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Introduction

In the world today the video game industry has taken over the globe as is especially
noticeable in our nation. Currently video games and gaming consoles can be found in homes
worldwide with their roots deep in our past. Dating back to 1967 there was the invention of a
multi-program video game system to be played on a television known as “The Brown Box”
(History). This invention by Ralph Baer was licensed to Magnavox and then sold as the first
gaming console in 1972 as the Odyssey ( History). This dubbed the name ‘Father of Video
Games’ to Baer as his invention would form the road for all the video game systems that would
follow. Eventually as video games evolved so did the violent genre of them. With the
implementation of such games welcomes the introduction of a problem. That problem is whether
these games directly influence violence in real life. These games have been seen as almost
simulations for violent activities therefore criticized and blamed for being a link to violence. But
many people believe that this is false causing widespread debate about the topic. There are
millions of gamers but not all of them enact violently in the real world. This begs for a solution
that breaks the link between entertainment and real world violence.
Social Behavior

Video games has always been known for being influential to avid gamers causing certain
social behaviors commonly isolation and being antisocial. But some believe that it can also cause
other effects that are more violent. According to Assistant Professor Adrienne Ivory and
Associate Professor Christine Kaestle, who both share expertise in social behavior, have looked
into the effects of profanity in first- person shooter games and have found interesting results

(Ivory & Kaestle). They state that after extensive body research, “...violent video games can



increase aggressive behaviors, thoughts and feelings...” (Ivory & Kaestle). With actual
evidential proof this highlights that video games are a problem and not good for our social
health. These effects are overlooked because people don’t think that a game can cause people to
act in such ways. Also Gwen Dewar who has done research in social learning states that ... kids
who spent more time playing violent video games showed fewer prosocial traits...”. This
ultimately would therefore lead them to act more hostile to others (Dewar). Once again this
reveals negative effects of violent video games and why they are responsible for violent acts.
Since these games are played for so long and are in a violent genre these periods of exposure to
such violence inevitable formulates a violent mindset. People begin to pick up and hold on to
what they are continuously playing. Then according to Catharine Paddock she states that
addiction to video games “...appears to lead to poorer grades in school and serious psychological
problems, including depression, anxiety, and social phobia...” (Paddock). These effects overall
contribute to the fact that video games tarnish one’s social presence. This as stated is due to
video game addiction but imagine if it were violent video games. The effects can most likely be
foreseen as much more negative.
President Trump

The debate on video games has also been granted attention from the leader of our nation
in President Donald Trump. According to Jamie Ducharme who covers all aspects of health
states that “... Trump has blamed video games in recent weeks for making kids more violent, as
have some of the guests he invited to the meeting.” (Ducharme). This reveals that the leader of
our nation views video games as the problem. As our leader he has the power to make many

others view it that way as well. With other guests in agreement to his view of video games there



1s possibility that there will be change in the video game industry. Also according to Susan Scutti
a Health and Medical Writer for CNN she writes that Trump had said “I’m hearing more and
more people saying the level of violence on video games is really shaping young people’s
thoughts...” (Scutti). This statement reinforces Trump’s belief that the video game violence and
real violence link is present. Since so much of our youth play video games, it's not difficult to see
why Trump feels this way. The influences of video games are much stronger on those that are
less experienced in life, the youth. They are more susceptible to act out irrational and violent
behaviors that the President believes will soon happen. Then according to Maya Salam and Liam
Stack both reporters for The New York Times discuss that Trump said “...we have to do
something about maybe what they’re seeing and how they’re seeing it” (Salam & Stack). Trump
said this in a gathering a lawmakers shows that he wants something done to better suit the young
people. He strongly believes that the influences of violence in video games causes the young to
grow into a naturally hostile mindset. This therefore leads to violent attacks that could have been
prevented if the suspect wasn't exposed to such violence at a young age.
Anders Breivik

Nowadays video games are becoming more and more realistic. This realism can prove to
be negative as these video games can be viewed as simulations of real life actions. An example is
a school shooting game discussed by Casey Quackenbush a reporter at Time Magazine. He states
that the game “...allowed players to assume the role a school shooter...” and that it “...is being
pulled following harsh criticism from families of victims and survivors of mass shootings.”
(Quackenbush). The simple fact that an idea like this was made into a game is horrifying and

disgusting. It is basically asking for someone to play the game and eventually act it out in real



life making it a school shooting trainer. This idea of video game trainers can be seen with the
mass murderer Anders Breivik. According to John D. Sutter a Senior Investigative Reporter for
CNN he states the Breivik testified that “...he played video games as a way to train for a shooting
spree that killed 77 people...” (Sutter). The game that he claimed to have trained on was “Call of
Duty Modern Warfare 2” which is a first- person shooting game (Sutter). The ability to train on a
game highlights it’s realism compared to actual reality. It’s no longer a game now it can be
classified as a simulation. Even worse was that Breivik had an incurable medical condition.
According to Asne Seierstad a Freelance Journalist and Writer of The New York Times she states
the Breivik “...was diagnosed with a narcissistic personality disorder (Seierstad).” If he was not
able to acquire violent video games he would have not been able to prepare for mass killings.
The availability of these games to people that should not have them is need of change, because it
is very easy for an ill person to train on a game meant for entertainment currently.
Gaming Can Solve Problems

On the other hand however, many people side with video games as beneficial and can
help us advance into the future. A key figure in this belief is Jane McGonigal an American Game
Designer and Author that wants to use video games into making a change iﬁ the real world. In
her TED Talk she asks a very interesting question which was “Games like World of Warcraft
give players the means to save worlds, and incentive to learn the habits of heroes. What if we
could harness this gamer power to solve real-world problems (McGonigal)?” This question
presents video games in a positive way as we’ve only thought of them as entertainment. This
gives video games a different purpose that can prove to be valuable to us and our future.

According to Lawrence Susskind a Professor and Ella Kim a PhD Candidate both from



Massachusetts Institute of Technology, they state that “...serious games can prepare citizens and
officials to participate in science-based problem-solving (Susskind & Kim).” This then changes
the focus from the negative effects of games into how we can make them better or positive. An
example is by incorporating real world problems into video games. According to John Tierney an
American Journalist and Author for The New York Times he states how McGonigal “...designed
Cruel 2 B Kind, a game in which players advance by being nice to strangers in public places, and
which has been played in more than 50 cities on 4 continents (Tierney).” A game like this
influences more social behavior that helps us interact with one another rather than causing
hostility and aggression. If we can get more games like this rather than violent ones, we give
actual purpose to our games as well as spread positive behavior.
Economy

If we were to follow through with such a plan however who knows how the economy will
be impacted. According to the Entertainment Software Association, which is the trade
association of the video game industry in the United States, they state that 9 is the “Number of
computer and/or video games sold on average every second of everyday...”(ESA). Numbers like
that is what makes entertainment software one of the fastest growing industries in our nation’s
economy. With games rapidly being created and sold this welcomes the arrival of many jobs for
people. According to Chris Morris a CNBC Writer specializing in video games and consumer
electronics he states that “...there are more than 32,000 people directly employed by publishers
and developers in 34 states (Morris).” With video games holding such a high rank in our
economy it’s only right for the jobs to match. But the games out currently are what’s making all

this money, which includes all the violent ones. According to Johnny Wood a Writer for the



World Economic Forum states that “Games like Fortnite, the world’s biggest selling video game,
incorporate an addictive mix of action, adventure and lifelike graphics(Wood).” This highlights
that if we change the games we make we largely risk the video game industry as it will most
likely crash and bring our economy with it. Fortnite which is the best selling video game
involves killing others to win in their most popular mode, Battle Royale. Removing all these
violent video games with real world substitutes won’t feel as amusing and do more harm than
good.
Research Studies

When debates such as ones like this arise it’s only right that people begin to test whether
the link is real or not. To do so they begin conducting countless studies to find some kind of
proof or evidence to point in the correct direction. According to Ollie Barder, a Gaming and Pop
Culture Writer, he states that “...all the counter studies that actually show that playing video
games has clear cognitive benefits, so it really is about time that video games were no longer
demonized as the cause for all of society’s woes and accepted for what they are(Barder).” Within
this study the link is viewed as false. Instead the focus is shifted to why we always decide to
blame video games for violence influences and nothing else. Video games are always looked at
as a waste of time and not beneficial which isn’t true. We just aren’t willing to to see them that
way. But studies like this are just like stories, there are two sides. According to Mike Snider a
Technology/Business reporter from USA Today says that in an international study “...from 2010
to 2017, found playing violent video games led to increased physical aggression over time
(Snider).” Then according to Darcia Narvaez a Professor of Psychology at the University of

Notre Dame states that “The greater the experience with violent media, the lower was the



activation of brain areas for thinking, learning, reasoning and emotional control(Narvaez).” Both
pieces highlight that the opposite is true. Compared to the previous study these show that violent
video games will eventually result in violent behavior. The best way to comprehend it is that the
studies aren’t all the same and are all different in a way. Some agree and some disagree meaning
that there is no real definite answer based on such studies. The most reasonable conclusion is that
we should treat it as a problem so that we eliminate any chance of it being overlooked.
Solution

The big question now is how do we solve this problem. Where do we start on a problem
that is part of such a large industry and so easily influential to many people. According to
Rebecca Desfosse a Writer specializing in Family and Parenting explains how parents have a role
in stopping the link from unfolding (Desfosse). Things like looking for certain cues in behavior,
and limiting game time will help kids stay away from growing into a violent nature (Desfosse).
But it’s up to the parent to make sure they regulate kids and their video games correctly. Even
with that said however, people other than kids play games so what about them. The video game
audience is so broad that a solution to fit everyone is difficult to make. They all have flaws such
as how not every kid is lucky enough to have a parent or a caring one at that, ultimately leaving

the problem still fueled to continue its wrath.
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