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Effects of Television and Video Games
One of the most critical stages in a person's development happens when they go through middle school. Middle school can either make or destroy a child's behavior and development. Perhaps you are familiar with the phrase "garbage in garbage out" if your child continuously takes in garbage from television and video games, you are guaranteed that they will give out "refined garbage" when they come of age. Additionally, some scholars have related violent teen behavior with overuse or overplay of violent action games. Through middle school, although parental influence is still very high on a child, other factors come in and can either positively or negatively impact the development of a child. It is thus essential to discuss the long-term effects and impacts of television and video games. The essay will briefly analyze two articles on the impact of television and video games on a child's development and behavior.
[bookmark: _GoBack]Research conducted by the National Center for Biochemistry Information (“Impact of Media Use on Children and Youth,” 2003) found extensive evidence that relates the impact of television and video games on behavior. The research study was conducted by carrying out several studies on children of a certain age and relating their behaviors to TV and video games. The study aimed to explore the beneficial and harmful effects of the media on children's mental and physical health. If someone were to take a keen look at all the gadgets of the new generation that have screens, the dangers of screen time on kids would be crystal clear. The research concluded that kids spend more time on screens more than they do in school. That goes on to show how television and video games are very critical to a child's behavior. Some pediatrics suggested that there should be zero TV time for kids up to when they turn two. Television has been known to delay a child's development, especially when they are in middle school. Instead of interacting with their peers and the environment, children spend most of their time watching television shows. Although some shows have been very beneficial to kids, most of the shows do not add any tangible value to their development. The exposure of young kids to television has also been associated with reckless sexual behaviors, offensive language, early use of some drugs, and sometimes inappropriate sexuality. Some of the television programs that are easily available to kids might encourage inappropriate sexual behaviors to fit in with the trend; children might find themselves mimicking some of these behaviors. The use of drugs in some of the shows is a factor that often influences a child's character as they grow up; say their hero or their favorite character uses drugs, a child might be encouraged to do the same to fit the character's personality.
Another study by Steven B. Silvern (Silvern & Williamson, 1987) came up with similar results. The study was conducted by carrying out detailed research and analysis of exposure to television and video games on behavior, particularly violent behavior, to obtain correlations between the two subjects. There is considerable evidence that kids who watch violent shows or play violent games tend to play with guns and engage in aggressive behaviors. The study suggested that kids who play violent versions of games like Call of duty gravitate towards violent behaviors and might play with deadly weapons if given access. Consumption of violent media can therefore impact the behavior of kids in a negative way.
As discussed, the most influential factor to a middle school child's growth and development is the television and video games. Therefore, parents must limit screen time on their kids for healthy development.       
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