needs 10 be peaitioned in the histary and discousse of photography.
The 23m of this chapter s imple and wofold: fiest, 1 angee thae phetography is mare
than a peactice of producing images and is, in face, 3 discourse that requires 3 context

¢ Thanks are duc oo Patrick Rupert-Kruse and Lan C. Ceabbe for the firve Opportuny oo porscae
on dhls toplc & the Moving Images conference in Kiel. 3017, where Derrick de Kerckdove
Kindly poovided me with enceursging feodback.
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Kilde: Folkehelseinstituttet / Radet for psykisk helse
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Dataspill er fortsatt uglesett
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Gaming is hugely popular. There are over 3 billion gamers worldwide and growing every
‘ year. But, with so many hours spent playing video games, people wonder, is gaming a

waste of time?




Min samboer
spiller ikke

dataspilll

(...men er pa level 5069 i
Candy Crush)




OMFANG AV PENGE- OG

DATASPILLPROBLEMER -
| NORGE 2019
Andelen i e B
befolkningen med —

problemer knyttet
til dataspill oker




Andel av befolkning med problemer knyttet til
dataspill i 2015 og 2019

10 %
OMFANG AV PENGE- OG
7,5 %
5 %
2,5 %
' Problemspiller
0% B Dataspillavhengig

2015 2019



Dataspill er (ofte)
en stillesittende
aktivitet




Men

Tid brukt pa dataspill ser ut til 3

| liten grad henge sammen
med overvekt

 lkke komme i veien for fysisk
aktivitet

o Social Science & Medicine
Lisibe Volume 301, May 2022, 112325

E.xpidring the myth of the chubby gamer: A meta-
analysis on sedentary video gaming and body
mass

Show more

+ Add to Mendeley o Share %% Cite

org/10.1016/j.socscimed . 2019.05.030
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Park et al 2020. Sedentary Lifestyle: Overview of Updated Evidence of Potential Health Risks
Silveira et al 2022. Sedentary behavior, physical inactivity, abdominal obesity and obesity in adults and older adults: A systematic review and meta-analysis
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n gamere du moter pa
kan ikke oppfore seg
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Article

“After All, They Don’t Know Me” Exploring the Psychological
Mechanisms of Toxic Behavior in Online Games

Yansheng Liu and Colin Agur

Abstract
Toxic behavior is commonplace in online games and has negative consequences for players. Although
previous studies have illustrated common types and features of in-game toxic behavior, it remains
unclear what psychological mechanisms can explain why toxic behavior emerges and evolves in gaming
environments. To fill this research gap, guided by Online Disinhibition Effect theory, this study applies a
qualitative interview approach to understand when, how, and why people engage in toxic behavior in
online games. Specifically, by interviewing players of the game Honor of Kings (a popular Chinese
mobile multiplayer online bautle arena game), this study illustrates the evolving processes of both
verbal and behavioral in-game toxic behavior and identifies six major motivations for players' toxic
behavior and three theoretical explanations for how the online gaming environment facilitates players’
toxic behavior. Implications of this study on future research are also discussed.

Keywords
online disinhibition effects, toxic behavior in online games, psychology of gaming

Hubbard School of Journalism and Mass Communication, University of Minnesota, MN, USA

Corresponding author(s):
Colin Agur, Hubbard School of J lism and Mass Co . University of Mi . MN, USA. Email: cpagur@umn eda
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-Understudert fenomen

-Kan trolig kansellere eller reversere
de positive sosiale effektene fra spill
-Kvinner og minoriteter trolig ekstra
utsatt
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| can't believe | just looted my first 5/5+ gem and it
only cost me $25,165.57 NZD
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building of this irap.

Kommentar: Hva skjedde med
reguleringen?

Gamblingmekanikker og rovdrift er fortsatt overalt ~ hva er det som tar sd lang 1id?




INSERT COIN

How the gaming industry exploits consumers using loot boxes
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CRIM INDUSTRY SLOTS BLOCKCHAIN

Esporets Pro “ Mande™ Tusns Down SL00K Gambling Streassdng Deal

Esports Pro “Mande” Turns Down $400K Gambling
Streaming Deal

e Flona Stimmons Auguast 1, 2022 3 minutes

Twitch streamer Mande spoke
ferd) d MHFT] SZ.M Encch about turning down a $400K
. ' e : % gambling sponsorship deal
* The partnership would have beer

established with an unnamed

gambling company
» Mande would have received

515,000 monthly along with
$6,000 in gambling funds

fmoge Seurce: Shutterstock com
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Gambling content on Twitch has been a big topic of discussion

in the community, and something we've been actively reviewing
since our last policy update in this area. Today, we want to update
you on our plans. While we prohibit sharing links or referral codes
to all sites that include slots, roulette, or dice games, we've seen
some people circumvent those rules and expose our community
to potential harm.

So, we'll be making a policy update on October 18th to prohibit
streaming of gambling sites that include slots, roulette, or dice
games that aren't licensed either in the U.S. or other jurisdictions
that provide sufficient consumer protection. These sites will
include Stake.com, Rollbit.com, Duelbits.com, and Roobet.com.
However, we may identify others as we move forward.

We will continue to allow websites that focus on sports betting,
fantasy sports, and poker.

We'll share specifics on the updates to our Gambling policy soon,

including the full policy language, to make sure everyone is clear
on our new rules before they take effect on October 18th.
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OPPSUMMERING!

Det gode:
e Rik kulturell aktivitet, del av manges
identitet
e Positive effekter pa psykososial helse
e ER GQY! Det triste:
e Uglesett aktivitet
® Problemer knyttet til spill har okt
e Stillesittende aktivitet

Det beint fram kjipe:

® Folk som ikke kan oppfare seg

e Kyniske skonomiske modeller

® Pengespill sniker seg inn i dataspill
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