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‘univers du
jeu vidéo

> 600 Millions
d’heures de jeu
(68,000 ans)

Simulation

Life Simulation
TheSims
fow

en 2 mois'!

Vehicle Simulation,

Racing Game
NASCAR

Social Games
Farmvie.

J-RPG
japanese RPG:

Sports Game
7] Final Fantasy

Tower Defense
Plants vs. Zombies

RTS
Real-Time strategy:
Starcraft

Tactical RPG
Final Fantasy Tactics

Baldur's Gate

Strategy

4x
eXplore, eXpand, eXphit, MMORPG
eXterminate: Massively Multiplayer
Civilization Online RAGS:

World of Wercraft

TBS Multiplayer online
Tum-based Strategy: battle arena
Heroes of Might
and ogic League of Legends

Video Game Genres
Main Source: Wikipedia
gab for Media@HSBA
Sept. 2012

Puzzle Game
Portal
Tetris

Trivia Game
Trivial Pursuit

RLD)
(R
Programming

Game
RoboWar

Party Game
Rayman Raving Rabbids

Music Game
Dance Dance Revolution
Guitar Hero

SlZAR




EVERYONE PLAYS W FAVORITE GAMES

TOP FIVE GENRES FOR ALL PLAYERS:

AMERICANS PLAY VIDEO VIDEO GAME PLAYERS ARE DIVERSE:
GAMES AT LEAST ONE HOUR A WEEK. , Y0 -

1% selected "Other" or chose not to answer
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62% of adults (18+) play video games.
The average video game player is

@ 76% of kids under 18 play video games. and has been playing for 21 yea’s.

https://www.theesa.com/wp-content/uploads/2023/07/ESA_2023_Essential_Facts_FINAL_07092023.pdf
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Faire avec plutot que (utter contre

 Dédiaboliser les écrans: donner du sens, comprendre, accompagner
* Promouvoir une utilisation saine et modérée (intentionnalité)
* Difféerences de perception et représentation (parent / enfant)

MICHEL DESMURGET
PROTEGEONS

Michel
LOBOTOMIE o - NOS ENFANTS
A DES ECRANS!
§ BT,

avant 15ans

FEMINA ESSAI
ALERTE : JEUNESSE EN DANGER

Seuil




<3 ans

6 ans

9 ans

12 ans

Tisseron, 2008




Country/institution

Infants/toddlers

Early childhood

School-age - adolescence

Other recommendations

AAP (United States)
(AAP, 2016

Canada

Canadian Society for
Exercise Physiology
(CSEP, 2017())

Canadian Paediatric
Society (Canadian
Paediatric Society,
2017110)

Australian Government

Department of Health

(Australian Government

Department of Health,
2017111

New Zealand Ministry of
Health (Ministry of Health,

2017112)

German Federal Ministry

of Health (Rutten and
Pfeifer, 201613)

None, except video
chatting (under

18 months); Only high
quality programming
(18-24 months)

None

None (under
12 months); <1 hour
(12-24 months)

None

None

1 hour of high quality
programming, Co-view

<1 hour

<1 hour

<1 hour

30 minutes

Consistent limits on time
and type

<2 hours (CSEP only)

<2 hours (entertainment)

<2 hours (recreational)

1 hour (primary school) —
2 hours (adolescents)

Turn off screens when not in use;
ensure screen time doesn’t
displace other behaviours
essential for health

Limited sitting for extended
periods (CSEP); Adults model
healthy screen use (CPS)

Adapted from CSEP guidelines

Avoid as much as possible; avoid
screen time completely for
children under 2 including
background television

Gottschalk 2019 https://dx.doi.org/10.1787/8296464e-en



https://dx.doi.org/10.1787/8296464e-en
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