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Effects of Violent Online Games on Aggression
The article focuses on how violent online games impact on somebody’s aggression level. In the recent past, the intense online video game has become the most popular industry in comparison to the music and video industry. It is, therefore, the most selling industry currently. The popularity of online violent video games could be attributed to the advancement in technology. Several pieces of research have been conducted to examine the relationship between online violent play games and aggression levels. The concern of the study is the fear that continuous exposure to violent online play games can be risky to an individual's psychological health. Using the General Aggression Model (GAM), recent research has identified a notable connection between the increased aggression level and playing online violent video games. The research, however, needs to be confirmed further.
This research involved a selected sample of students from one of the universities in the United Kingdom. It included a selection of 101 students who were at least 18 years and a maximum of 44 years. Thirty-seven were women, and 64 were men. The examiner came up with four experimental conditions that he randomly assigned to the participants. The students were distributed into groups of between 23 to 26 people for each experimental state. Different groups were to play each of the following game modes: violent online game, intense offline game, neutral offline game, and neutral online game. Concerning the online mode, the respective players were expected to play against other human gamers connected by the internet.
In the online mode, the communication with other online players was prohibited so that other online players would not influence the participants in terms of attitudes and ideas towards the game. The offline mode participants were expected to play versus the computer opponents. In all conditions, the game sounds were turned off to avoid influence in attitudes and feelings by other players. Games labeled 18 years and above displayed extreme violence and merciless killing between the opponents. The ruthless murder would trigger revolt between the opponents. After playing, the participants were provided with several questions to answer regarding the game. The study aimed to determine their attitudes toward the game. The question items measured the extent to which the players were excited by the game, to what extent they experienced the difficulty in the game and the speed to which they perceived the game. The assessment was measured in a scale range of 1 to 7. They were also made to taste a hot chili to tastes their level of aggression. They were then provided with a briefing form about the purpose of the experiments. 
The analysis of the results presented that those who engaged in violent gaming experienced more violent graphics and content compared to those in neutral games. The study of the chili sauce experiment displayed more aggression in those who participated in the fierce online game mode than others who played the other three ways. The final results analysis presented more aggression when one plays violent video games, both offline and online, than in neutral games.
In conclusion, the study identified that there is no more pronounced increase in aggression when one plays a violent online video game compared to playing online neutral video games or playing violent games offline. The study, therefore, has provided great insight into the underlying adverse effects on the aggression of violent video games. There should be a concern about playing violent games. However, online gaming does not increase the game's results.
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