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For my own growing gamers:  
Evelyn, Gwyneth, and Thatcher—may you work, play,  

and live for the glory of God and the good of your neighbors.
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Introduction

If you’ve picked up this book, the chances are that your kids play 
video games. And if they don’t, they want to. Video games are 
fun, creative, challenging, and even empowering. They can also 
be really difficult to put down. They can even be addictive. And 
if you weren’t worried enough already, many of the most popular 
games contain graphic violence and even sex. As a thoughtful 
parent, you aren’t sure what video games you should let your kids 
play—if any at all. This book is a tool for parents to develop a biblical 
understanding of the value of video games, and of play itself, so 
that they might help their children get the most out of them and 
avoid their greatest pitfalls. This resource will aid parents in sifting 
through the conflicting claims about video games so that they 
might help their children not only develop healthy gaming habits 
but also discover how they might engage video games for the glory 
of God.
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1

So Your Kid Is a Gamer?

Tim finally did it—the thing he had dreamed about doing for so long. 
He grabbed the Nintendo DS (a handheld gaming device) out of his 
son’s hands. Jonah had been sitting in the same spot on the family 
room couch for four hours playing Pokémon. His younger brother 
and sister begged him to play with them while Jonah either ignored 
or snapped at them. When Jonah pushed his little sister down after 
she accidentally bumped into him while playing, Tim sprang into 
action. 

As Tim lifted the DS out of reach, Jonah began pleading, “NO 
DAD, GIVE IT BACK! PLEASE GIVE IT BACK. I’M GOING TO 
LOSE EVERYTHING!” But Tim had already made up his mind. He 
looked at Jonah, jabbed his index finger into his son’s chest, and 
said, “We’ve had enough of your bad attitude, disrespect, and lazi-
ness. I will NOT tolerate it anymore. You are NEVER playing this 
again!” And he brought Jonah’s DS crashing down on the tile floor 
with all the force he could muster, which for Tim, a former college 
baseball player, was a lot. 
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Jonah ran, sobbing, to the DS and picked it up to assess the 
damage. His father was right; he would never play it again; the 
screen was completely shattered. Jonah looked at his father, tears 
streaming down his face, and yelled, “I HATE YOU!” before run-
ning to his room and slamming the door.

I didn’t make this story up, and I wish it were the only such 
story I’ve heard. One parent told me about how they locked their 
son’s Xbox in the freezer (which I thought was odd, but points for 
creativity, I guess). Another told me how they locked their child’s 
PlayStation in their gun safe, which I would highly discourage; 
children are remarkably resourceful, and you do not want to entice 
them to figure out how to get into a gun safe. There is even a video 
that went viral of a parent gleefully placing all their kids’ games, 
systems, and peripherals out on the front lawn and running them 
over with a riding lawn mower. That last one is probably fake, and 
the number of parents that bragged in the comments about the 
ways they’ve violently disposed of their children’s video games is 
disturbing, but it’s also instructive. The destruction of property is 
never an appropriate form of punishment; however, these stories 
are instructive because they illustrate a common source of conten-
tion that we can no longer afford to ignore: video games.

A few days after smashing Jonah’s DS, Tim decided to take a 
different tactic. Ashamed of the rage monster he had become in 
that moment, he decided to throw in the towel. At a loss for what 
to do, Tim’s wife signed off on the idea as well. They replaced the 
device and said: “If you want to spend all your time playing video 
games, have at it! No more restrictions—play video games all you 
want!” They hoped his newfound freedom would reveal that video 
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games aren’t nearly as fulfilling as Jonah thought they were, but he 
didn’t get the message. Instead, he played more than ever, and all 
the behaviors that had been irritating Tim and his wife multiplied. 
Once again, Tim found himself angry and frustrated. And worst of 
all, Tim became deeply resentful of his son.

My family and I go to church with Tim. Our kids play together, 
and we’ve even had each other’s families over for dinner a few 
times. He knew that I helped lead “that game ministry thing.” Tim 
was deeply ashamed of the damage he’d done not only to his son’s 
DS but to their relationship. Tim loves Jonah and recognized that his 
resentment was a problem so he called me for help.

Tim told me about the DS incident and about how their new 
hands-off approach was failing. He then proceeded to ask dozens 
of questions about video games: Should I let my kids play video 
games? How long should I let them play? What games are okay 
for my son? What games should we avoid? Should we let him play 
online with his friends? What about parental controls? Aren’t games 
bad for kids’ brains? Will they stunt his growth or his develop-
ment? Why does he seem like a zombie after playing? Why doesn’t 
he seem to want to do anything besides play video games? Why is 
he mean to his brother and sister when he is playing? Are video 
games making him more aggressive? Is he going to get into fights at 
school or worse if we let him keep playing? Aren’t games basically 
a waste of time? Are games going to keep him from playing outside 
or getting exercise? We are a Christian family—aren’t a lot of games 
anti-Christian? When Jonah talks about video games, I don’t under-
stand half the words that are coming out of his mouth—what are 
loot boxes? What does “sus” mean? What are creepers, and why are 
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they bad? What does PvP stand for? PvE? DPS? FPS? RPG? JRPG? 
MMO? MMORPG?

Like Tim, you’ve probably had similar questions. You probably 
don’t know the answers. You might be frustrated or angry or feel 
like you don’t know what to do. 

While I was a little overwhelmed with this onslaught of ques-
tions (which we certainly didn’t have time to tackle), I told Tim I was 
proud of him. Tim was completely caught off guard. How could I 
be proud of a father who broke his son’s possessions in a fit of rage? 
I definitely wasn’t proud of that decision, but I was proud of Tim 
because, for the first time, he was making a genuine effort to under-
stand his son’s most cherished hobby. Understanding our children’s 
interests and hobbies is one of the greatest ways to express love for 
them. Additionally, Tim came to a crucial realization that every 
parent must come to at one point or another: he needed help. 

I could tell that Tim was worried that his anger and resent-
ment made him a bad father. While I would never condone Tim’s 
actions, I knew he wasn’t a bad father. Bad fathers don’t try to better 
understand their children, they rarely admit their failures, and they 
certainly don’t ask for help. Tim was doing all three. And in case 
you’re wondering, you’re not a bad parent either. Bad parents don’t 
read books about how to understand and love their children.

Tim didn’t know what to make of video games or how to help 
Jonah navigate them without turning into a zombie or turning into 
a rage monster himself. Tim was never a gamer. When he was a kid, 
he spent most of his time riding his bike and playing baseball. The 
world of video games was not only foreign to him but utterly bewil-
dering. He was at a complete loss as to how to help his son navigate 
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the world of video games. He said, “Drew, I am just not equipped to 
do this.”

When it comes to video games, you are probably at a loss too. 
Like Tim, you may feel like you’re just not equipped to help your 
child. I will tell you what I told Tim: nothing could be further from 
the truth. No one is better equipped to help your child navigate the 
world of video games than you are. 

No one knows your child as deeply as you do, and no one loves 
them like you do. You love your child better, more deeply, and more 
thoroughly than anyone else. Love is key to helping your child 
navigate all of life’s unique challenges and experiences—including 
video games. Perhaps your video game rules just haven’t worked, 
and you feel like you are constantly at odds with your children. You 
might even worry that your lack or excess of concern about video 
games has done irreparable damage to your children. Parental guilt 
does not help us or our children; acknowledging our errors and 
making changes do. I know you are a good parent because you’re 
trying to do both.

Perhaps you need help understanding video games and your 
child’s love of them, help knowing when to put your foot down 
and when to ease up, or help knowing what to be concerned about 
and what to let go. You need help understanding the world of video 
games so that you might know and love thy gamer. If that’s you, I 
have good news for you: you are not alone, and I hope to help.
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Guide Thy Gamer

Hopefully, your situation is not as dire as Tim’s. Still, you need 
help navigating video games with your children. Perhaps the first 
step toward this end is to admit a truth about your children that 
you’ve probably been reticent to admit:

Your kids are gamers. 

That’s not all they are, of course. They are daughters, sons, stu-
dents, soccer players, dancers, pianists, friends, and, most impor-
tant, image-bearers of God. However, you are reading this because, 
deep down, you know your child is a gamer—it’s the one activity he 
or she seems to enjoy more than any other. Whether you like it or 
not, video games are really important to your children.

Sometimes this bothers you, though bother probably isn’t a 
strong enough word. You fear the games they play are making them 
more aggressive, rotting their brains, or, at the very least, wasting 
their time. And if those worries weren’t enough, you can’t help 
wondering what life skills they might develop if they would redirect 
their interests to something more “useful.” Other times you think 
that your child’s love of gaming might not be such a big deal—at 
least your child isn’t updating their Tinder profile or using illegal 
drugs. You might even occasionally enjoy playing games together as 
a family. And, though you don’t like to admit it, when your child is 
playing games, he or she isn’t requiring your attention, which allows 
you to focus on your own hobbies or knock out tasks around the 
house. And lots of people play games, right? To be more precise, 214 
million Americans play video games regularly,1 and you may even 
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know a handful of adults in your workplace or at your church who 
play them and still manage to live productive, happy, God-honoring 
lives.

There is a good chance you are reading this because you fear 
your child might be addicted to video games. You’ve probably 
been tempted to bring down the hammer and cleanse your home 
of any device that would play digital games. You may have even 
tried this a time or two, but your resolve didn’t last. Other times, 
you’ve seriously considered raising the white flag. Like Tim, you’re 
weary from constantly fighting about video games. You wince 
every time you tell your children their game time is up because 
you know how upset you both are about to get. No matter how 
much screen time you allow, it is never enough to satisfy them, 
and it’s certainly not as much screen time as your child’s closest 
friends get. You know this because they tell you as much every 
single time you tell them their game time is up. My wife and I 
are well aware of these two extremes and have considered both. 
While these extremes might seem to be “easier” solutions, neither 
serve our children well. 

Ridding your home of video games isn’t the right tactic because 
it makes games the enemy. And games, like so many things in 
God’s good world, are wonderful inventions. And like all wonderful 
inventions, they can be used for good, but they can also be exploited 
in ways that harm us and those around us. Teaching your children 
how to navigate wonderful inventions without exploiting them-
selves and others is one of the most challenging, yet important, jobs 
God has given you as a parent.
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Video games are generally fun and, contrary to what you may 
have heard in church a time or two, God is not opposed to fun. In 
fact, God is the author of games and play and fun. Games can also 
be deeply challenging, imaginative, and adventurous. They provide 
us opportunities to improve, solve problems, overcome challenges, 
build friendships, share laughs, and even save the world. And yes, 
the worlds we save in video games are virtual, but that doesn’t 
mean the quests we complete in them are meaningless. Unlike 
other forms of media our children consume, games give us agency. 
We read books and watch shows and movies, but we play games. 
And that interactivity means games are brimming with  potential—
potential to help us develop perseverance, relieve stress, learn 
empathy, and cultivate deeper relationships. 

It is that potential, however, that makes games ripe for misuse 
and even abuse. They can be really difficult to put down, and some 
of the most popular games are deliberately designed to keep impres-
sionable people playing well beyond what is healthy or beneficial. 
So completely avoiding screen-time limits can be an unloving 
tactic. Yes, your child will praise you for a time, but their young 
impressionable minds are not equipped to self-regulate. Unless you 
have an extremely mentally and emotionally mature child, he or 
she will likely fail to recognize what an unhealthy relationship with 
digital gaming looks like. Such unhealthy relationships can hinder 
your child’s development and their interpersonal relationships with 
you and others. If you let them play games as much as they want, 
all those potential benefits of video games that we’ve mentioned 
will soon be overshadowed by your child’s irritability and lack of 
self-control. 
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Simply put, video games have tremendous potential, but chil-
dren need help unlocking that potential and using games for their 
good, the good of the world, and for the glory of God. Your child 
also needs you to equip them to fight the temptation to cultivate a 
selfish, unhealthy, or even destructive relationship with all kinds of 
media, particularly video games. If this sounds like an insurmount-
able task, remember that no one in all the world is better equipped 
than you for this task. Despite what your children might say in the 
heat of an argument, there is no one they love and respect more 
than you, and no one loves your children better than you do.

Love Thy Gamer

If you find yourself regularly thinking, If my child would just 
stop playing video games, I’d be a better parent, then the biggest 
problem you need to tackle regarding video games lies with you, 
not your children. You are called to love the children God has given 
you, not the children you want them to be. And your children need 
to know that you want to be around them and that you are inter-
ested in the things they are interested in. Start there.

The fact that video games are interactive means they engage 
children on a deeper level than books or television or movies. This 
doesn’t make games more dangerous than other forms of media; 
it just makes them different. Your children need your help under-
standing what makes games different so that they can engage them 
in ways that promote their flourishing. It is always easier to label 
things as categorically good or bad than it is to understand them. It’s 
easier to label games as either great or awful, a fun hobby or a waste 
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of time, enriching and rewarding or addictive and pointless. Your 
child’s experience can be any of these, but their experience can’t be 
all these things at once. Your children need to know that you care 
enough about them to take a genuine interest in their hobbies. 

Consider this: When was the last time you spoke with your 
children about the video games they play and their experience 
playing them? Telling them to turn a game off doesn’t count—that’s 
talking at your children, not talking with them. When was the 
last time you practiced genuine curiosity and asked your child 
to describe their favorite game and why they enjoy playing it so 
much?

Your children’s brains are still developing. That means they 
need help understanding what a healthy relationship with video 
games looks like. If that feels like an impossible task, know that you 
are not alone. It feels that way for me too sometimes, but I’ve been 
reading and writing about video games and parenting for over a 
decade. My kids don’t have a perfect relationship with video games, 
but we have made progress. And that’s the goal of this book: making 
progress. With a little bit of effort, video games don’t have to be a 
constant source of contention in your home. 

Understanding Video Games

The human story is one of constant misuse. People take won-
derful, compelling things intended to help grow and serve our-
selves and our neighbors and wind up using them in ways that 
damage and exploit instead. In other words, the first step Christian 
parents should take regarding video games is to make an effort 
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to understand them. We need to understand their strengths and 
weaknesses, their potential for our good and the good of the world, 
as well as their potential problem areas and the ways we might be 
tempted to misuse them to our detriment and the detriment of our 
neighbors.

We need to cut through the competing headlines about the 
greatness and dangers of video games to unpack a truly Christian 
understanding of interactive media. We are going to talk about 
what makes games great and their many potential benefits to those 
who play them responsibly. We will unpack the ways children are 
tempted to cultivate an unhealthy relationship with video games. 
We will see that video games, like all things in our world, are broken. 
We will answer questions often posed about video games such as: 
“Do violent video games make kids more aggressive?” and “How do 
I know if my child is a video game addict?” and “Aren’t video games 
hotbeds of sexism and misogyny?”. We will also spend a chapter 
navigating the most complicated aspects of parenting gamers: set-
ting screen-time limits, parental controls, and learning how to pro-
tect your children online. However, before we tackle these crucial 
topics, we should acknowledge the elephant in the room: the church 
has had a poor track record of dealing with video games honestly.

Listen, I get it. I have heard the same things you have at 
church or from fellow Christian parents: “All my kid wants to do is 
play Fortnite, and when I turn it off, he freaks out!” I have frustra-
tions with my own children too. My wife and I often lament how 
our eldest daughter would, if given the freedom, do nothing other 
than play Roblox. We all want our children to be kind, thoughtful, 
resilient, industrious, well rounded, and, most important, godly. We 
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fear that a steady diet of digital gaming will hinder their emotional, 
intellectual, and spiritual development. The truth about video 
games, however, is that they aren’t quite so easy to label. 

While playing games for hours on end can have a negative 
impact on children, research has shown that, when played in mod-
eration, there are many positive effects of digital gaming, which 
we will unpack in the next chapter. Still, painting video games in a 
negative light is what many pastors and church leaders have been 
doing for some time now. And don’t get me wrong, most church 
leaders don’t label games as completely evil; they just can’t fathom 
games being anything more than mindless entertainment.

One of the most popular Christian bloggers, Tim Challies, 
recently summarized this well: “Let’s be honest: there is little intrin-
sic value in gaming. For most of us it is merely entertainment.”2 

Slightly more on the nose, Mark Driscoll once preached that 
“video games aren’t sinful, they’re just stupid.”3 Douglas Wilson 
believes video games are making kids ignorant.4 And Peter Leithart 
once claimed that “if all the gamers devoted just one percent of 
their gaming hours to something with real-world impact, they could 
move the world.”5 To be clear, these men are bringing up valid ques-
tions despite selectively asking them of video games when they 
should also be applied to many hobbies: sports (both participation 
and fandom), television, social media, and novels are just a few 
that come to mind. Nonetheless, these perspectives on video games 
illustrate a pattern: in the church, where we are challenged to live 
for something much bigger than ourselves, we wonder if video 
games are worth our time and energy at all.
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But what does the Bible say about video games? At first glance, 
we might assume nothing at all since there were no video games 
in the first century. However, in chapter 2 we will see that video 
games are a type of play, and the Bible does address the value of 
play. In this chapter, we will also address some of the inherent val-
ues of video games and how we might leverage these values for the 
glory of God and the good of our neighbors. This brings up another 
important aspect about video games: they are massively popular 
and represent a massive opportunity for followers of Jesus.

The Popularity and Opportunity of Video Games

We live in a world that is giving much of its time, money, and 
energy to video games, and this isn’t likely to change anytime soon:

• According to the Entertainment Software 
Association’s 2020 annual report: 64 percent 
of U.S. adults and 70 percent of those under 
eighteen regularly play video games.6 

• Seventy-five percent of American house-
holds are home to at least one person who 
plays video games regularly.7

• In 2017, U.S. video game revenue reached $36 
billion (a growth of 18% over 2016).8

• In 2013, Grand Theft Auto V made over $1 bil-
lion in revenue in its first three days of sales.9
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And who plays games is changing too. Despite what you may 
have heard, video games are no longer a predominantly young male 
hobby. My ten-year-old daughter is as committed to Roblox as most 
boys her age are to Minecraft or Fortnite. It’s also worth pointing out 
that video games are no longer a hobby relegated to children and 
most gamers are not antisocial:10

• The average gamer is thirty-five years old.
• In 2021 women made up 45 percent of all 

gamers in the United States. This was an 
increase from 41 percent the previous year.11

• Twenty-seven percent of gamers are under 
the age of eighteen.

• Eighty-three percent of African American 
teens play video games compared to 71 per-
cent of white teens.12

• The most frequent gamers who play multi-
player and online games spend an average 
of 4.6 hours per week playing with others in 
person.

• Twenty-one percent of gamers play with 
family members; 15 percent play with their 
spouse or partner.

These statistics paint a clear picture: we live in a culture of 
gamers. This is why merely raising the alarm about the potential 
dangers of video games is an insufficient approach. It is insufficient 
not only because it fails to acknowledge the good in gaming but 
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also because it neglects the missional opportunity represented in 
these statistics. If we only view our nation’s interest in gaming as a 
problem to be fixed and fail to see the millions of gamers across the 
United States as people to be loved, served, and reached, then we 
aren’t looking hard enough. 

Full disclosure: I am a gamer and have been for the last thirty 
years. I have taken breaks from gaming from time to time, but I 
have always come back. But I can say with confidence that I have 
a healthy relationship with games. They are a wonderful, yet small, 
part of my life. I know my limits and exercise self-control. I have 
other hobbies that I enjoy as much as or more than video games (not 
that they can’t or shouldn’t be your primary hobby). Video games 
are most often a source of joy and connection with others rather 
than a source of frustration and isolation. But more than that, I have 
also considered myself a missionary to gamers and nerds for over 
a decade. For years, I worked part-time for an organization called 
Gamechurch, a ministry dedicated to bridging the gap between the 
gospel and the gamer. And a few years ago, along with some like-
minded friends, I set out to launch a new nonprofit ministry called 
Love Thy Nerd,13 a ministry dedicated to being the love of Jesus to 
nerds and nerd culture. Part of our mission at Love Thy Nerd is to 
understand the breadth and depth of “nerd culture.” If we really love 
people, we will make an effort to understand who they are and what 
they are about. This includes taking an interest in whatever holds 
their interest. 

Jesus didn’t just preach to people; He also built relationships. 
He ate with sinners and tax collectors (Mark 2:13–17) and took a 
genuine interest in everyone He ministered to. One of the simplest 
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ways you can love your child and build a genuine relationship with 
them is by making an honest effort to understand their interests 
and passions. You don’t have to have the same level of interest in 
video games as your child does, not even close. But loving them 
does mean taking an interest, just as you would if your child was 
really into soccer or piano or theater. If we only see a preoccupation 
with video games as a problem to be solved and not an opportunity 
for relationship, connection, and mission, then we are missing a 
massive opportunity. 

Your child’s love of video gaming connects them to a huge mis-
sion field they are likely better positioned to reach with the love of 
Jesus than you are. You can help them engage games in a way that 
honors God and spreads the good news about Jesus. 

So, in addition to unpacking the potential benefits and dangers 
of digital gaming, I have also dedicated a chapter to embracing and 
engaging the mission field of digital gaming. We will cover this in 
the fifth chapter.

Your children need you to help them navigate video games 
responsibly and Christianly, but more than that, they need you to 
be interested and invested. Video games aren’t all good or all bad; 
they’re wonderful, broken, and complicated all at the same time. 
They can be hyperviolent, misogynistic, and addictive. But they can 
also be awe-inspiring, community building, and confidence boost-
ing. They’re also a lot of fun—and fun is not a value God is opposed 
to. So let’s get rid of our stereotypes, both good and bad, and dig 
into what games actually are, what they do, and what they can be. 
Let’s also be honest about the key ways we often misuse games. 
Let’s discover what the Bible has to say about games. And finally, I 
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am convinced that if we make the necessary effort to understand 
and even play video games in a God-honoring way, we will be more 
than happier and healthier people. We will also be poised to point 
our children to Jesus and equip them to point others to Him.






