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Tanner is an intense 9-year-old boy who loves computers, games and gadgets of all types. Generally speaking, he just loves to play. Tanner is familiar with G4K game titles and is a likely frequent visitor to the G4K site - he’s constantly seeking out new ways to entertain himself. Tanner has significant influence over his parent’s spending towards family fun.

Meet Tanner Thompson

Tanner is a 9-year-old 4th grade student at Montgomery Elementary School, which is a public school. He lives with his mother & father (Laura & Shane Thompson) in a suburb of Chicago, Illinois. Tanner has been using computers[1] at school since kindergarten[2] and has had access to a family computer[3] at home for two years. He has been using the Internet[4] in his school’s[5] computer lab for some time, but only recently got Internet access[6] at his house (6 months ago through his family’s AOL account.)[7] Even though Tanner loves to be physically active (riding his skateboard and bike, playing in the yard and nearby creek, participating in organized sports, etc.), Tanner thinks computers are really really fun and actually prefers the PC[8] to the TV.[9] He uses the PC mostly to play games[10] and surf the Web for “stuff” but occasionally does research[11] for school projects. His favorite computer game of the moment is The Sims 2[12] — his uncle gave it to him for his birthday (his mom and dad usually just buy him educational games). He also really likes Moneybags[13], which he just got for his birthday, and Roller Coaster Tycoon 3.[14] Since his dad[15] likes computer sports[16] games[17] like NBA Live 2005,[18] Tanner sometimes plays those with him. But[19] it is really his mother[20] that spends the most time online with him. Tanner has a GameBoy Color[21] and saves up his allowance to buy new games for it, but his parents say he can only play GameBoy for half an hour each day (they tell him “it will rot his brain”).

Tanner is fairly involved with his school soccer team. He plays forward, not because he’s fast, but because he never runs out of energy (he has a lot of energy to expend, all of the time). In addition to soccer and other organized school activities, he likes to build things with Legos (he wants to collect all the Star Wars Lego sets), play board games, ride his skateboard with friends, and just run around the neighborhood. He watches episodes of his favorite cartoon series as much as he can, and avidly follows the Chicago Fire[22] (the big pro soccer team) with his dad. Although his parents limit his TV time, they make a point to watch Malcolm in the Middle[23] together every week.

Tanner’s Goals & Desires[24] 

· Be accepted and sought out as a friend by neighborhood kids and schoolmates

· Impress his friends with knowledge and skills[25] related to the video and PC games they play (e.g., find out new hints for Dragon Ball Z[26] before his friends do)

· Stay entertained (i.e., not be bored)

· Please his parents and teachers, but get schoolwork[27] done fast so he can play

· Watch his favorite movies and TV shows, extending his interest in these things online (searching for info, chatting with others)

· Find really fun but free online games,[28] so he can have fresh experiences without having to ask for money[29] to buy stuff

· Have cool stuff[30] & do cool[31] things

· Find out the best prices[32] on Nintendo 64s to show to his mom (so maybe she’ll get him one for his next birthday[33])

· Make his parents get broadband (their dialup connect is “soooo sloooooow”)

· His dream is to convince his parents to go to Disney World and Universal Studies during spring vacation.[34] 
What does Tanner want from G4kids.com? 

Tanner knows all about G4K because he already loves our games. He loved the G4K Peter Plane and Hallie Helicopter interactive book series ‘when he was a kid’ and now G4K Moneybags and G4K Skatepunkz are two of his favorite games. He expects G4kids.com to be very cool!

He will likely seek out our site for game hints, new product information and especially direct entertainment.

Tanner has a short attention span and little patience. He will leave the site if we do not quickly engage him and provide enduring fun experiences.
Tanner’s Computer & Internet Usage

Tanner at School

Before Tanner had a computer at home,[35] he would sign up for free time on the computer in his classroom[36] as often as he could.[37] The kids in his class get 10-minute turns and they have to use one of the teacher’s choices of educational games,[38] which seem quite limited to him[39] (the computer is a Power Mac G4, and the teacher[40] keeps KidPix, HyperStudio, and a bunch of Jumpstart and Blaster math and reading stuff on it). Now that he has a computer at home, he has better games there and so doesn’t fight for the classroom computer as much. 
On Thursdays at school he spends an hour in the school computer lab.[41] He always has to start out practicing his typing (they use Read, Write, and Type)[42] and then most of the rest of the time is taken up with a class assignment using the Internet, HyperStudio, Word, or Excel.[43] Tanner really likes it[44] when his teacher does an Internet assignment[45] and he can go online to find out something. Even though the teacher says the Internet is an unlimited resource,[46] they’re only allowed to go to certain sites, like PBS or Britannica, and sometimes he can’t even get to those because the filter the school uses screws up.
Tanner and his friends don’t[47] use Instant Messaging[48] as much as some of the girls[49] in his class do. He doesn’t email[50] very often either, but mostly because he doesn’t have his own email account[51] (the whole family shares one email address) but occasionally (at his mother’s urging) he’ll reply to notes from family[52] members.

Tanner at Play

Tanner likes using the computer at his home, because he gets to play around[53] and do what he wants.[54] He uses the computer at home to go online about 3 times a week,[55] mostly on Saturdays or Sundays and occasionally on a weekday when he doesn’t have soccer practice. His mom says he has to do his homework[56] before he gets on the computer for fun on a weekday, but if he has to do some research for a report[57] or look up words he might use Encarta, or go online with his parents’ AOL account to search the Web. 
Not surprisingly, most of Tanner’s time on the computer is spent playing PC games,[58] both online[59] and off; once he gets into a Half-Life or Sims 2 game he can stay involved with it for hours. His mom will usually have to say “that’s enough” and make him go outside. Several times a week, he goes online to play instead of starting a more traditional PC game. 
When Tanner goes online for fun he likes to surf around[60] for just about anything that comes to mind;[61] and he’ll stay online for at least an hour[62] or so. Because of the ISP they use, he usually starts at AOL Kids and uses familiar links[63] there, or sometimes goes to Yahooligans and uses their categories to get back to favorite sites. He sometimes checks out the scores[64] and stats for the Chicago Fire and the Cubs, and he goes to links for Dragon Ball Z stuff, GameBoy games, and Half-Life 2 (to look up cheat codes that his friends have told him about). He often tries out new games[65] on Yahooligans, Nick, Disney, or Lego and has downloaded music[66] only a few times. Generally, his online[67] activity is more like a flowing stream of consciousness[68] rather than a planned event; if it catches his attention, he’s off to it until something else does. His bedroom reflects this[69] disposition, the walls “littered” with posters, print outs, and other artifacts representing his varied interests. 

Tanner and the Family Computer

The family’s 56k modem is sometimes too slow and makes surfing frustrating. Not to mention that sometimes he gets disconnected from AOL[70] (often in the middle of a game or something cool). Slow connections and getting kicked off really make him mad. He doesn’t have much patience[71] for slow sites, so if a Web page is loading slowly he often clicks the “back” button or opens another browser window and finds a different link to follow.[72] In addition to broadband, Tanner really wants his parents to get a new PC for the house (secretly, so that he can get the old one for his room).[73] His parents are considering it mostly because they are tired of Tanner messing things up.[74] 
Tanner knows his mom is worried[75] about what he might see on the Internet.[76] That is one reason[77] why their PC is placed in the family room.[78] He hasn’t really been interested in going into chat rooms, but his mom said she wouldn’t let him anyway, and he has to ask one of his parents before he can go online. He’s a little worried that his parents might turn on the parental controls[79] or get some other filtering software like “the dumb one at school” but they haven’t gotten around to doing it yet. He knows he’s not supposed to look at anything “gross” and his mom checks in periodically[80] when he’s online to make sure he’s not into anything bad. His mom likes to sit with him[81] when he goes online for school stuff[82] — she gives him ideas[83] on where to look for certain things,[84] and helps him type in search questions. Sometimes she even plays games and online activities with him. He helps his mom out sometimes[87] too; for example, he showed her the Ask Jeeves site that they use at school. She really liked it.
Tanner wishes he could play games more often than he actually gets to. However, his mom limits his time playing PC or online games as well as with the GameBoy, particularly if it is something that she thinks is not very educational or social. He has a few friends who have a Nintendo game console that they play with together and he wants one really badly. He talks about it all the time and points out prices and cool games(even educational ones) to his parents. 

Data source 

[1]Computer use begins at an early age. About three-quarters of 5-year-olds use computers, and over 90 percent of teens (ages 13–17) do so. About 25 percent of 5-year-olds use the Internet, and this number rises to over 50 percent by age 9 and to at least 75 percent by ages 15–17. (28)

[2]The youngest students were more likely than older students to report that they used computers at school. In 1996, 72 percent of 4th-graders reported using a computer at school at least once a week, compared to 47 percent of 8th-graders and 50 percent of 11th-graders. However, 8th- and 11th- graders were more likely than 4th-graders to report using computers every day. (12)

[3]One strong incentive for parents to have Internet access is for their children. The vast majority of parents believe that their children need to know about computers and the Internet in order to succeed. (20)

[4]45% of America’s children – or more than 30 million of those under age 18 – have internet access. Fully 73% of those between the ages of 12 and 17 have internet access and 29% of those under 12 have been online. 82% of those living in households with more that $75,000 in income now have internet access, compared to 38% of those in households earning less then $30,000. (27)

[5]95% of all U.S. Public Schools had computers with Internet access in 1999. Within those schools, 63% of instructional rooms had computers with Internet access. (39)

[6]Parents are more likely to have broadband and wireless Internet access and are more willing to embrace these access capabilities in the future, thereby creating a lucrative market for online service providers. (26)

[7]AOL captures about 42% of access market, Other ISP has 37% - not included in other is: MSN, Earthlink, CompuServe, AT&T, and Prodigy. (41)

[8]Given a choice of six media, one-third (33%) of children aged 8 to 17 told KN/SRI that the web would be the medium they would want to have if they couldn’t have any others. Television was picked by 26% of kids; telephone by 21%; and radio by 15%. (16)

[9]When they are first beginning to use media, boys and girls spend the same amount of time watching TV, reading, listening to music and using computers. They develop the same basic media-use skills, and do so at roughly the same age. By the time they are in the four- to six-year-old range, however, there is a difference between boys and girls when it comes to video games, with boys being more likely to play and to play for longer periods of time. (25)

[10]52% of boys 9-17 years of age play games. (11) Other research has claimed that 90% of U.S. households with children rented or owned a video or computer game and that U.S. children spend an average of 20 minutes a day playing video games. (33)

[11]All of the kids in the G4k Home Site Visits used the Internet for school project research. (29) Also, 29% of 9–17 year olds use the Internet to do their homework. (11) 8.3% of 1st – 8th grade kids use a home computer for school assignments. (39)

[12]The Sims 2 is #5 on Game Developer Magazine’s list of the top 20 PC First Person Action Game Titles for the week of 2/11/05. (43)

[13]Internal G4K research: focus groups and sales data shows that boys age 9-11 chose to play Moneybags over other G4K titles. (18)

[14]Roller Coaster Tycoon 3 is #2 on Game Daily Kids’ list of the top 20 Children’s Entertainment Software Titles for the week of 1/05/05. (42)

[15]Of all adults with access to a computer at home, men continued to exhibit marginally higher rates of use than women (72 percent versus 70 percent). Considering computer use at any location, there is no longer a gender gap. (10)

[16]Three out of four Internet users have sought information about a hobby or interest online. The number of hobby seekers increased by 40% between March 2000 and January 2002 — from 65 million to 91 million. (21)

[17]Those who have played games online have increased by 45% — from 29 million in March 2000, to 42 million in June-July 2002. (21)

[18]NBA Live 2005 is #1 on Game Developer Magazine’s list of the top 20 PC Sports Game Software Titles for the week of 4/12/05. (43)

[19]Mothers differ from other groups in the way they use the internet; praising the medium because it allows them to do research or write e-mail in 5 to 10 minute chunks. (6) Time savings is one prominent reason behind increased use of the internet by parents, especially for shopping. Further, 59% of mothers regularly multitask to save time, versus only 43% of men. Still, mothers are more likely than fathers to say they “surf for the fun of it”. (7)

[20]With 46% buying online, mothers are becoming an increasingly important segment of online purchasers to target. This is in comparison to 41% of all online women purchasers. Online mothers are also very loyal consumers; once they find a brand that they like, 70% find it difficult to change. (26)

[21]37 percent of Americans who own consoles or computers report that they also play games on mobile devices like handheld systems, PDAs, and cell phones. (44)

[22]Boys are more likely than girls to go online to play games (52% vs. 43%) and to get sports information or scores (40% vs. 15%). (11)

[23]Ten of the 15 households mentioned watching regularly scheduled television shows together. Among those mentioned were “Malcolm”, “Seventh Heaven”, “The OC”, and “Americas Funniest Home Videos”. (29)

[24]All goals were derived as underlying themes from the G4K site visits (29)

[25]At age 9 or 10, children begin to think in abstract terms and become more focused on interactions with others. By ages 5 to 6 years, children have already formed their identities, can play cooperatively, and have develop fine motor skills. By age 9, a child’s world has expanded beyond the immediate surrounding. (3)

[26]Overall, boys are more interested in technology, seeing out game-playing resources, building web pages, downloading software, and even downloading music files. Teen boys largely use the internet for game playing and game-playing advice. (18)

[27]The number of children age 12 and under going online for entertainment and games more than tripled between 1998 and 1999, reaching 9.2 million and surpassing homework as the most popular activity in this age bracket. Growth has been exceptionally fast among boys age 12 and under. (1)

[28]The popularity of online games has risen since 1999 when only 18 percent participated. The 2003 poll revealed that more than 1/3 (37%) of frequent game players go online to play – up from 31% in 2002. (9)

[29]31% of parents would allow their child to purchase online if they could control the amount spent. Though only 11% of parents were award of services that allow parents to allocate money for kids to spend online. (2)

[30]Kids seem to be highly aware of age and age-appropriateness of the products and media content around them. Boys in particular were very vocal about not wanting to do something or use something that was clearly intended for a younger audience. (29)

[31]More than half (54%) of teens say that the Internet helps them find out what’s cool in fashion and music that they like. Younger girls, 12 to 14, are the most likely (64%) to say that the Internet helps them to find fashion and music. Fifty-nine percent of frequent users (those who go online every day) are also more likely to have used the Net to find out what’s cool. (17)

[32]More than eight out of ten Internet users have researched a product or service online. (21)

[33]8% of online parents who’s children go online indicated that they had made purchases as a direct result of information retrieved by their kids. (7) 15% of children have retrieved information online leading to a purchase by the parent. (2)

[34]34% of online parents said their use of the Internet improves the way they plan weekend outings and family trips. 27% said it improves the way they shop for birthday and holiday gifts. 26% said it improves the way they spend time with their children. 19% said it improves the way they care for their children’s health. (20)

[35]More school-age children use computers at school than have access to them at home (8). 66% of teenagers that are online have access from home while 60% have access from school. 30% have access from both home and school and only 11% have access from some other location. (2)

[36]Much like a school-issued textbook or a traditional library, students think of the Internet as the place to find primary and secondary source material for their reports, presentations, and projects. This is perhaps the most commonly used metaphor of the Internet for school—held by both students and many of their teachers alike. (24)

[37]Students think of the Internet as one way to receive instruction about material that interests them or about which they are confused. Others view the Internet as a way to complete their schoolwork as quickly and painlessly as possible, with minimal effort and minimal engagement. For some, this includes viewing the Internet as a mechanism to plagiarize material or otherwise cheat. (24)

[38]66% of public school teachers reported using computers or the Internet for instruction during class time. (19)

[39]Two-thirds of teachers agree that the internet is not well integrated into their classrooms and only 26% of them feel pressure to use it in learning activities. 44% percent of teachers cite lack of knowledge about how to use the internet as the reason for not logging on. 78% of teachers cited lack of time as the number one reason for not logging on to the internet. (14)

[40]More than eight out of 10 teachers (84 percent) believe that computers and access to the internet improve the quality of education. (14)

[41]In 1996, 79 percent of 4th-graders, 91 percent of 8thgraders, and 96 percent of 11th-graders reported using a computer at home or at school to write stories or papers, a substantial increase from 1984. The percentage of students who used a computer to learn things also increased between 1984 and 1996 for all three grades. (12)

[42]Elementary school teachers were more likely than secondary school teachers to assign students practice drills using computers (39 versus 12 percent) and to have their students use computers or the Internet to solve problems (31 versus 20 percent). Secondary school teachers, however, were more likely to assign research using the Internet (41 versus 25 percent). (19)

[43]41% of teachers reported assigning students work that involved computer applications such as word processing and spreadsheets to a moderate or large extent; 31 percent of teachers reported assigning practice drills and 30 percent reported assigning research using the Internet to a moderate or large extent. (19)

[44]Young people believe that online use benefits them in a number of ways. Forty-four percent say it has increased their interest in current events, while 36% think it has improved their writing or language skills. Altogether, 33% think that it has improved their performance as a student overall. Online use benefits kids’ relationships, as well, with 39% saying it has improved the quality of their friendships. Virtually no online young people say online has negatively impacted these areas of their lives. (11)

[45]Online or PC based homework or school assignments are more common as the age of the child increases. Browsing or informal learning activities are now performed by over 5 million children age 12 and under, three times as many as were doing this in 1998. Growth has been somewhat faster among boys and children age 9 to 12. (1)

[46]75% percent of teachers said the internet is an important tool for finding new resources to meet new standards. (14)

[47]Just over 3 million children age 12 and under go online for email or chat. Email and online chat is the second most popular activity among online teenagers, surpassing entertainment and games. However, very few children age 8 and under go online for communications purposes and this number hasn’t grown appreciably in the past year. This activity segment has an even split between boys and girls, with growth being faster among teenage girls over the past year. (1)

[48]Communication Tops List of Favorite Online Activities: Three out of the five activities most engaged in by young people involve communicating with friends and family — writing letters or notes to friends (59%), using instant messages (52%), and writing letters or notes to relatives (36%). Other popular activities include playing games (48%) and getting information about rock stars or music groups (35%). (11)

[49]Girls are more likely to go online to socialize than boys (68% vs. 50% in 9 -17 year olds). (11)

[50]Only 32% of 9-11 year olds email friends. (11)

[51]Almost half of all online parents share access with a spouse/partner. (7)

[52]36% of 9-17 year olds say they go online to write letters or notes to relatives “very” or “pretty often.” (11) Pre-teen participants in the G4k Home Site study mentioned that they don’t often inniate IM conversations and email threads, but they will reply. (29)

[53]Young people display a strong interest in a range of new online activities, including sending and receiving pictures from family and friends online (78%), downloading music or songs online (76%), having a live video conference with a friend online (70%), and watching short cartoons or video clips online (63%). (11)

[54]Younger children are more likely than older children to go online to play games (58% of 9 to 11 year olds vs. 40% of 15 to 17 year olds) and to get information about TV shows (23% vs. 13%). (11)

[55]Online Use Grows as Young People Get Older: The amount of time per week young people report spending online increases as they mature: 2.8 days per week for 9 to 11 year-olds to 4.5 days per week for 15 to17 year olds. Eight in ten young Internet users (79%) say they go online, on average, at least an hour daily. (11)

[56]Half or more of online young people say their parents have rules about going online only after homework is completed (67%), limiting the amount of time spent online (51%), or checking with an adult before going online (50%). Younger children are most likely to say their parents set rules (76% of 9 to 11 year olds), though half (52%) of online teens between the ages of 15 and 17 also say their parents set rules for them about going online. (11)

[57]55% of 9-17 year olds say they prefer to use the Internet as a resource for homework. (11)

[58]Boys and girls use computers almost equally, but for different activities. While 42 percent of girls use the household computer for word processing, only 36 percent of boys did. In addition, 79 percent of girls played games on the home computer compared with 87 percent of boys. (10)

[59]Younger children are most likely to go online to play games (58% of 9 to 11 year olds vs. 40% of 15 to 17 year olds) and to get information about TV shows (23% vs. 13%). (11)

[60]Young People Prefer Online to Television and Telephone: The centrality of Internet use can be seen in the degree to which it has supplanted other favorite activities. Sixty-three percent of those surveyed prefer going online to watching television, and 55% choose online over talking on the telephone. (11)

[61]The number of online Americans who say they sometimes go online for no particular reason, just to browse for fun or to pass the time, has increased by 44% since March 2000. These recreational users of the Web grew from 54 million in March 2000, to 78 million in January 2002. (21)

[62]69% of online youth access Web sites related to favorite hobbies. This compares to the 78% of adults who search for hobby information. Boys are more likely to go to hobby Web sites than girls, with 76% of boys having ever done this, compared to 62% of girls. (17) 639-11 year olds spend an average of 1.15 hours online per session. (11)

[63]9-11 year olds spend an average of 1.15 hours online per session. (11)

[64]Kids in our site visit study around this age were less likely to add sites to favorites – they tend to just recreate the actions that got them to a specific page in the first place. For example, if they found what they wanted from their home page they’d simply try to remember the path and repeat it the next time. (29)

[65]40% of 9-17 year old boys say they go online “pretty often” to get sports information or scores. (11)

[66]The popularity of online games has risen since 1999 when only 18 percent participated. The 2003 poll revealed that more than 1/3 (37%) of frequent game players go online to play – up from 31% in 2002. (9)

[67]More than half the children (53%) in that age bracket (12 – 17) have downloaded music. It was particularly popular with online boys, some 60% of whom said they downloaded music, compared to 47% of girls. Some 73% of older boys (ages 15-17) had downloaded music. There was some evidence that the prevalence of downloading increased with age. For instance, 44% of the kids between ages 12-14 had downloaded music and fully 61% of those 15-17 had done so. (23)

[68]Forty-one percent of tweens say they do other things while surfing the net. Some split their attention between surfing and talking on the phone, eating or listening to music. Still others say they watch TV while working at their computer. (4)

[69]Both boys and girls spent significant effort making their bedroom (and sometimes playroom) personal and unique. There was clearly a need to identify themselves and make a statement. (29)

[70]Most of the families in our site visits reported being very frustrated because they were often disconnected or dropped in the middle of a session. (29)

[71]We witnessed lots of kids being impatient with slow-loading pages and many times assumed that the page was down or broken if nothing happened quickly. (29)

[72]Across our site visits, kids all of ages just don’t show a lot of patience – or at least, they are highly excitable and easily distracted. Regarding internet behavior specifically, they won’t wait for pages to load. Instead, they either click on a different link, type a new URL, or open a completely new browser instance and get distracted with something else. (29)

[73]As a result, only 25 of the 103 (24%) computers in the sample were located in a private space - a parent’s or child’s bedroom. This placement is surprising, in part, because so many of the families in the sample got their computers for their children. Families were more likely to place the computer in public spaces like the dining room, kitchen, family room, spare room, or basement (50% of computers) or in a semiprivate space, like a study, which had an adult owner, but could be used by all household members (26% of computers).This made it difficult to use the computer for tasks like email, finances or word processing that require a degree of peace and quietness. (15)

[74]Parents often complained that their kids “messed up” the computer regularly, by freely tinkering with settings, downloading unknown items and installing all kinds of applications. (29)

[75]80% of parents think that Internet filtering is a good idea. Parents worry about their kids seeing pornography (81%) or violence (74%) on the Internet. (26)

[76]Online teens as a group are generally much less concerned than parents about online content and do not feel as strongly that they need to be protected. (17)

[77]Many parents selected a public place precisely because it denied privacy to their children, as they used the Internet. By placing the computer in a public place, parents could casually inspect what their children were doing online. As they walked past, they could see what was on the screen, for example, and ask questions about their children’s behavior. (15)

[78]While 75% of tweens (7 to 14 yo) have a computer at home, one-fifth of the older ones (13 and 14) have a PC in their own bedroom. (4)

[79]Another tool that parents use to control what their children see and do online is to actually sit down and surf along side their son or daughter. Close to seven in 10 parents (68%) report sitting down at the computer with their child. More mothers than fathers sit down at their computers with their children. Interestingly, 34% of parents who say that they “do not go online” say they do sit down and go online with their children. (17)

[80]Some parents used the public location of the computer as a deterrent, believing that their children would be less likely to visit sexually explicit web sites or converse with strangers in chat rooms if their behavior was subject to parental oversight. Conversely, children lobbied to have the computer place in their rooms because of the privacy it afforded them. (15)

[81]A majority of young people (56%) say they go online sitting together with their parents. The younger the children, the more likely they are to say they go online together with their parents – two-thirds (67%) of 9 to 11 year olds say so, compared to half of 15 to 17 year olds (49%). (11) Nine out of 10 parents “always or sometimes” surf the net with their kids. (4)

[82]Across studies, it has been found that younger children preferred and spent more time playing education games than did older children. (13)

[83]74 % of 9-11 year olds say their parents give them new online ideas. (11)

[84]More than eight out of ten Internet users have searched the Internet to answer specific questions. (21)

[85]A range of age groups are getting in on the [gaming] action, and the activity is becoming quite popular with women. (9)

[86]Parents’ use of online content is closely linked to things their kids want to do online. This is especially true for children under 12 online, 8791% of whose parents say they supervise their kids’ online session some of the time and 62% all of the time. (7)

[87]47% of 9-11 year olds say they give their parents new online ideas. (11)

[88]Young boys in this study promoted themselves as the household “computer guru”. A quote from one 11 year old participant, “I sometimes have to hang out while my parents try to use the computer – just in case they get confused or something.” However, observation of actual skill and knowledge indicated that parents and children are actually not that different in this regard. (29)

[89]Among adult users of home computers, 70 percent used them for word processing, the most common use. Other common uses included games (54%), email and communications (44%), bookkeeping/finances/ taxes/household records (44%) and working at home (34%). (10)

[90]Use of home computers for playing games and for work on school assignments are common activities. A majority (59 percent) of 5- through 17-year-olds use home computers to play games, and over 40 percent use computers to connect to the Internet (46 percent) and to complete school assignments (44 percent). Middle-school-age and high-school-age youth (ages 11–17) use home computers to complete school assignments (57–64 percent), to connect to the Internet (54-63 percent), and to play games (60-63 percent). (28)

[91]Contention for computer time is a heated issue in many of the families we visited. Families do not sit down calmly at the beginning of the week and schedule time slots together. According to our informants, they watch the space in which the computer sits, try to read each other’s plans, and fight for a seat. (15)

[92]PC gaming and general PC usage, as opposed to gaming consoles, were treated as individual activities. Game playing with dedicate consoles was more social in nature. (29)

[93]Boys in our study tended to not care about brands. They knew individual/specific products (and either loved or hated them), but they didn’t particular know or care who made it. As an example, in one family, even though they had one specific gaming console that they seemed to enjoy, the two boys in the family repeatedly discussed wanting specific games made only for other platforms. Girls on the other hand tended to appreciate not just specific products but the companies that make them. They expressed interest in having other products by the same specific company/brand. (29)

[94]A majority of parents (77%) think teens who provide a very lucrative market, should be allowed to shop online. (26)

[95]Nearly two-thirds (63%) of parents plan to purchase at least one computer video game in 2003, as will 56% of all Americans under age 45. (9)

