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Abstract
Since it is a fact that the next generation is growing up very different from
the ones before in terms of being influenced by new types of media on one
hand and of using those new types of media on the other hand it is important
to check out the differences and gain more information and facts about cer 
tain issues like what kind of types of persons do use computer games, the age
of those people, the behaviour, etc. and the potentially far reaching con
sequences – not only for themselves but also for community and culture.
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1 Introduction
Since it is a fact that the next generation is growing up very different from
the ones before in terms of being influenced by new types of media on one
hand and of using those new types of media on the other hand it is important
to check out the differences and gain more information and facts about cer
tain issues like what kind of types of persons do use computer games, the
age of those people, the behaviour, etc. and the potentially far reaching con
sequences – not only for themselves but also for community and culture.
We picked out a very specific type of persons as well as a specific type of
topic – knowing that the answer will be specific at any rate: either restrictive
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but also suggestive of giving the possibility of concretized answers. Young
people at the age of eleven years till the age of eighteen seemed to be just
perfect for our study: on one hand they just finished elementary school
which means they are more autonomous – concerning making decisions as
well as having and spending pocket money than younger kids and teenagers
till the age of eighteen on the other hand. Those are more dependent on their
parents or their legal guardian than the ones after the age of eighteen – in
turn of the same reasons like making decisions, spending money, etc.
So the research question of our project was if a certain youth culture prefers
a certain game genre out of the digital games. To ascertain the influence of
youth culture on preferred digital game genres in Austria it was necessary to
gain the data through a research in the field of young people at the age
between eleven and eighteen years.

2 Data Collection
For this study the data of 882 questioned young persons were analysed in a
detailed statistical way. For the research it was important that the same num
ber of girls and the same number of boys were questioned as well as kids of
all ages between eleven and eighteen years. We chose the way of a quantit
ative analysis for questioning those people and asked them question from
seven different topics. The aim was to get an as wide range of an overview
as possible.
This survey showed that all of the Austrian young persons are playing com
puter games at least temporarily. Most of them integrate the use of computer
games in their world of life. This shows as one result the active use and me
dia literacy of the young people instead of an impact of computer games on
the behaviour of the young people. The concerning students should become
mediasavvy in the sense of being able to handle the use of media critically
is still important but it also shows that the young people are managing this
very well.
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One important question was if there is a connection between authoritarian
behaviour of the parents and the choice of special computer games. The goal
was to find out if young people with authoritarian parents are choosing more
aggressive games than others. The results show that there is no type of users
who only chooses aggressive games and the players can differ authoritarian
and democratic ways of education. The anticipation is that there is no con
nection between aggressive games and educational behaviour (see statistical
evaluation): upside you see the factor and on the left side it is numbered as
follows: 1 action games, 2 roleplay games, 3 shooter, 4 strategy games, 5
adventure games, 6
fun/partygames, 7 esports, 8 racing games, 9 simulations, 10 jump’n’runs,
11 edu/infotainment, 12 mini games, 13 skillfulness geames, 14 beat’em
ups, 15 online games, 16 retro games and 17 nothing of all those genres.
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The following analyses show the most interesting facts that were gained as
results from this study. Action games are the most favourite games of kids
at the age between eleven and eighteen. And it is nearly the only genre they
spend their own money for. Also young persons who do not have money
they can spend on computer games like action games best.
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On this index the connecting data have the same colour. 73,1% of those
young people, who like to play action games, also spend quite a lot of
money on computer games. Of those young people, who do not spend a lot
of money on computer games, 39,6% like to play action games. The result is
that those who like to play action games spend more money on computer
games than those who don’t like to play action games.
It is remarkable that no one of the young people, who did participate in this
poll, says not to like any genre of computer games. So all young people like
to play computer games.
By means of this survey collected results are:
•

Action games are played most frequently.

•

Young people spend money for action games rather than for any oth
er game.

•

Those who do not spend money for games but also play quite a lot,
are also playing action games most frequently.

•

Also those who do not play a lot, prefer to play action games.

•

“Do not play any game” has not been said by any of the asked young
persons.

•

Those who play few times and do not spend money for games prefer
to play funand partygames.

Because of the analysis of the data it can be assumed that the influence of
the parents on the behaviour of utilization of their kids is rather insignific
ant. The general decision which game will be bought is influenced by the
kids. Parents attach importance to as valuable commended games. As well
computer games as a first approach with computer technology and the use
of computers can be assumed.

3 Results
In nearly all of the examined cases the utilization of computer games is
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rather inconspicuous. Only in four out of 882 cases, which marks a number
of not even 0,5% (all male), a conspicuous use was identified. This means
no friends, the person plays a lot and prefers aggressive games. Assumed
factors of influence like the educational behaviour of the parents could not
be proved. And at this point it is very important to mention that this identi 
fied conspicuous is not the prove of being aggressively influenced by play
ing computer games and – in further series – it is not the prove of a connec
tion between playing aggressive and violent computer games and the acting
to that effect. The study “11/18“ shows in comparison with 14 nationwide
studies a practical and useful supplementation. In particular the assumed in
significant influence on the games/game genres by parents could be proved.
Because of the results it was shown that taking measures of educational pre
servations are not necessary. Enlightenment, clarification and orientation as
well would be important – not only for young persons but also for parents
and legal guardians. It might be wise to make action games a subject of dis
cussion.

4 Quantitative detailed account
The focus is the analysis of a connection between the different items of the
research like educational behaviour of the members of the family, procure
ment of games with aggressive content (action games, role plays, shooter,
strategy games, adventure games, fun games, party games, sports games,
jump’n’runs, simulations, beat’em’ups, etc.), numbers of friends, utilization
of internet and computer games, preferred game genres, youth scenes,
danger of habit formation, connections between types of schools and game
genres, connection online games and stay abroad, influence of parents, pre
ferred game genres of “little players”, “fun players”, connection preferred
game genres and characteristics of games and the connection game genres
and youth cultures.
One goal was to answer the question if there is a connection between au
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thoritarian characteristics of parents and the use of aggressive computer
games. The diagram shows that the questioned young people are able to dif
ferentiate between a rather authoritarian and a rather democratic stile of rais
ing children. So the next step was used for an analysing this topic concern
ing the factors of the different types of games (see next page). The dates
which were gained through this analysis show that no specific type of user
can be identified who is playing aggressive games. Therefore we can as 
sume that there is no connection between aggressive games and stile of rais
ing children.

One question, which was also very important in that study, was the provid
ing of games with aggressive content. The study shows that some young
people spend their own money for computer games. Furthermore the ques
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tion, which games young persons buy when they have to spend their own
money, arises with more importance. Or the converse perception seems to
be very interesting: What kind of games are played by those young people
who spend little money for computer games?
For the following calculations there was used a new variable with four char
acteristics:
1. The questioned people told to play computer games often and spend
money on computer games.
2. The questioned people told to play computer games often but do not
spend money on computer games.
3. The questioned people told to play computer games rarely and spend
money on computer games.
4. The questioned people told to play computer games rarely and do
not spend money on computer games.
The following statistical description shows the connections:
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The chart shows in an exemplarily way the data which are connected: 73,1%
of those, who like to play action games, also spend quite a lot of money for
computer games. But in relation to that only 39,6% of those, who do not
spend a lot of money for computer games like to play action games. The res
ult is that those, who like to play action games, rather spend money for com
puter games than those, who do not like to play action games very much.
In comparison to the action games the analysis of shooters, strategy games,
adventure games fun/partygames, racing games, simulations, jump’n’runs,
edu/infotainment games, mini games, skillfulness games, beat’em ups and
retro games shows a similar effect.
It attracts the attention that no questioned person tells not to like no genre at
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all. The conclusion is that all young people like to play computer games.
The represented results show that
•

action games are the most played game genre.

•

young people spend money rather for action games than for any oth
er genre.

•

those who do not spend money for computer games but play quite a
lot, prefer to play action games as well.

•

also those who do not play a lot but spend money for computer
games, prefer to play action games.

•

the button “Don’t play anything” was not used by any of the ques
tioned people.

•

those who do not play a lot and do not spend a lot of money prefer
soonest fun/party games.

The most popular genre is the one of the action games. It can be assumed
that most of the questioned people spend their money soonest for action
games. But it has to be pointed out that there was no explicit question about
spending money for which genre in the questionnaire. It would be possible
that the young people spend their own money for learning programs but still
prefer to play action games. But it is to assume that they spend money for
the genre they like best.
Only the persons who do not play a lot of computer games and do not spend
a lot of money on computer games do not prefer action games. There are
different interpretations possible:
•

Perhaps parents control the behaviour of gaming by buying or rather
not buying computer games.

•

If the young people play computer games they do not play at home
but play at a friends house.

•

Action games need a certain amount of previous knowledge which is
not existing by people who do not play a lot.
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•

Fun/Party games are cheaper or even for free.

•

A more specified demonstration would only be possible through a
next study.

5 Résumé
The study “11/18” considered quite a lot of margin concerning the number
of the analysed topics. Although this might be too multilayered on the first
point of view it allows a broad possibility of comparison and correlations.
With a spot check of 882 questioned young persons in Austria a representat
ive evaluationis possible. A representative evaluation is also guaranteed by
the quota sample: the same number of persons have been asked. For the
study “11/18” altogether 441 young persons of the age between eleven and
fourteen years as well as 441 young persons between fifteen and eighteen
have been asked. This allows a good comparability of those gaping age dif
ferences.
Because of the analysis of the for young persons important topics “friends”,
“education”, “look”, “computer games”, “pocket money”, “utilization of the
cell phone” as well as “attitude to work and job” it was possible to record all
relevant topics. Through this broad collection of topics a good insight into
the habits, line of thoughts and behaviour of the young persons could be
won. Since nearly all people between 11 and 18 do play computer games it
is not reasonable to divide between computer culture and other cultures, but
to take a look at the role digital games play in different youth cultures. In
this study this is determined by the preferred game genres in a first ap 
proach.
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