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Do violent video games cause behavior problems?
Introduction.
I am considering the topic because I have the notion that violent video games cause behavior problems in teens and that we should take control of them. I have observed children who play violent video games. It seems that children who are obsessed with violent video games grow aggressive slowly by slowly. Yet, our media in conjunction with parents are still pampering our precious generation with these behavior threatening video games. The principal focus of violent video games is to engage in violence and kill enemies. The more the media produces complex techniques of video gaming, the more they become attractive to the youth. However, this establishes the basis for rational question in our minds and that is: do violent video games cause behavior problems? 
Personal story.
One sunny summer day, my friends and I attended a video showroom in our local market. We grouped ourselves into two teen groups to compete in playing and agreed that the losers would reward the winning group with some money. In the cause of action, our group spent much short time to capitalize on errors made by our counterparts. My group found it more interesting hence thinking that violence was fun and tried to associate aggression with laughter. After the context, our group was rewarded, but my colleagues could extend the same level of success to our counterparts subconsciously. They intended to mock up each other just like they had observed in the video game. Suppose we had real weapons, I think this would have been a different story. 
Appeal.
To appeal to the sense that violent video games cause a change in behavior, I plan to use observation methodology over two teen groups indulged in playing violent video games. The study will depict how involvement in violent video games cause a change in teens behavior patterns; how it makes teens aggressive in nature, violent, lazy and unsocial (Kühn et al., 2018). I will then recommend how teens should spend their precious time and energy other than engaging in playing violent video games which often cost their behavior. I will also suggest for thorough research to be conducted by psychologists to determine the extent to which violent video games impact teens’ behavior, how this can affect their future lives and thereafter suggest possible remedies. More importantly, I will try to appeal to the audience emotions by initiating educative and entertaining teen games and programs which will have positive impacts to participants. 
Focusing on the evident literature, playing violent video games is addictive if uncontrolled. The teen players usually copy similar actions as the virtual people in the games and seek to compete at sophisticated levels in order to achieve the missions of the video games. To attain this mission, it demands player’s time and patience since they are procedural. It may spend up days to practice and complete a level or a mission of the violent video game. This implies that the teen would never have enough time to participate in social life within the family or with colleagues .What is valuable for teens at this time is killing as many violent enemies as possible to succeed in the game. In this regard, the exercise makes teens start boasting about their expertise in these fields. The youngsters, however, grow unsocial and obese due to lack of physical exercises.  
Additionally, a lot of time spent by teens in playing video games facilitates negative behavior in that they become self-centered, more violent, seek instant gratification and shortened attention period. This practice leads to brain underdevelopment due to lack of involvement in thought-provoking activities.
Audience.
My target audience for this study topic includes teenagers, parents, psychologists and government agencies. These are the necessary populations which should understand the devastating impacts that violent video games are projecting to our young populations and that remedies need to be incepted for prevention. I intend to convince the audience that violent video games are detrimental because they have negative impacts on the behavior of teens and this is likely to threaten the wellness of our nation soon. I will establish a receptive environment to keenly listen to critiques, so that I may convince for changes rationally.
Counter-arguments.
Thoughtfully, violent video games are intentionally designed for adults. This is for the rationale that mature people are not likely to be influenced by video games and would not be eager to practice what they observe from the game in the real world. The videos are meant for mature adults and bigger teens to quench the thrill and adventure seeking senses, and thus children are just intruders in the violent video games (Lobel et al., 2017). Moreover, violent video games generate a form of involvement which can be of great significance to the teens. As such, they help to curb irrational thinking in grown teens .Although these arguments are valid; it is increasingly difficult to efficiently monitor these media activities of teens by psychologists and parents all through. Controlling violent video games may cause ethical challenges to teens and there is an assertion that this is a sort of violation of teen’s privacy in majority societies.

Conclusion.
In summing, it is right to advocate that violent video games cause behavior problem in teens. Teens tend to have violent behavior in the real world as they tend to practice what they learn from the games. Teens have become more violent, unsocial, and obese and they start boasting about expertise in minor activities other than engaging in academics and innovative activities. A lot of concern needs to be imparted by the government to regulate the creation of violent video games. Parents should carefully monitor their kids to avoid engagement on such behavior threatening games. Controlling teens’ participation in violent video games would have many benefits to themselves and the society as well.
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