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Gaming is a popular activity among the CAP kids of 2019, but there 

is a clear difference between the boys and girls when it comes to 

how much they play. While 45% of the boys describe themselves as 

frequent gamers, the number for girls is 5%

The positive impact of gaming on the lives of these kids is a 

frequent theme in the films from the workshops. Gaming is a source 

of entertainment and it can cheer you up when you are feeling 

down. There are also important long term benefits such as making 

new friends and learning new skills such as English. 

The CAP kids are aware of the fact that the attractiveness of gaming 

pertains a risk. You need to find a balance in life and make sure you 

have time for school and other activities. Excessive gaming may 

have a negative effect on your social relations as well as your 

health.

There are several films illustrating the frustration caused by lack of 

understanding from parents. There is clearly a generation gap when 

it comes to attitudes towards playing online games.  

Moms and dads are for the most part portrayed as annoying and overly 

strict as they try to stop their teens from gaming. There are hardly any  

examples of involvement and interest from the parents side. This is 

completely different compared to traditional sport activities.

However, there are also examples of situations where the parents are 

right and have some advice worth listening to, yet the advice is always 

the same: òMake sure you donôt play too much.ò

The overall message to the parents is that they should relax and be more 

open minded about gaming. Itôs a normal hobby just like traditional sports 

or other recreational activities and there are many positive aspects that 

come with it. 
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Online gaming is very popular among children. The popularity of 

watching e-sports over streaming platforms is also increasing. The 

Childrenôs Advisory Panel (CAP) is an initiative by Telia Company in 

collaboration with child rights organizations and schools in seven 

countries across the Nordics and the Baltics. It was created to get a 

better understanding of childrenôs own perspectives of online and 

digital aspects of life by listening to them through qualitative co-

creative methods. The aim of the initiative is to further develop Telia

Companyôs understanding of how to improve its approach to 

children as users of its technology, and to contribute to the ICT 

industryôs and societyôs understanding of children as online citizens.

In spring 2019, almost 700 15-year-olds participated in the CAP activities 

and shared insights of their experiences in online gaming and e-sports. 

School classes participated in co-creative workshops, organized by Telia

and its partners, including the World Childhood Foundation and national 

child rights organizations. The advice was created on tablets in the 

format of short animated films using the Plotagon animation tool.

Participating organizations

The child rights organization World Childhood Foundation is a main 

partner for the Childrenôs Advisory Panel, to ensure a professional 

approach to the child perspective. Ipsos, a research and analysis 

company, has managed the study, analysed the material and produced 

this report from the study. The advice was created in the form of short 

animated films using the Plotagon animation tool, www.plotagon.com. 

The rapid development of technology and 

communications networks in recent years has 

made it possible for young people to be online 

all day, every day. Many children have 

smartphones that allow them constant mobile 

connectivity. It has become an essential part of 

their lives. 

. 

http://www.plotagon.com/
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What should adults know about gaming and e-sports?

Online gaming is an increasing presence in childrenôs lives. Meanwhile, 

parents, the general public and researchers remain divided on whether 

online games have a positive or negative influence on children and their 

development. Determining the influence of online gaming on children is 

not helped by the lack of quality research on their interactions within and 

around games, or on how the business models of the online gaming 

industry might impact them, according to the UNICEF discussion paper 

ñChild Rights and Online Gamingò. 

´A recent study by Friends shows that out of the kids who have been 

offended when playing and/or in gaming forums and who have felt sad, 

hurt or angry, 56% talk to an adult. Almost everyone (87%) who has done 

so has felt that it has helped. However, a recent study among Swedish 

parents by Telia Sweden showed that even though playing computer and 

video games is the most common free time occupation for Swedish 

children, the interest is not shared by the parents. Parents devote only 15 

minutes a week to childrenôs computer and TV gaming, compared to an 

average of 2.5 hours a week to accompany or participate in their childrenôs 

physical leisure activities. 77% of parents in the study said that they do not 

want to spend time with their children when they are playing computer or 

video games. With these insights in mind, CAP kids were asked to share 

their insights into gaming and e-sports that would help adults to 

understand their experiences better.

Four pre-determined themes for children to formulate their insights 

around

Children participating in the workshops were given four pre-determined 

perspectives from which to consider online gaming and e-sports: the best 

aspects of gaming, the worst aspects of gaming, the role of gaming in my life, 

and reasons not to play. These were also the themes for children to develop 

their animated films on, with the help of the Plotagon animation tool. 

Implications of the study

The Childrenôs Advisory Panel has provided an inspirational way to listen to 

children. The co-creation method has created value for all partners participating 

in the initiative. Findings that are shared in this report will also be 

communicated by Telia Company and its partners through various channels. 

Telia Company also invites further discussion with the ICT industry, child rights 

organizations and society.



FOREWORD BY THE WORLD CHILDHOOD FOUNDATION 

Thirty years ago the UN Convention on the Rights of the Child was 

adopted. It happened to be the same year that video games and 

consoles started exploding in popularity. 1989 was also the year that 

the World Wide Web was conceived and paved the way for making 

the internet more accessible. Thirty years. Three decades. So much 

has changed. Today both children and adults spend a lot of time 

online. Many of us play games on apps, computers and gaming 

consoles. Video and computer games can be pure entertainment, 

sports, arts, and social commentary. The Museum of Modern Art in 

New York started adding video games to its permanent art collection 

in 2012. E-sports has an audience size of hundreds of million 

viewers. The video game industry has a higher revenue than the 

music and movie industries combined.

We at Childhood have always emphasized article 31 of the 

Convention on the Rights of the Child. Article 31 states that ñchildren 

have the right to engage in play and recreational activitiesò. Children 

have a right to play. It is this right that Telia has focused on in this 

yearôs Childrenôs Advisory Panel report. Children have shared their 

thoughts and experiences about playing computer and video 

games.

Adults may worry about childrenôs gaming habits, just like we may worry 

about them getting a sprained ankle or a concussion from more 

traditional sports. We may worry about them sitting still for too many 

hours, but no more than if they were playing chess. However, we have to 

also remember the positive aspects. Gaming can break isolation and 

provide a sense of community. It can help improve language skills and 

strategic thinking. It can be a means of escape, or just plain 

uncomplicated fun. Many children feel that their parents are not 

supportive nor involved in their childrenôs gaming interests. Parents on 

the other hand worry about their children spending too much time online. 

However, it is more important to understand and discuss what children 

are doing online and what it means to them, rather than controlling how 

much time they spend online. The former may require many 

conversations and being open to a new way of understanding play and 

interaction; the latter is a comparatively easy way out for parents.

Thirty years ago we established that children have a right to play.

Thirty years. Three decades. So much has changed. Letôs keep 

changing, including our understanding of what it means to play.

Susanne Drakborg

Program Manager

WORLD CHILDHOOD FOUNDATION

www.childhood.org
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THE BEST THINGS WITH GAMING



2019-xx-xx

12

BEST THINGS 
WITH GAMING
FILMS

MAKING NEW 
FRIENDS AND 
SOCIALIZING 

You play too 

much, about 

two hoursé 

you donôt have 

any friends.

I do have friends, I 

can talk about many 

things that I canôt talk 

to you about with my 

gaming friends, 

because we have a 

common interest. 

Do you want to 

play? Wait, hey, 

arenôt you the new 

girl in my class? 

Thatôs right! Do you 

want to meet up 

and talk about the 

game and get to 

know each other a 

bit better? 

The fact that gaming can result in friendships and social interactions is one of the most common topics on 

the theme ñBest things with gamingò. Several films show how kids meet new friends through gaming. 

Sometimes these friendships extend offline, and sometimes they remain online. Regardless, they can be 

highly meaningful, not least because they are based on a mutual interest and mutual gaming experiences. 

The films also show how gaming can be platform for socializing with friends that you already know. 

A typical character in these films is the adult who assumes gaming is a solitary activity and is therefore 

concerned about ïor worse, angry at ïthe kid for being antisocial when gaming. With these films, the CAP 

Kids say that instead of worrying their parents should try to understand and learn how the games work, and 

then they will hopefully see that gaming can be a socially meaningful activity. 

NORWAY

Later at the cafe

SWEDEN
Look, is it not 

my son that 

always comes 

home late? . 

You and your 

ñgamesòé

Iôm sorry,I was playing with 

Eve. Gaming is about more than 

killing time for me, I meet a lot 

of new friends. Iôm telling 

because I hope you would 

understand me 

LATVIA



The CAP Kids highlight that they can get outlet for many different types of emotions and experiences 

through gaming. There are strong feelings involved and we see a lot of examples of joy and excitement in 

the Plotagon films.  

Besides having fun, there are also other types of emotional rewards. Gaming can help kids to relax and 

reload their energy. To get immersed in the game, can help you switch your attention from dull things, 

such as chores and homework or even help you deal with anxieties. Gaming can literally save the day. 

2019-xx-xx13

EMOTIONAL 
REWARDS

Fine I guessé

(Background: 

Had a fight with 

a class mate)

So how was your 

day honey?
LATER 

Hahah! This is SO fun! Go, 

goo het him! Yes we Won J

So, how was 

your day? 

You know, in the 

beginning, not 

so good, but 

then when I got 

home really fun!

So I was playing 

this game and I 

felt so creative 

an smart!

Well, itôs just a game right?

THIS GAME IS 

SO COOL J

Well, its just a 

game right? 

LATER ,AT HOME PLAYING

SWEDEN DENMARK

BEST THINGS 
WITH GAMING
FILMS



BEST THINGS 
WITH GAMING
FILMS

One of the best aspects of gaming is that it can help to enhance a range of skills that are useful outside gaming. 

Improving English skills is cited as a useful outcome of gaming, especially for team games that require 

communication in order to succeed. In that regard, team games are also said to challenge and develop 

communication and collaboration skills. Other skills that can be improved through gaming, according to the 

films, are strategic thinking and creativity. 

A key character in these films is the adult who assumes that gaming is a waste of time ïan activity that teaches 

you nothing and takes away time from worthwhile activities such as homework. In the films, the kids have to 

explain why gaming is beneficial to get parental permission to play. Sometimes they even have to list facts from 

scientific research to get their parentsô attention, indicating that it can be a challenge to get parents to listen. 

IMPROVING 
SKILLS THAT ARE 
USEFUL OUTSIDE 
GAMING

Why donôt you do something 

important with your life instead 

of watching e-sports!?

Just watch the news 

and youôll see that 

e-sports and 

gaming are good!

Why donôt you read 

a book instead? 

This is more 

interesting and I get 

to be creative!

THE NEWS 

Did you know that you can 

learn valuable life 

experiences from gaming?

For example, those who have played racing 

games are on average 25% better at making 

the correct traffic decisions. Gamers can 

also concentrate for a longer period of time!

SWEDEN ESTONIA



BEST THINGS 
WITH GAMING
FILMS

Besides improving skills that are useful outside gaming, one of the best aspects of gaming is that you can 

strive to become a professional gamer. 

The films about e-sport professionals share a common plotline of kids struggling to get their parentsô support 

to follow their dream of becoming the best e-sport player. The message is that adults should support their 

kids, because having and pursuing a dream of becoming the best e-sport player can bring lots of joy, even if 

you do not make it all the way. 

The ideal scenario would be if parents saw this dream as no different to the dream of becoming a 

professional footballer ïit is just as normal, perhaps unrealistic, and worthy of support and recognition.

2019-xx-xx15

An e-sport player!? My

son will not engage in that 

kind of stupidity!

Some time agoé

A football player? My son 

will not engage in that kind 

of stupidity!

Dad realized 

that he was 

repeating the 

same mistake as 

his father and let 

his son pursue 

his dream. 

THE DREAM & 
PURSUIT OF 
BECOMING A 
PROFESSIONAL 

E-sport World Tournament 2025 has 

ended. The winner is from Latvia! Letôs go 

live to the event location.

I am thankful to all my 

supporters, but I 

especially want to thank 

my dad!

LATVIA



BEST THINGS WITH GAMING
SUMMARY OF LEARNINGS 

Many plotlines suggest that the best thing about gaming is that it 

allows you to strengthen social relationships. Through gaming, 

kids can meet new friends with similar interests and it can also 

be an activity to do with existing friends.

Unsurprisingly, many plots say that gaming is fun and exciting. 

But contrary to what adults might think, gaming can also be an 

activity that helps kids forget everyday challenges and relax. Not 

only does gaming take energy and time, it also gives energy. 

Gaming can improve skills such as English, collaborative abilities 

and creativity. 

The kids also want adults to understand that it is a realistic 

career path. They can become professional e-sport players or 

game designers, and these goals deserve parental support. 

Making friends and socializing

Improving skills that are useful 

outside the gaming context

Emotional rewards 

The dream and pursuit of 

becoming a professional

Entertainment, social interactions and learning



THE WORST THINGS WITH GAMING



THE WORST THINGS 
WITH GAMING
FILMS

The CAP kids seem very aware of the risk that gaming can take up more of their time than 

is actually good for them. They need to ensure it doesnôt take over their lives and get in the 

way of more important things.

We see several examples of this problem in the films, mostly related to school work. 

Parents and teachers express their frustration but the student is stuck in a gaming routine. 

As a result, they donôt have the time or the energy to focus on homework or classes. 

Typically, these films end with the student expressing an insight into the problem. They 

finally understand that it is time to cut down on their gaming.

2019-xx-xx18

RISK OF GAMING 
TAKING OVER 
YOUR LIFE

ñYour dad and I think you have a 

problem. You have been so 

aggressive lately and your grades 

are getting worse. Are you OK?ò

ñWe can get help but 

you need to cut down. 

You need to stop with 

all this screen time!ò

ñOK I will. Thank 

you mom!ò
ñIôm so unhappy, I donôt 

have any friends and Iôve 

been bullied online. I donôt 

know what to do!ò

SWEDEN



Besides school work, other performance and even health can suffer from too much 

gaming. Losing your edge as a football player or getting lazy and overweight from a 

lack of exercise are other examples illustrated in the films. 

There are also more drastic examples, such as becoming mentally or physically ill. 

2019-xx-xx19

RISK OF GAMING 
TAKING OVER 
YOUR LIFE

AT SCHOOL

LATER, IN THE PARK

WITH MOM
ñNo I canôt, Iôm 

too tired!ò

ñYou need to come 

to PE class!ò 

ñHey fatty! Youôre so fat because 

all you do is play games and eat 

fatty food!ò

ñOh, I hate being bullied! 

Maybe I need to change 

my ways.ò

ñIôm glad you sold 

your computer and 

stopped eating fatty 

food. Youôre feeling 

much better, right?ò

ñThanks mom, yes 

thatôs right.ò

ñYou play way too much, 

itôs not good for you. You 

need to cut down!ò 

ñYou want to stop 

me? Why canôt 

you be more like 

Juozukaôs

mother?ò

YEARS LATER ñI should have listened to my 

mother 10 years ago. Now Iôm living 

behind the gaming store and using 

the white powder every day.ò 

FINLAND

LITHUANIA

THE WORST THINGS 
WITH GAMING
FILMS



Spending too much time gaming can also harm social relationships. This is 

illustrated in films where kids no longer have time for their friends. Typically, this 

issue is dealt with from an outside perspective. The friend is left alone, feeling 

hurt and disappointed. 

2019-xx-xx20

EXCESSIVE GAMING 
CAN PUT A STRAIN 
ON SOCIAL 
RELATIONSHIPS

ñIs your game more 

important than us?ò

ñYes it is!òñWake up! You are 

being so antisocial!ò

ñCan you blame me? I 

can socialize more with 

my game!ò

NORWAY

THE WORST THINGS 
WITH GAMING
FILMS



A negative aspect of gaming is the anger that some of the kids associate with games. 

The players feel the pressure and the competitive atmosphere of the game. Losing can be 

extremely frustrating, and if someone on your team doesnôt live up to your expectations or 

makes unnecessary mistakes it is easy to lose your temper. Also, people that are known to 

be friendly and calm can be triggered and make aggressive and hurtful remarks.

There are also films about anger that stays with the gamers, making them unfriendly and 

difficult to socialize with. 

GAMING CAN 
TRIGGER ANGER 
AND FRUSTRATION

ñHa ha ha, take 

the L you rat!ò

ñHa ha ha, you are 

a piece of shit!ò

ñStop it! This is 

bloody annoying!ò

ñStop shouting. 

Whatôs going on, 

itôs Christmas Eve.ò

ñSHUT UP!ò

NORWAY

THE WORST THINGS 
WITH GAMING
FILMS



THE WORST THINGS 
WITH GAMING
SUMMARY OF 
LEARNINGS 

When the CAP kids reflect on the negative aspects of 

gaming they mainly bring up the potential negative 

consequences of excessive gaming. The message is that 

excessive gaming can indeed happen, and may cause kids 

to neglect important things such as their homework, social 

relationships and physical health with possible dire 

consequences. 

Fewer films highlight that the potentially problematic 

content of certain games. The films that do have this focus, 

mainly show how competitive team games (played by boys) 

can trigger anger and frustration at fellow team players or 

other people. 

2019-xx-xx POWERED BY IPSOS © 201922

There is a risk of gaming taking 

over your life 

Gaming can trigger anger and 

frustration 

Excessive gaming can strain 

social relationships 

Excessive gaming is a risk 



REASONS NOT TO PLAY
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ñPlease donôt leave, Iôm sorry! Playing 

is not more important than you!ò

ñToo late for 

apologies! Bye!!ò

REASONS NOT 
TO PLAY
FILMS

ALIENATION 
AND BROKEN 
RELATIONSHIPS

ñIt would be so much nicer to hang 

out with me than play that stupid 

game! Maybe itôs better if we just 

broke up.ò 
FINLAND

ñOk, whatever, can I 

just play now!?ò

A common reason for not playing is that you distance yourself from others. When others want to hang out or 

you participate in family life, you get angry or distance yourself. As a result, others are hurt and disappointed, 

and eventually get tired and give up on you. 

The stories depict how you alienate those who are close to you when you let gaming take priority. Not only 

are parents disappointed, so too are siblings, friends, girlfriends and boyfriends. It is mostly boys who play 

and girls who set ultimatums.

Once you realize the consequences of your behaviour, it may be too late. It is only when things have gone so 

far that you are left out that you realize people mean more than your gaming. The bottom line is that it shows 

how addictive gaming can be and that you must not let gaming take up too much of your life.



REASONS NOT 
TO PLAY
FILMS

Some plots also show that a reason for not playing is that gaming can have a negative impact on 

health and wellbeing in general. 

Not only can it be socially destructive, it can also lead to fatigue, headaches, eye problems, etc. 

that affect you negatively in daily life and are not good in the long run.

A widespread view seems to be the importance of variety in activities and being outdoors, as well 

as the importance of socializing with friends both online and offline.

All in all, there are reasons to limit gaming for both your own sake and that of others, and not let it 

go so far as to affect your relationships and other activities.

NEGATIVE IMPACT 
ON HEALTH AND 
WELLBEING

ñOk, I will come outside with youé

This is actually really fun! Maybe I need 

to limit my screen time and come 

outside more often.ò

(Jack is dancing happily in the field)

ñJack, listen to me! Iôm very worried 

about you, this is not good for your 

health! You never get out of the 

room and you have lost all your 

friends in real lifeéò 

ñWhy arenôt you 

playing online 

games every day?ò

ñWhat are you doing when others 

are playing video games?ò

FINLAND LATVIA

ñBecause I have 

better things to do.ò

ñI go training, create art and sometimes 

read. If you play games then they are the 

most important thing in your life and you 

donôt care about other things.ò



REASONS NOT 
TO PLAY
FILMS

A simple reason for not playing is that other things are more fun. Examples from the Plotagon 

films include socializing with friends or family offline, playing sports or doing other outdoor 

activities. 

An extended message of these films is that both adults and kids should be aware of and 

respect kidsô different interests. Some like gaming, some do not, and that is perfectly fine.OTHER 
INTERESTS AND 
PRIORITIES

ñI donôt see the point. It takes up so 

much time I could be spending on other 

activities, like playing with my dog.ò 

ñHave you 

heard of 

Fortnite?ò

ñBecause Iôm not 

interested in games and 

Iôm bad at it as well, plus 

weôre eating now!ò

ñHello world to Paul! You 

never listen when youôre on 

that computer. Why canôt you 

be more like your brother and 

be with your grandparents 

now that we are together!ò

ESTONIA

ñIôve heard of it, 

but Iôve never 

played it.ò

ñMe neither, I 

donôt like 

video games.ò

ñI agreeéò
DENMARK

ñWhy donôt you 

come and play 

with me instead?ò


