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Outline: Violent Video Games
Specific purpose: After listening to my speech, my audience will understand whether violent video games encourage players to become violent in real life or not. Personally, I will persuade people that violent video games do not encourage players to be violent in real life, and I would add that video games are actually beneficial to our minds and body. 
Introduction
I. Hook: "While violent video games may have some impact in the immediate short-term, video gaming does not seem to impact the long-term aggressive behaviors and attitudes of adult players" (Licht, 2019).
II. Personal credibility: Due to the advancement in technology and evolvement of the entertainment sector, video games have become common, especially among the youth. However, some production companies have been producing violent video games. Being a youth and a fan of video games, I have also had an experience with violent games. Some of the violent video games that I have come across include Conan Exiles, Dead by Daylight, and Sniper Elite 4. From a personal point of view, I think violent video games do not make people violent. However, there is fear that violent video games make people violent. Therefore, I will be largely explaining that violent video games do not influence aggressive behaviors, and rather highlight the benefits of video gaming. I will also include an argument that violent video games fuel aggressive behaviors. 
III. Thesis: Although some people argue that violent video games encourage players to be violent in real life through fueling aggressive behaviors, I think violent video games are beneficial because they foster cognitive skills and result in motivational and social benefits.
Transition: Let's start with the argument that supports the notion that violent video games encourage players to be violent in real life.
Body
I. First main point: violent video games encourage players to be violent in real life.  
A. Sub point: Violent video games encourage players to be violent in real life by fueling aggressive behaviors.
1. Sub-sub point: Significantly, violent video games are linked with a high rate of aggressive behaviors and thoughts, reduced helping behaviors, and high physiological arousal. 
a) Sub-sub-sub point: When players watch violent video games for long, they become more aggressive and hard, and their humane spirit decreases. 
2. Sub-sub point: In addition, violent video games instill aggressive behaviors, such as pinching, pushing, biting, and hitting to players. 
a) Sub-sub-sub point: Other violent video games teach players karate kicks. Regular exposure to violent video games is also associated with student fighting in learning institutions and violent criminal behaviors, such as robbery and assault. 
b) Sub-sub-sub point: For example, a gunman who caused the death of 22 people in Walmart and left 24 others injured referenced influence by soldiers on video games and stated that he was aware of video violence (Boffey, 2019).
3. Sub-sub point: In most cases, when players watch violent video games, they tend to physically practice what they saw on such games, and though this causes aggression and violent actions. 
Transition: We have discussed the notion that violent video games encourage players to be violent in real life. Now let us look at some of the benefits of violent video games.  
II. Second main point: violent video games are beneficial because they foster cognitive skills.
A. Sub point: Notably, violent video games help players to enhance their cognitive skills. 
1. Sub- sub point: Cognitive skills are skills based on the brain, and that helps people to think, reason, and remember effectively. 
a) Sub-sub-sub point: Violent video games stimulate the mind, and as a result, people function swiftly and have improved cognitive ability.
2. Sub- sub point: Consequently, players develop profound cognitive strengths, such as astute problem-solving skills, enhanced memorization, as well as analytical skills, and the ability to allocate resources in a most economical way (Goncalves, 2020). 
a) Sub-sub-sub point: Other essential effects as a result of enhanced cognitive ability include the ability to screen irrelevant information in an effective manner, improved mental retention ability, and the ability to pay more precise attention. 
3. Sub- sub point: Basically, improved cognitive ability stimulated by regular watching and playing violent video games help people to make wise decisions.
Transition: Having discussed how violent video games stimulate cognitive abilities and skills, let us look at how violent video games result in motivational benefits.
III. Third main point: In addition, violent video games are essential because they result in motivational benefits. 
A. Sub point: Conversely, playing video games is associated with motivational advantages. 
1. Sub- sub point: In most cases, violent video games involve characters who undergo different challenges and sufferings before they finally emerge victoriously. 
a) Sub-sub-sub point: Such challenges and difficulties act as motivation to players. 
2. Sub- sub point: Characters who lose in video games also act as motivating factors to players. 
a) Sub-sub-sub point: Notably, players become motivated on how they can use failures as stepping stones to bolster their efforts and scale to greater heights (American Psychological Association, 2018). 
b) Sub-sub-sub point: Players also learn the strength of resilience through the characters that never give upon who bounce back from defeats or failures, and they are able to use such resilience, especially when faced with failures. 
Transition: We have discussed how violent video games act as motivating factors to players, and now let us look at how these games affect the social life of the players. 
IV. Fourth main point: Besides, violent video games cause social benefits to players. 
A. Sub point: Violent video games positively affect the social life of players.
1. Sub- sub point: Notably, violent video games involve cooperation, teamwork, and collaboration among various members to emerge successfully. 
a) Sub-sub-sub point: These are essential traits that improve the social life of players. 
b) Sub-sub-sub point: Consequently, players are able to learn how they can apply the aspects of collaboration and teamwork in different endeavors, may it be at school, work, or community activities (Przybylski& Weinstein, 2019). 
2. Sub- sub point: Individuals or groups who become winners in video games are influenced by effective leaders who demonstrate astute leadership abilities.
a) Sub-sub-sub point: Players are able to learn such abilities and hence shape their leadership skills. 
b) Sub-sub-sub point: From violent video games, players are also able to learn effective social skills.
Conclusion
I. In conclusion, there is little evidence to show that violent video games influence aggressive behavior among players.
A. Although some people argue that violent video games encourage players to be violent in real life through fueling aggressive behaviors, I think violent video games are beneficial because they foster cognitive skills and result in motivational and social benefits.                   
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