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Do Violent Video Games Cause Behavior Problems?
Introduction
There has been an increase in the number of video games that have attracted the attention of many people, especially the youths. The increase in the number of video games is attributed to the technological advances that have led to invention of of new gaming systems with an improved gaming experience. The updated technology has made it possible to develop games that are more realistic and interactive with the users. Most important to note is that most games include acts of violence to involve scenes of war, theft episodes, drug trafficking, and other forms of common vices in society. Most popular video games involve actions of either people or animals being killed, and children have developed an interest in such games. Although most violent video games are entertaining, they have a negative effect on the observed behavior of the youths. 
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	The violence included in video games is associated with the development of aggressive behavior, mostly in children.  Some children end up becoming more aggressive after playing violent games for a long period such that they become violent in the manner they interact with peers and other people. The games introduce the children to various ways through which they can get involved in violent acts successfully. Some of the children exposed to violent games become curious to try some of the actions involved in the games. A long time exposure to such games, thus, has an increasing tendency of promoting the development of violent behavior in children. The tendency of children to develop aggressive behaviors after playing violent-based video games is also determined by the specific personalities possessed by human beings. For example, children with high levels of neuroticism tend to become extremely aggressive when exposed to violent games for a considerable amount of time. It also happens that children that are naturally aggressive tend to develop a liking for violent video games, unlike the case of children that are not aggressive. 
	According to the American Psychological Association,2015,  there is an established link between the aggression levels of a person and the violence contained in video games. It is indicated that prolonged exposure to violent video games has psychological effects that lead to reduced empathy levels of a person.  The games also have effects that result in reduced prosocial behaviors of a person such that their chances of getting involved in violent behaviors are increased. There lacks of control of the extent to which children are exposed to violent video games such that parents are in most cases not aware of the type of games at the disposal of their children. It is for this reason that the development of violent behavior in children takes time and is only realized at later stages that are hard to revert (American Psychological Association, 2000). Lack of control on the access to violent video games has additionally adverse effects where some children become extremely fearful. Some of the acts in the video games might include deadly acts of people being killed such that some children might develop an inner phobia that is associated with reduced courage levels. 
	There are video games that are based on antisocial themes such that they end up promoting odd behaviors that should be condemned in the real sense. For example, some game involves violence where actors might get involved in a mission meant to kill family members or to rape some actors. Family violence is a societal vice that should be condemned at all costs, and that playing video games that promote such vices are contrary to what is required in any society. Introducing young children to family violence in terms of playing video games has a negative impact in determining the kind of behavior developed by the victims. Exposure to non-acceptable behaviors when playing video games increases the confidence of affected children in getting involved in real violence at some stages in their lives. Children tend to associate some superiority with participation in violent acts, especially in a society where such acts are condemned.  It becomes worse where parental interventions are missed to control the type of games played by the children. The availability of most of the games on the internet makes it hard for parents to control the type of games that can be accessed by the children. 
	Some video games promote racism in the manner the games are organized and the kind of people who sustain the negative impacts of violent video games. These are the kind of games where the people of a given color or race are used to kill people from a different race. For example, there are video games where white characters are used to kill black characters. Such games tend to promote the segregation of the blacks that have been an issue in the United States.  The fact that the whites end up killing the blacks creates an impression that the whites are superior to the blacks and that the blacks are entitled to unfair treatment. Such games end up instilling a mentality in children that racism is something that exists in society. Children grow up knowing of the segregation that exists in the society that negatively affects the kind of relationships they develop. The developers of such games are biased in the manner they tend to make the video games entertaining (Yao et al. 663). It creates a negative impression when a video game exploits racism as the only way the game can generate the intended humor or entertainment.
Benefits of Violent Video Games
	Playing video games has cognitive benefits, especially in games that do not involve extreme violent scenes or other behaviors that are not contrary to the expected societal norms.  Such games end up improving the attention levels of a person, mental rotation as well as spatial recognition.  Most video games involve high speeds that require a player to think fast when deciding on the appropriate action to take.  Failure to act with speed results in failure or low scores such that a player is encouraged to act in speed when controlling the game. Exposure to video games that involve high speeds has positive impacts on young children where they promote critical thinking that is important in their academic lives. Video games have positive impacts on children with cognitive limitations (Granic et al. 2). Common cognitive limitations such as height phobia and reduced courage while driving can effectively be reduced by playing video games. Video games involve a lot of creativity in the manner events unfold, which is important in boosting the creativity level in young children. Trying to conceptualize the manner in which some of the happenings occur in video games makes a person develop an interest in technology that is an important achievement in contemporary times. 
	Violent video games that involve physical movements when playing games have health benefits associated with the physical wellness of the body.  These are new games that make use of upgraded technology that involves motion that works well for obese children. Although the physical movements are not pronounced in such games, the effects have considerable fitness effects in young children, especially those who are not involved in other physical exercises. Tailored games have in some cases included in motivational programs for children that help to improve the efficacy levels in children suffering from certain ailments. Other games are used to trigger specific brain responses to develop a preferred perception that reduces the impact of symptoms of a given ailment. For example, burn victims can be introduced to video games that create a feeling that it is cold as a way to draw them away from the burning sensation.  The diverted attention when taking part in such games helps to reduce the amount of pain suffered by victims. 
Conclusion
Violent videos are entertaining, but they have negative effects on the overall behavior of people, especially young children.  Violent videos encourage the development of aggressive behavior in children that increase the chances of getting involved in violent activities. The games reduce prosocial behaviors that increase the chances of getting involved in violent activities similar to those contained in the games. Some violent videos promote racism, while others make use of antisocial themes that are contrary to societal norms. In terms of benefits, violent video games have cognitive benefits and healthcare-related issues. 
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