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Violent Video Games Cause Aggression in Gamers


With the increasing amount of technology in today's world, children are more exposed to video games at younger ages.  Although some of these games are educational, most reveal large amounts of violence to the players.  Research has proven that violent video games should be more strictly monitored because they create aggression in individuals by expressing murder, mugging, verbal abuse, and domestic abuse as socially-acceptable activities.


Many people support the argument that video games increase violence in individuals, while many others oppose this view.  There has been a plethora of studies conducted regarding this issue, with most results proving the affirmative: video games do cause violence and aggression in gamers.  Although some games may be educational, most contain large amounts of violent behavior that children should not learn to accept.  "Heads being blasted apart by sawed-off shotguns with the accompanying blood flying all over the place is just another scene in many video games" (Chiao, 2003).  In Manhunt, a first-person 3D game, the gamer plays a convict let off of death row who shoots, beats to death, or suffocates all acquaintances.  The more gruesome the execution, the greater the awards earned.  Also, in Grand Theft Auto: Vice City, the gamer plays the part of an ex-con trying to recover cash lost in a failed drug deal.  The player mugs people, intimidates jurors, and kills a prostitute.  With these descriptions, it is hard to argue that video games do not generate violence and aggression in players, which is why most research points to support of this argument.


The opponents of the theory that video games cause violence in people have conducted studies that concluded that there is "no link between violent video games and real-world aggression" (Haines, 2005).  The study was done using a group of people who were playing the game Asheron's Call 2.  They played the game for an average of fifty-six hours per person.  The results concluded that the people who played Asheron's Call 2 had the same opinions of aggression as the non-playing control group.  These findings are not very convincing since the researchers' conclusion is that all the people in the study, game playing and not, held "the same views" on aggression (Haines, 2005).  Their flaw is that aggression is usually more involuntary than voluntary.  One will act on aggression before they think about their opinion of aggression.  A more definite study was performed by Dr. Karen E. Dill and Dr. Craig A. Anderson.  Their results contradicted those of the previously mentioned study.  Their first study focused on 227 college students who had records of previous aggressive behavior, and of playing video games of violent nature.  Through this study, Dr. Dill and Dr. Anderson found that students who played violent video games during junior high school and high school were more aggressive than those who had not played such games.  Their second study featured 210 college students who played one of two games, Wolfenstein 3D, a game of violent nature, or Myst, a nonviolent game.  Dr. Dill and Dr. Anderson found that "students who played the violent game punished an opponent for a longer period of time compared to the students who played the nonviolent game" (Shin, 2005).  The overall conclusion of their studies is best quoted by Dr. Anderson: "Violent video games provide a forum for learning and practicing aggressive solutions to conflict situations.  In the short run, playing a violent video game appears to affect aggression by priming aggressive thoughts" (Shin, 2005).  It is not difficult to see how long term affects will probably spawn from reinforced short term affects of aggression.


Another opponent, Marc Saltzman, in Virtual Violence and Real Aggressiveness; Is There a Correlation?, gives an example of an FBI's Unified Crime Report which states that, "violent crime has decreased by almost 20 percent...and juvenile violence is down 40 percent...just as video game sales became the fastest-growing segment of the American entertainment industry" (Dill, 2000).  In summation, this statement declares that there is not a correlation between violent crime and the participation in playing violent video games.  However, Dr. Craig A. Anderson refutes this declaration by arguing that video game violence does cause violence and aggression in game players.  He states, "High levels of violent video game exposure have been linked to delinquency, fighting at school...and violent criminal behavior" (Dill, 2000).  This statement clarifies that violence in video games does increase aggression in its audience.  Overall, the intensity of aggression and violence caused from the effects of playing violent video games is dependent upon the violence in the video game, as well as the mind of the player, not simply statistics.


Another opposing view argues that video games help coordination, rather than cause violence in players.  In Center's Study Shows Video Games Can Be Beneficial, Edward Chiao states that "avid computer gamers showed higher levels of visual attention and spatial representation than non-gamers--skills necessary in today's science and technology world" (Chiao, 2003).  This and other studies have demonstrated the link between video games and learning.  However, do you think it is possible for people to learn only "necessary" skills from violent video games?  After all, an article called Aggression and Violent Media by Cynthia G. Wagner states that "gaming is participatory...so the risk is greater that exposure to violent games will result in violent behavior."  She goes on to say, "Among the effects of violent game playing are increases in physiological arousal and physically aggressive behavior, such as hitting, kicking, and pulling clothes or hair" (Wagner, 2004).  Although it may be different in the world of video games, in the real world such physically aggressive behavior as hitting, kicking and pulling clothes or hair is not considered a necessary skill in today's "science and technology world."  Therefore, not all video games are educational, in that they provide players with necessary skills.  They may all educate gamers, but many cause them to learn unnecessary aggression and violence.  


In conclusion, we present to you some real-life occurrences involving video game violence.  April 2002, Erfurt, Germany: a 19-year-old runs amok with a pistol at a school.  His 20-minute shooting frenzy leaves 17 dead, including himself.  April 1999, Littleton, Colorado: two teenagers rampage through Columbine High School with bombs, guns and knives, slaughtering 13 people and wounding 23 before committing suicide, creating their own version of the game Doom, a game licensed by the U.S. military to train soldiers to effectively kill.  These, and at least 12 murders since 1997, have been linked to an obsession with violent video games.  In 2004, the parents of a 14-year-old murder victim in the UK blamed the alleged killer's obsession with the game Manhunt, provoking a government review of legislation to protect children.  If these cases do not demonstrate the affect of video game violence, then nothing does.  From the previously mentioned examples, it is obvious that the widespread influence of violent video games can and will cause many more deaths in the future if they are not more strictly monitored.
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