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A Counter Argument Essay on Why Violent Video Games Should Be Banned
There are many incidences that have occurred in the past and have been widely blamed on the violent video games. Incidences like the school shootings and suicide among the teenagers and the young generation have been blamed on the risk effects of the violent video games. This paper seeks to counter argue that despite the heated debate on why violent video games should be banned, that should not be the case because they still serve a great purpose in the development of the child. People may argue that evidence that supports the idea that video games affects the behavior of children can be irrefutable and that violent video games should be banned, but looking at it from a different point of view, violent video games should not be banned because they serve as a valuable stress reliever, enhances teamwork and communication skills as well improve the players’ memory and spatial-solving skills. 
Proponents of the banning of violent video games argue that exposure to such games affects the behavioral development of children and the teenagers who play it. Anderson et al. argue that there is strong evidence that suggests that exposure to violent video games is associated with causal risk factors behavior such as aggression, decreased empathy, and prosocial behavior (151). Another argument by Bluemke, Fredrich, and Zumbach suggests that exposure to violent video games increases aggressive self-concept linked to playing such games. It is obvious that one can argue in respect to what he or she perceives (2). Everyone is entitled to how he or she may look at an issue. However, this does not mean that the whole issue to be looked at in that perspective.
First, violent video games are helpful in the cognitive development because it serves as a great stress reliever for the players. For many years, video games have been said to have numerous health benefits even though the benefits are significantly disregarded. According to Grant Bailey, playing video games has become a significant strategy for dealing with stress (1). According to the author, this argument has been proven by the study of millennial gamers in the past (Bailey 1). Researchers who studied over 1,000 gamers found that over 55% of them play video games because they believe it helps them to unwind and relieve stress they go through (Bailey 2). It does not matter whether the video game played is peaceful or violent; the beneficial impacts are from both sides. Even though this study has only involved the adults, it does not mean that it cannot apply to children. Children are not stressed as adult or teenagers, but video games can be effectively used to help many teenagers who are exposed to risk factors such as depression. According to WorldHealth.Net, research has found that playing violent video games during rest breaks can help revive moods and enhance response to workplace stress (1). It is argued that almost half of the American workers are exposed to severe stress related to their place of work. The same can be said for teenagers who are exposed to many stress risk factors because of the challenges they go through as they develop and grow. Trying to play video games, it does not matter whether it is violent or peaceful, can help them manage and deal with the stressful situations that they experience. Bailey further adds that survey study has shown that video games are a key part of the social lives for many people. Therefore, banning violent video games will mean that such people are denied an opportunity to deal with their stress as well as forced to look for an alternative that will help them deal with the work pressures. Playing violent video games does not mean that the player will get violent. There are many causing factors for violence and playing violent video games may just provide the individual with the perception that supports it but does not imply that it is the causing factor. In this case, banning violent video games will only enhance the number of stress-related risk factors because those who find comfort and peace in playing such games will no longer have something to hold on to. Therefore, violent video games should not be banned at all. 
Secondly, video games enhance teamwork and communication skills to the players, especially children.  Through the video games, the children or the players are able to communicate and enhance their capability since they interact with different players of which some are strangers. Through this, the creativity of the players and the children players also increases significantly. Mokhtari et al illustrate that creativity is like a personal attribute that differentiates individuals from each other. Harlem study shows that video games do not significant outcome on the creativity of the children or the game players. However, the fact that the games have the ability to significantly affect the general knowledge of communication and teamwork cannot be refuted. The children are able to join together and come up with the solution for a certain video game puzzle. The teamwork of the games is also contributed through the existence of a different form of the game. The multi-players game improves the building of teamwork in children.  For instance, the “Tom Clancy’s Rainbow Six” is one of the video games that requires teamwork. The complexity of the game requires the players to coordinate since it needs a squad of 3-4 members. Harlem strongly supports the benefits of the video games since the significant effects games to the children are minimal. With the formation of the teamwork in the games, the children will be able to facilitate strategies and logical thinking to win the enemy in the game. This kind of possibility is not present in the normal formal education sphere. This also enhances the children’s ability to communicate and respond to the problems. It cannot be refuted that the abilities and the knowledge that the children and players of the violent video games gained cannot help them in the normal circumstances of life. Paul Pranshu (8) acknowledges that the players and the children can be able to know and differentiate that the games and the reality. This means that the violent video games cannot lead the players to do the violent things in the games in the real environment. This also indicates that the games do not have aggressive impacts but enhances their abilities and competency. 
Lastly, violent video games should not be banned because they improve the players’ memory as well as spatial solving skills. Violent video games have been found to serve a significant purpose in helping the players to improve their spatial skills. According to Choi and Jing, when video games are used in the right way or for the right purpose, it does not destroy but instead, it helps to create something better. In their case, the authors found that when used for educational purpose, video games can serve as an enhancement to individual’s spatial skills and memory functions. Spatial skills are considered to be a set of skills that enables an individual to create, maintain as well as manipulate the visual objects in his or her mind (Choi & Jing 93). Choi and Jing acknowledge the importance of video games in the educational sector. According to the authors, video games have contributed significantly to the educational sector. With the improvement of technology, more video games have emerged which can help improve people’s memory as well as spatial skills. Calif explains how 3-D video games can serve a great purpose in boosting people’s memory. According to the author, playing video games can help improve an individual’s eye-hand coordination and reaction time (Calif 3). The video game does not have to be peaceful video games alone. Any, including the violent video games, can serve the same purpose of improving someone’s eye-hand coordination as well as reaction time. Violent video games such as COD have been found to be beneficial in improving someone’s cognitive retention and performance. Based on Calif’s study, playing video games can help the teenagers or children. According to research by Craig Stark and Dane Clemenson of UCI’s Center for Neurobiology of Learning and Memory, video games are more helpful among the young generation. In their study, the researchers found that students who played 3-D video games significantly improved their test scores on memory retention and performance capabilities (Calif 3). Therefore, violent video games are important and should not be banned. 
In summary, the debate regarding the banning of violent video games has extended for many years, but many people seem to support the fact that violent video games are linked with serious risk factor behaviors such as aggression. However, this essay has argued that despite being unrecognized, violent video games still serve a great purpose because they serve as a valuable stress reliever, enhances teamwork and communication skills as well improve the players’ memory and spatial-solving skills. As such, violent video games should not be banned at all.
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