The observer in the after-school program, who saw many students glued to the computers at the back of the room rather than watch the large screen movie, was truly seeing developing little humans doing what they do best: interacting.  Watching a movie is passive.  It may have an inspiring storyline, wonderful characters, beautiful cinematography and even exciting special effects, but it is not as engaging as the interaction of "finger on button produces desired result".  As the observer also noted, there were clusters of users at the stations, so now the students have not only the power of manipulating some action on a program, but the equally powerful activity of sharing and competing amongst their peers.  

Other factors could be that these youngsters feel that they can watch a movie any time, anywhere (and it's usually true; what with vcr/dvd players absolutely everywhere.)

But they may not have access to a computer or that particular game. 

When my son first became interested in computers and video games, circa 1995, I was afraid it would become a very solitary activity and that he might become almost cloistered during his adolescence. The exact opposite was true.  The pursuit of this activity brought many kids together, sharing tales of their exploits in this game or that, swapping tips and eventually hooking up together to play with or against each other in a virtual world. 

Humans are funny that way, they prefer to DO, than to WATCH.
