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Welcome to the Global Watch Weekly Report
If your as old as me you will probably remember the old Atari video games from the 1970s and
early 1980s, especially my favourite tennis. Remember how you could play it in two stages.
Either the basic stage or the advanced stage. By advanced all that would happen is that the line
you use to hit the ball would become shorter.

However the last ten years has all but forgotten these games from the prehistoric age and the
games being played today on the Xbox, PlayStation and Super Nintendo and such likes are a
totally different dimension of user experience.
More importantly the games over the years have taken on more occultic undertones, sex and
violence than previous decades. You have to wonder if this is coincidence or whether there is a
sophisticated attack on our youth generation. We normally speak out against the messages
conveyed by Hollywood and the music industry yet the video game industry is even more lethal.
This edition takes a look at the video game and toy industry to assess where it is today in terms
of the messages being conveyed to our youth generation.
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The crime rate is about to skyrocket in Liberty City.
Car-jackings, muggings, even thrill killings will
sweep the streets, and in the process turn a
generation of young people into glassy-eyed,
violence-for-pleasure-seeking zombies. At least,
that’s what critics of Grand Theft Auto IV would
have you believe.

murdering the store manager when he entered the
store shortly thereafter. In the USA, all retail games
carry ratings from the ESRB, a video game ratings
organization.
Some claim that kids who don't play video games at
all seem to show more violent tendencies. Of
course, as expected, those who played violent video
games for large amounts of time also showed
violent tendencies, however the study claims that
this is a "risk marker", not an actual cause. Multiple
studies have shown a correlation between violent
video games and levels of real life violence, caused
by playing some of the aforementioned video
games.

Popular culture has always had a bogeyman. In the
1950s, it was comic books. In the 1980s, the
graphic lyrics of gangsta rap and the satanic
imagery of heavy metal were separately blamed for
inciting violence. These days, it’s most often video
games being accused of leading the nation’s youth
astray. Whether it’s pundits blaming Doom for the
Columbine massacre, or Wal-Mart refusing to sell
Manhunt 2 with its gruesome execution scenes Although nudity is not prominent in western video
intact, games have become the new front in the games, there are various products containing
cross-cultural battle about the limits of expression.
sexually-suggestive material. One reason for the
relative lack of explicitly sexual material in western
Most of the controversy comes from the rising trend games may be the refusal of retailers including Waltoward violence in video games, as pioneered by Mart (the leading distributor of video games in the
Doom, Quake, and the Grand Theft Auto series.
United States) and Toys R Us (the world's largest
toy themed retailer) to sell games carrying an
Some people point out that violent video games "Adults-Only" rating. One notable target of
cause violent behavior in some children. The effects controversy is the Grand Theft Auto series after a
of violent video games on the developing psyche of third-party mod was released that allowed the
children and adolescents vary greatly and of course player to engage in a mini-game containing explicit
have much to do with the mental stability of the sexual material. Mods are, as "third-party" would
subject in question. Serious crimes have often been imply, fan-made and are not the responsibility of the
associated with video games. For example, a 14- game's developer. Other sources of this criticism
year-old brutally murdered a video arcade employee relate to the game Tomb Raider as it was one of the
one morning and his cousin stands trial for
first games where a female character (the
protagonist) is depicted and advertised as a sex
symbol.
.
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WHY IS THERE SO MUCH VIOLENCE?
The answer appears to be simple. Violence sells.
According to Ken Wirt, assistant vice-president of
NEC, "Violent games are the most popular because
the people who spend the most money on games
are boys ages 10-16." People enjoy the action in
violent games.
In fact, the American audience in general craves
violence. Between 1952 and 1964, television saw a
90% increase in violent programming. Advertisers
and producers created more violent shows because
it quickly became apparent that Americans would
sooner watch something violent than something
non-violent. Video game marketers use the same
strategy.
WHAT ARE THE EFFECTS?
With so many games that reward children for killing
their opponent, it is no wonder that people are
concerned. Many parents worry that such games
may not only cause tension and restlessness in
their children, but even violent and aggressive
behavior. Professor Eugene F. Provenzo states
"People do not realize that the computer is not
neutral, but in fact channels us and frames our view
of the world. There are no conscientious objectors
in the world of video games."

Scott Dagenfield, MA, CCDC3, of Columbus, Ohio,
also feels that video games do not encourage
aggression. A game player himself, Dagenfield sees
many adolescents who are avid video gamers. He
states that these individuals are no more violent
than any other adolescent that visits him. These
individuals are, however, often less engaged in
activities and the world.
The problem, Dagenfield believes, is when players
become too involved in the game and the video
fantasy becomes a replacement for the real world.
When video games become an exclusive source of
emotional gratification and personal self-esteem,
they become an addiction.
This is not healthy. In certain cases where an
immature person has become involved in this type
of "fantasy living", Dagenfield believes that the
"rewards for death" could be translated to real life.
But, for a normal individual who plays games in
moderation, this is not a problem. Dagenfield states
that playing Splatterhouse clearly is not going to
make anyone into a mass murderer.

A few people even believe that violence in video
games can be used in positive ways. It can spur
discussion, or allow children to understand war
better. David Surrey of St. Peter's College, New
Jersey, feels that video games are representative of
certain parts of the American psyche--xenophobia,
Most mental health experts, however, do not feel competition over cooperation, and so forth--to such
that video games encourage violence or criminal a degree that he is studying how video games can
behavior. Steven Silvern of Auburn University has help immigrants assimilate into American culture.
done two in-depth studies and has found no link
between video game play and aggression.
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Fantasy films featuring wizards, witches and
demons have made billions of dollars at the box
office. It would seem that many of the pagan
practices forbidden by the Bible have become
completely acceptable by today’s standards. Anton
Lavey, who passed away in the late 90’s, was the
founder of the satanic church. He stated before his
death that ,"fantasy was the easiest way to initiate
someone into the occult." The motion picture
industry has grasped that philosophy and taken it to
the next level. Video stores are over run with both
high and low budget films that promote interest in
the occult.

There are literally hundreds of films produced every
year now that deal exclusively with fantasy and
magic. I could write enough material about
Hollywoods new age agenda to fill several
bookcases. Yes, the occult has truly found a friend
in Hollywood. The movie industry has marketed
occult doctrines as entertainment and fantasy, but
nothing could be further from the truth. The poison
that is poured out through mainstream media has
truly become the gateway of indoctrination for many
young people. And do not think that digital media is
the only source Satan is using in the mind control
war, because

By the time I was completely immersed in the world
of the occult, Most bookstores and public libraries
already had small sections dedicated to the subject.
Today any visit to a local bookstore or library will
reveal a huge influx of material dedicated to the
subjects of witchcraft, sorcery and ceremonial
magic. The majority of this material seems to be
aimed at teenagers who are seeking answers to
some of life’s tougher questions.
I spent years recruiting people into the occult and
there are specific measures that are always
employed to draw the minds of young people into
occult practices. One of the biggest draws to the
modern pagan movement in our country is universal
acceptance. The occult will take you as you are
without prejudging you based on religious views,
sexual orientation or appearance.
This come one, come all mentality is very attractive
to teenagers who often feel like outsiders to begin
with. Then of course there is the promise of great
power and the revelation of universal secrets that
can transform ordinary lives into unlimited potential.
Young people often feel as if they have no control
over their own lives so they naturally gravitate
toward anything that promises to give them some
level of personal empowerment. The final element I
believe that gives the occult its shiny lore is the act
of rebellion against a social system that teenagers
perceive as oppressive and narrow minded. One of
Satan’s greatest deceptions is that a one god for all
system is small minded and ignorant.

I also want to alert you to the hidden dangers that
lurk in our public libraries and major booksellers
across America. One of the first books I ever read
on the occult was obtained from the public library. It
was on the subject of demonology and It was hand
delivered to me by a books on wheels program.
That’s right; taxpayers funded my journey into the
world of Satanism. I was 13 years old when I
requested that book and no one even blinked an
eye. The material it contained was as graphic and
lewd as any “R” rated movie and yet I was able to
obtain it with no questions asked.
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The combination of all these elements creates a
powerful recruiting tool that Satan uses again and
again to draw young people away from the will of
God for their lives. Modern culture has done so
much to project a negative image upon Christianity
that most young people never get beyond the doors
of a church to find out what it is truly all about. If you
couple all this with the media’s perspective of the
world and the way things are supposed to be you
begin to understand the struggles the average
teenager has in daily life.
They see a world that promotes a live by your own
standard mentality and of course this looks better
on the surface than being held accountable to a
higher spiritual being in the universe. The occult
offers an escape from the chains of social
responsibility. It also lures its participants away from
the mundane routines that often accompany
everyday life. Most young people never realize that
the escape comes with a very heavy price. Satan
seeks to isolate people from all positive influence
and structure in life. This is the main reason that
most occult organizations practice in secret as
opposed to open invitation as the Christian church
does.

You wont find many pagan temples if any in plain
open view. This also adds to the lure of occult
culture, as it indicates a certain mysterious nature
as to what truly goes on within the internal workings
of an actual cult. Once Satan isolates a young
person within the confines of an occult organization
it becomes much easier to manipulate the way the
person views himself or herself in relationship to the
rest of society. Satan creates a false sense of
elitism within the individual and this begins to grow
into an almost alter ego of who the person used to
be. This is one of the main reasons why members

of pagan groups change their name while practicing
ceremonial magic. They are creating an escape
mechanism from their own day to day life. The more
a person is drawn away from reality the easier it is
to convince them to stray farther away from God
and who he created them to be.

One of the first things that usually change when
someone becomes involved in the occult is their
appearance. This follows in line with the whole
setting yourself apart from the masses mentality.
After years of involvement in the occult I became a
mere shadow of my former self. Ego became my
god and I promoted myself as a spiritual teacher
with the light of universal truth. Nothing could have
been further from the truth. When a person freely
gives themselves over to the will of Satan he can
convince them of almost anything.
Modern occultism is a programming tool that
completely reshapes the way you think, act and
dress. Most parents would be shocked to find out
how many of the modern clothing lines in this
country use occult symbolism in their logos. It has
become so mainstream that it is virtually ignored.
There are commercial retail stores in almost every
mall in America that primarily market occult oriented
merchandise. Stores like Hot topix and Spencer
gifts have made billions of dollars by catering to the
modern pagan movement. And do not think the
merchandise in these store is only purchased by
young people who are already in the occult because
I see young people everyday in the city where I live
wearing all kinds of occult symbols on their clothing.
Many of these same teenagers attend local
churches in the area. This is another principle of the
new age movement called “hidden in plain sight.”
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Many of you may wonder what the real danger in
wearing clothing with occult symbols may be? The
truth may come as a shock to some of you but I feel
obligated to help you understand it fully. Many of the
clothing designers who work in the industry are
either directly or indirectly involved in the occult.
These symbols they use have power and they know
this. It is not a mistake when a satanic pentagram
ends up on a shirt. Just like I used to recruit people
into the occult, these designers are using the
influence of satanic forces to indoctrinate the next
generation of followers.
Many people would never think of wearing satanic
jewellery or occult symbols on their clothing, but
they see no harm in purchasing the mass produced
articles of clothing that carry the same symbolism
from nationally recognized designers and brand
names. Satan always finds a back door into your
house if you let him.

some time researching videogames your kids are
playing. Many games openly promote the occult
through the use of symbols and storyline. This can
be a direct gateway into occult activity. If you do just
a little research online you can head off many
trouble areas before they begin.
Most importantly, let your kids know you love them
and want the best for them in life. Pray daily for
Gods protection and provision in their lives. Never
isolate your children by making them feel that you
do not approve of them. Let them know that you
disagree with some of their decisions, but you still
love them regardless. Your children will appreciate
your investment in their lives regardless if they show
it or not. I truly felt that no one really cared about me
and the struggles I was enduring in everyday life.
Let your actions speak about how much you truly
care about your children. Also take time to talk with
your children about their interests. If you don’t
understand some activity they are involved in you
should take the time to research it yourself and
make sure that it is not occult related.

So what can parents do to protect their children?
First, be involved in your child’s life. Take time to
understand and read some of the same things they
read. Also it is important to pay attention to changes
in their personality as well as the way they dress.
Keep a close eye on the movies they watch to see if
there is subversive messages hidden within. Spend
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TEENAGERS AND THE OCCULT
In November 2009, Giant video games firm Capcom defended its Resident Evil series after claims by
religious leaders that the games encourage children to dabble with the occult. Three British clergymen
openly condemned Capcom’s Resident Evil: The Darkside Chronicles for glamorising violence and
promoting the occult. The game was accused of promoting evil. The three Bishops – Bishop Bryant of
Jarrow, Bishop of Burnley, Rt Rev John Goddard and Archdeacon Brian Smith, Sodor and Man have all
said the game is making violence and the occult in youth culture acceptable.
Leo Tan, spokesman for Capcom defended the game claiming this was a typical overreaction about the
role of video games in today’s society. He rejected the Bishop of Burnley, Rt Rev John Goddard’s view,
who told journalists: "If we dabble in this area we open ourselves to influences and put ourselves at risk. I
would regard any encouragement for children to be drawn into this behaviour with extreme horror."

This is scaremongering and typical religious hysteria,” said Tan. “You cannot blame society’s ills on video
games. It’s just absurd. Most games (and movies) like Resident Evil show characters fighting evil not
supporting it. Unfortunately the clergy is showing a lack of understanding of the video games industry and
is too quick to splash the holy water and lump video games players into stereotypical boxes.“
Tan added: “Video games are entertainment and like horror movies or other scary films they are covered
by a ratings system,” added Leo Tan. “Resident Evil for example is a 15 and not suitable for anyone under
that age. Parents have to be trusted to adhere to these age restrictions and use common sense. Video
games cannot be blamed for society’s ills but we understand the concerns, it’s just that they are unfounded
and using video games as a bit of a scapegoat.”
But are teenagers really interested in the occult? A group of researchers sought to find out by surveying
students in 115 middle and secondary schools. The survey yielded these revealing statistics: Over half of
those surveyed (54 percent) said that they are interested in the occult and the supernatural, while a
quarter (26 percent) said that they are "very interested."
Researchers for the University of Alaska at Anchorage write: "Newspaper and magazine stories about the
supposed explosion of satanic cult activity . . . have proliferated in recent years." Experts say that there is
little hard evidence to support claims of widespread Satanism among youths. Even so, there is no question
that many young ones are interested in aspects of Satanism and the occult, even if such interest is only
casual.
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'What's the harm in dabbling in the occult?' some youths might therefore ask. In answer, let's look at some
of the ways youths get involved in the occult in the first place.
THE LURE OF THE OCCULT
An article in U.S.News & World Report observes that "children and teenagers today have access and
exposure to a bewildering—often disturbing—array of imagery and information that would have been
unimaginable even 20 years ago." Curiosity drives many youths to read books and magazines, watch
videos, or surf Web sites on the Internet that feature occult material.
According to BBC News Online, popular TV programs that feature witchcraft and vampirism "encourage an
interest in witchcraft among children, it is claimed." Some heavy-metal music likewise features violent or
demonic themes. Columnist Tom Harpur wrote in the Toronto newspaper The Sunday Star: "I must issue
the strongest possible warning about what is happening [in music]. . . . I have never seen anything so
depraved. The songs are obsessed with madness, possession, demons, blood, curses, violence of every
kind, including rape, self-mutilation, murder, and suicide. Death and destruction, prophecies of doom, the
denial of all that is good and the embracing of all that is hideous and evil—these are the themes."
Does listening to such music really contribute to destructive behavior? It evidently did so in at least one
case—that of a 14-year-old youth in the United States who stabbed his mother to death and then killed
himself. The walls of his room were covered with posters of heavy-metal rock musicians. His father
pleaded afterward: "Tell parents to watch what music their children listen to." He said that the week before
his son killed his mother, he kept singing a rock song "about blood and killing your mother."
Then there are role-playing games, some of which allow participants to take on the role of sorcerers and
other occult figures. Many of these games feature demonistic violence.*
Nevertheless, the research organization Mediascope reports: "Studies show that the preference for heavy
metal music may be a significant indicator for alienation, substance abuse, psychiatric disorders, suicide
risks . . . or risk-taking behaviors during adolescence, but music is not the cause of these behaviors. It is
hypothesized that teenagers already struggling with those issues may be attracted to heavy metal music,
because the lyrics express their own troubled feelings."
Researchers may not all agree on the dangers of listening to satanic music. But could a diet of videos,
music, or games that highlight violence or self-destruction be anything but poisonous? For Christians,
however, dabbling in the occult presents an even greater danger.
GOD'S VIEW OF THE OCCULT
In 1 Corinthians 10:20, the apostle Paul warned Christians: "I do not want you to become sharers with the
demons." Just who are the demons, and why is it so dangerous to get involved with them? Simply put, the
demons are former angels, who have chosen to follow Satan the Devil. Satan means "Resister" and Devil
means "Slanderer." According to the Bible, this former angelic son of God made himself a resister and a
slanderer by choosing to rebel against God. In time, he enticed other angels to join him in his rebellious
course. These allies thus became demons.—Genesis 3:1-15; 6:1-4; Jude 6.
Jesus called Satan "the ruler of this world." (John 12:31) Satan and his demons have "great anger" over
their impending destruction. (Revelation 12:9-12) Not surprisingly, those who have become involved with
the demons have found them to be vicious. One woman in Suriname who grew up in a family that
practiced spiritism saw firsthand how the demons "enjoy torturing their unwilling victims."# Getting involved
with these cruel spirit creatures in any way is thus extremely dangerous!
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THE DARK SIDE OF THE TOY INDUSTRY
YANK OUT ALIEN ORGANS dripping in glowing ALIEN BLOOD." This invitation greets children 7 and
over from the box of a toy called "Dissect-an-Alien." It's part of the popular Mad Scientist line of toys made
by one of America's largest toy manufacturers.
Several years back USA Today announced a summer of gross toys coming to market: "Make way for the
gag toys of summer designed to make you, well, gag. Barfing, spewing toys of retched excess are coming
at you. Literally. Be sure to duck." The article continues: "'Kids love the shock of seeing their friends,
parents and teachers cringe,' says toy consultant Mark Chernick, Fantasy Productions, Seattle. Ertl's Blurp
Balls are among the hot in-your-face geegaws. The $7 two-piece squeeze toys--motto: 'They retch it, you
catch it'--feature a vampire heaving up a human heart, a shark ejecting a skull and a tomcat upchucking a
rat."
I guess some toys simply aren't what they used to be. Have you thought about some of the toys your
children are playing with lately? How are some of the new types of playthings affecting them?

Toy manufacturing and marketing has become a multi-billion dollar a year business. Manufacturers
constantly try to create and follow new trends. Electronics and vivid graphics have added a new dimension
to our children's toys. Do these technical advances really help our children develop? And have fun?
When most of us reminisce about our childhood, we cannot help but think about our play with siblings,
friends, pets and toys. I smile inside when I think about the days when I hiked to a nearby waterfall in the
woods with my dog. Or played catch with my brother Oleh. On wintry Sunday afternoons I remember
playing chess for hours with Dad. Whether we had many or few toys, we do remember the favorite teddy
bears, dolls, play cars or construction sets we once played with.
Through toys children experiment, explore, express and discover themselves. They give the toy life,
character, abilities and talents. With their imagination they project themselves into it. Through makebelieve children build a bridge with adulthood and look forward to growing up.
Play is important or a child's development. This is one way children learn about the world around them.
How children relate to and play with toys helps them acquire skills such as dexterity. Playing with other
children helps children with social development. They learn how to get along with, tolerate and share with
one another. By interacting with others they learn how to solve problems.
The very first toys could well have been natural objects such as sticks, fir cones, seed pods, bones and
smooth round stones. Dolls, balls, tops and pull toys have become the basic toys of many cultures. When
visiting a toy store in the former Soviet Union I was fascinated to see how universally boys and girls are
attracted to animal shapes, puppets, dolls, miniature cars, trucks and tractors.
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At ancient burial sites animal figures have been found that seem to have been intended for use only in
play. For example, wheeled pull or push toys carved in the shapes of animals date from Persia of the 12th
century BC. Clues to the nature of many old toys have been found on ancient vases and reliefs, which
often picture hobbyhorses, carts, hoops, balls, tops and musical instruments.
Almost all toys were handcrafted until late in the 18th century after which mass-produced toys began to
appear for the first time. The last decade has brought on entirely different kinds of toys. The craze with
electronic games reflects advances in science and technology. Now there are electronic toys that interact
with television programs through inaudible signals. The longevity of games and toys is decreasing with the
constantly changing styles and heroes. While there are plenty of good toys that bring out the best in our
children, there are a few alarming trends and changes that we as parents should beware of.
VIOLENCE, OCCULT, GROSSNESS
TOY MAKERS HAVE FOUND characters such as GI Joe (a perennial best-seller) or characters from the
current space-war/adventure movies to be the hottest-selling items. Guns shooting lasers and fake bullets
are exceptionally popular and sales of these toy weapons has skyrocketed in recent years.
Disturbing toys like "The Blaster" offer a casual way to blow up the world. It has push buttons and a
handgrip with vast firepower. It is a toy that is advertised to help you relieve tension: "Leave in your wake a
flood of totally imaginary destruction and feel good about yourself once again." The Blaster simulates
machine gun fire, laser beams and nuclear explosions. Is this the way to release tensions? What kind of a
message does this send to its user? Are we doing anything more than teaching barbarism with toys like
this?
Studies have shown that the impact of playing with toy guns and war toys increases minor antisocial
behavior like hitting, kicking, hair-pulling and teasing. War toys can desensitize children toward violence,
cause exaggerated fear of others and increase tendencies toward angry and violent behavior. Children
may become more hyper, fight more and become harder to get along with when they play with war toys.
By buying them war toys, we tell them that it's all right to fight and solve problems violently. If we give
impressionable children toys that imply that war or hostility are acceptable, then we send them the
message that it's all right to act out feelings using weapons. War toys do not teach cooperation or love.
The prophet Isaiah speaks about a future time when man will no longer learn war and violence: "They shall
beat their swords into plowshares, and their spears into pruning hooks; nation shall not lift up sword
against nation, neither shall they learn war anymore" (Isaiah 2:4, New King James Version used
throughout).
THE HUGE INCREASE of electronic games also assaults our children with violence. The National
Coalition on Television Violence studied 95 Nintendo video games and found that 83% feature violent
themes; 58% are war games. Children ages 8 through 10 are 80% more likely to fight among themselves
after playing with interactive laser weapons.
In addition video games can be stress-producing, inherently frustrating and promote obsessive, even
addictive, behavior. They also tend to shut people out and do not promote socializing. Children have been
found screaming at a video game because it won't do what they want it to. They may throw the controls in
rage or yell at people who come into the room and break their concentration. Even when playing with a
friend gamers may yell at each other for doing something dumb.
A mother commented that the family video game turned her two children, ages 10 and 8, into "animals."
The 10 year old "can't stop playing once he starts." The 8 year old gets frustrated, hostile, angry and
violent when he plays. They fight and argue with friends over Nintendo.
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Along with violent toys, watch out for toys that experiment with the occult. And there are plenty of them
available. I strolled down the aisle of the largest toy store chain close to home. Piled high in one section
were Ouija boards and other games dabbling with the occult. One particularly distressing game was
"Nightmare on Elm Street--The Freddie Game," based on a movie about a man who murders teenagers. In
this game he is depicted wearing a glove with razor blades for slashing his victims. How can anyone wish
for their children to amuse themselves with anything like this? Is there anything redeeming here? Such
games only encourage children to come close to the mysterious world of fear, ugliness and death.
Repulsive toys have become popular. One particular one called the "Brain Blaster" has a head come apart
with the brain falling out in pieces. One called "Drool" is a hand puppet that lives up to its name. Another is
called "Airsickness" which depicts an airline passenger strapped in a seat with a sick look on his face.
Toys in the Mad Scientist series include one called the "Monster Lab Set." It
bids you to "make disgusting, gross monstersW then sizzle the flesh off their
bones." On the box a group of young boys dips a creature in a frothing vat of
pretend acid. How about the "Glowing Glop Kit?" The advertising tells
youngsters, "Squeeze 'em! Alien Blood oozes from their eyes."
The gross toy boom prompted a popular brand of children's candy that looks
like spiders and rats. Some adults are concerned with trends toward grossness
in lines of toys such as the Garbage Pail kids because the ugliness desensitizes
children gradually till they are no longer offended by violence, sadism and the
grotesque.
Speaking in the context of children, Christ warned those who would take advantage of the impressionable
and defenseless: "But whoever causes one of these little ones who believe in Me to sin, it would be better
for him if a millstone were hung around his neck, and he were drowned in the depth of the sea" (Matthew
18:6).
The president of Child World which owns Children's Palace, the second largest toy store chain, stated that
"such toys are selling quite well. They seem to be part of what we see as a larger trend aimed at little boys
for gross kinds of stuff."
The Toy Manufacturers Association sees no harm in such toys. "When it comes to grossness, we firmly
believe that the decision to buy the toys should be made by the parents."
AS PARENTS we should closely monitor and evaluate what kinds of toys our
children play with. We should make it clear to our children that we as parents will
help choose the toys they play with. How is it that children are so knowledgeable
and lust for certain kinds of toys? Children's television programming is often no
more than one big advertisement for toys. Your children are a very lucrative
market.
In one year the average 4 to 8 year old will see 1,000 30-second and 180 30minute cartoon commercials selling war toys--the equivalent of 18 days of
classroom instruction in exciting pro-war entertainment. Advertising like this is
effective: war toy sales increased 700% in a period of five years from 1982 to 1987. Don't let yourself be
forced into feeling guilty if you don't get your children the particular toys they are influenced to want.
Don't allow children to go crazy for every toy with a certain hero's picture on it. Monitor what your children
watch and take control of what toys you buy. Your children shouldn't be victimized by toy manufacturers
with sick minds. Toy companies often speak about the developmental qualities of toys, yet they are first to
deny charges that certain toys help breed any misbehavior.
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THE DARK SIDE OF THE TOY INDUSTRY
WHAT'S GOOD
In the midst of the commercialism and chaos, you can make many good choices by considering the impact
of toys before buying them. They need not be expensive. For example, a toy as simple as a yo-yo will
teach children lessons about objects in motion that they will remember into their high school years when
they take physics classes. They are already learning principles of inertia, friction and gravity.
Question the value of toys your children ask for. How will they benefit from a particular toy? Will their
imagination be directed toward wholesomeness? What will they learn? Will it help them solve problems?
Will it help them use their minds? Does the toy help them interact with others? Will it help them refine their
skills or explore and discover things about themselves and the world around them? There are many
creative, peaceful toys that will stretch your children's imaginations while giving them hours of fun.
Construction sets such as the classic tinker toys, Legos, Lincoln logs or erector sets are always excellent
choices. They help a child imagine a structure in the minds' eye, then build it. Chemistry or electronic kits
are also good picks that allow you to guide children in learning about physical things around them.
Plan for some of the toys to be used by the whole family, allowing parents and children to come together
and talk. The problem with many electronic games is that the children get off in their own little world and
tune out others. Parents are then repulsed by the games' sounds and may not have the faintest idea of
how to play it. If children play too much with electronic games, they can tend to get bored and not care
whether they develop relationships with others.
Sports toys such as balls and skates are wholesome. Many parlor games are good for discussion. Games
like Pictionary teach children to follow rules, take turns, learn new words and communicate with symbols.
The toy industry also has made toys so complicated that they drop dead when the batteries run down.
Batteries can be racket in themselves. Simple toys like a ball should be a child's first toy. As an alternative
to the glitzy commercialized toy supermarkets, try the toy departments of science museums and out-ofthe-way places near college campuses. Hobby stores are a good source of toys, too. Here there are toys
that force parents to spend time with their children. There is a whole different world of toys in those stores
which develop imagination and creativity.

THE PLAY'S THE THING
What Children really want to do is to play. Toys are just the vehicle for play. In our busy society we often
abdicate our responsibilities as parents by using toys as a crutch to entertain our children as we go off and
do something else. What children really want most is for their parents and friends to interact with them
through play that can be fun, educational and can build bonds in your family. Make your children's
precious young years a pleasant experience they will always treasure. In the future world there will be the
right kind of play with the right kind of toys: "The streets of the city shall be full of boys and girls playing in
its streets" (Zechariah 8:5).
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