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Watch the rewrite movie, then have a go yourself.   Using the sources in the boxes, add supporting information to these paragraphs taken from an essay on gaming.  
Quote or paraphrase this information, then add the reference in your preferred style with a bibliography at the end.  Then check your version against a possible answer. 
Discuss whether gaming can be responsible for antisocial behaviour
…While some believe that such violent games are harmless fun, others believe they damage society and consequently should be banned. (end of introduction)
Supporters of these games, such as the companies who produce them, claim that there is no need for concern.  To support their opinion, they cite studies by psychologists which indicate that gamers are no more likely to commit violent crime than non-gamers.  
(Add support here; conclude your point) 

On the other hand, a growing number of people reject this view.  They argue that studies such as the one above can only measure the short-term direct influence.  They suggest that on certain vulnerable people, the watching and playing of violent scenarios for long periods of time, must have an effect.  
(Add support here; conclude your point)

Possible answers
Harvard
Discuss whether gaming can be responsible for antisocial behaviour

…While some believe that such violent games are harmless fun, others believe they damage society and consequently should be banned. 

Supporters of these games, such as the companies who produce them, claim that there is no need for concern.  To support their opinion, they cite studies by psychologists which indicate that gamers are no more likely to commit violent crime than non-gamers.  A report by Braxton University in the United States on the behaviour of gamers and non-gamers found that the former were in fact 12% less likely to be in trouble with the police (McKenzie, 2009, p.200).  This would seem to suggest there is no definite link between crime and gaming.

On the other hand, a growing number of people reject this view.  They argue that studies such as the one above can only measure the short-term direct influence.  They suggest that on certain vulnerable people, the watching and playing of violent scenarios for long periods of time, must have an effect.   According to research by the charity Childhood Matters (Mattock and Crichton, 2008, p.14), most male teenagers will have spent over a year of their lives playing mainly violent video games by the time they are 18.  They also point to a recent murder case in Scotland where the defendant claimed that nonstop playing of the game, ‘Murder City’ influenced his actions.   Thus it could be concluded that there is sometimes a link between gaming and behaviour, at least with certain individuals.
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APA

.......................................................................................................  A report by Braxton University in the United States on the behaviour of gamers and non-gamers found that the former were in fact 12% less likely to be in trouble with the police (McKenzie, 2009, p.200).  This would seem to suggest there is no definite link between crime and gaming.

.........According to research by the charity Childhood Matters (Mattock & Crichton, 2008, p.14), most male teenagers will have spent over a year of their lives playing mainly violent video games by the time they are 18.  They also point to a recent murder case in Scotland where the defendant claimed that nonstop playing of the game, ‘Murder City’ influenced his actions.   Thus it could be concluded that there is sometimes a link between gaming and behaviour, at least with certain individuals.
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Possible answers contd.
MLA
...............................................................................................A report by Braxton University in the United States on the behaviour of gamers and non-gamers found that the former were in fact 12% less likely to in trouble with the police (McKenzie 200).  This would seem to suggest there is no definite link between crime and gaming.

.........According to research by the charity Childhood Matters (Mattock and Crichton 14), most male teenagers will have spent over a year of their lives playing mainly violent video games by the time they are 18.  They also point to a recent murder case in Scotland where the defendant claimed that nonstop playing of the game, ‘Murder City’ influenced his actions.   Thus it could be concluded that there is sometimes a link between gaming and behaviour, at least with certain individuals.
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...............................................................................................A report by Braxton University in the United States on the behaviour of gamers and non-gamers found that the former were in fact 12% less likely to in trouble with the police.1 This would seem to suggest there is no definite link between crime and gaming.

.........According to research by the charity Childhood Matters, most male teenagers will have spent over a year of their lives playing mainly violent video games by the time they are 18. They also point to a recent murder case in Scotland where the defendant claimed that nonstop playing of the game, ‘Murder City’ influenced his actions.2 Thus it could be concluded that there is sometimes a link between gaming and behaviour, at least with certain individuals.

_____________

1. Susan J. McKenzie, Modern Media and Mores (London: Blacksmith Press, 2009) p.200.
2. Keith Mattock and Joseph N. Crichton, Nemesis (Dublin: Centaur, 2008) p.14.
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NB Follow your department guide exactly, as reference format often varies from college to college even within each style.
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(Original text below.  Found on page 200, in book by Susan J McKenzie, Modern Media and Mores published by Blacksmith Press in London in 2009)





There has been extensive research on the effect of modern recreational technology, in particular, gaming, in terms of influencing the behaviour of teenagers.  In a recent study carried out by Braxton University in the United States, 234 gamers chosen randomly were monitored over a one year period and their behaviour compared to a similar number of non- gamers.  It was found that the gamers were 12% less likely to be involved with the police.
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(Original text below.  Found on page 14 in book by Keith Mattock and Joseph N. Crichton, Nemesis published by Centaur in Dublin in 2008)





Research done by the charity, Childhood Matters, on 18 year old males came up with some worrying statistics.  They found that on average, male teenagers spent approximately one year of their lives gaming, usually playing violent games rather than skills based ones. The charity also suggested that in the recent murder case in Adlington in Scotland, the defendant himself, Colin Summers, claimed that playing the game,  ‘Murder City’ nonstop for 36 hours contributed to his actions.   
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