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Violent Video Game and the Effect of the Children
Anderson, Craig A. "An update on the effects of playing violent video games." Journal of Adolescence 27 (2004): 113–122.
	This article first examines the existing research studies that evaluate impact of violent video games and offered an updated analysis that reveals that being exposed to violent video games might result in high levels of aggressive behaviors. The author maintains that when children and youth are exposed to games of this nature for many hours end up having huge societal outcomes. The players are likely to develop violent characteristics and other negative traits. This article will help in comprehending the studies that have been previously conducted around the impact of violent video games and understand how these games affect children, other players.
Anderson, Craig A. and Brad J. Bushman. "Effects of Violent Video Games on Aggressive Behavior, Aggressive Cognition, Aggressive Affect, Physiological Arousal, and Prosocial Behavior: A Meta-Analytic Review of the Scientific Literature." Psychological Science 12.5 (2001): 353-359.
	The authors rely on the existing evidence about subjection to violence exhibited in television and movies. Additionally, the resource suggests that violent video games promote the aggressive behaviors that may be presented by young children as well as by adults. The article explains that violent content promotes aggression and hostility by teaching children and game players how to be aggressive. The article also notes that individuals are impacted by what they interact with or observe. This resource will be useful in comprehending how aggressive behaviors are caused by playing video games that are violent.
Bartholow, Bruce D. "Effects of Violent Video Games on Aggressive Behavior: Potential Sex Differences." Journal of Experimental Social Psychology 38 (2002): 283–290.
	Bartholow stipulates that participating in a violent game cause more aggression than on individuals who engage in non-violent games. Additionally, the author notes that the effects of violent video games are recorded more on males than in females. The resources also explain that playing video games can facilitate both short and long-term aggression-related behaviors. This resources will be useful to understand short and long-term effects of playing violent games and how these effects vary between male and female.
Adachi, Paul J.C. and Teena Willoughby. "The effect of violent video games on aggression: Is it more than just the violence?" Aggression and Violent Behavior 16 (2011): 55–62.
	This article provides different effects of exposure to violent video games. These may include physiological arousal, aggressive behavior, and other related effects. Resources maintain that there are other factors rather than the violent content that results in aggression. Also, the authors describe that both male and female are impacted psychologically by violent video games. Additionally, authors maintain that videos with violent content may promote hostile beliefs and attitudes. This paper will help in understanding the general aggression model, which may help in comprehending how players are impacted by the videos they play.
Greitemeyer, Tobias and Silvia Osswald. "Effects of prosocial video games on prosocial behavior." Journal of Personality and Social Psychology 98.2 (2010): 211-221.
	This article provides the finding of the previous research studies which maintain that violent video games promote undesirable social behaviors. These games make the players more cruel and hostile, and they also develop anti-social behaviors. The authors explain that people who have played violent games for a long time generate hostile expectation bias where they see any harmful deeds as intentional and not accidental. This resource will help to comprehend how exposure to media may affect people and how they interact with others in society.
Greitemeyer, Tobias and Dirk O. Mügge. "Video Games Do Affect Social Outcomes: A Meta-Analytic Review of the Effects of Violent and Prosocial Video Game Play." Personality and Social Psychology Bulletin 40.5 (2014): 578–589.
	This article explains that despite causing aggression, violent video games also affect individuals’ willingness to help people or victims of violence. The resource also explains that long term exposure to violent content may create cognitive-emotional constructs such as stereotypes, beliefs, and attitudes. Authors stipulate that while violent video games perpetrate aggression, non-violent games increase pro-social attitudes. This resource will help in identifying how violent and non-violent games affect the players and how this may impact their desire to help. 
DeLisi, Matt, Michael G. Vaughn, Douglas A. Gentile, Craig A. Anderson and Jeffrey J. Shook. "Violent Video Games, Delinquency, and Youth Violence: New Evidence." Youth Violence and Juvenile Justice 11.2 (2012): 132-142.
[bookmark: _GoBack]	This article maintains that violent video games regarded as cruel and hostile. Games of this nature promote aggression and anti-social behaviors. Criminologists have established that violent content has presumed criminogenic effect and may increase undesired behaviors among the players. Individuals who have been exposed to violent games for a long period tend to worry less when they encounter violence, and this may lender them to commit activities which are against the law. This article will aid in comprehending how violent video games increase risk of engaging in unlawful practices.  
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