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Violent Video Game and the Effect of the Children
	Videos games have played a crucial role as far as entertainment is concerned. Video games have offered a lot of entertainment to the current generation, although there have been debates doubting that video games and differences concerning video gaming as a form of entertainment. Different from video games, violent video games refers to any computer game that obligates or instead requires the player to engage in acts like murdering or rather engaging in coitus with a human being image and eventually injuring that party.Given these acts that violent games offer, it is vital to understand that all parties that is adults and children can access these videos as they are readily available in the market.
Furthermore,these violent video games can be acquired via the internet or bought from computer shops. Therefore, what do we mean, we mean that these games that deliver inappropriate content, can consequently reach the wrong target audience, that is children easily. In this manner, thus, concerns have been raised by many parties concerning the spread and consumption of this product.	
	Numerous concerns have been tabled on the effect of these games on children. The main one, however, asserts that children and teenagers who play and are exposed to violent video games for an extended period are more likely to engage in violent behaviors as they will most likely want to try what they have seen happening as they play in real life. In this case, therefore, both parents’ band members of the society need to be worried and raise concerns regarding the same as most teens have been reported that they would instead opt for violent games and not video games. To drive my point home, I would state that these concerns may be supported by the World Health Organizations decision to list gaming disorder as a mental health disorder. To support this, they noted that gaming is more likely to affect and interfere with other areas of an individual's life, hence a disorder. As per Anderson (113), the study has highlighted that exposure to violent content probably elicits short term increase in the level of aggression of an individual which can imprint a long term aggressiveness character in an individual in the long run.Study on violent video games is limited mainly because video gaming is still new in the market, and there is limited funding to carry out research. However, thenumbers of studies have risen significantly currently, mainly as a result of the chaos and concerns that this topic elicits when brought to the table.
	Furthermore, significant findings been attained from research.The major finding is that being exposed to violent video games will more likely facilitate an aggressive awareness, cardiovascular provocation, and that also these games will more likely tamper with the helping need of an individual. Violent video games can, therefore, make the child aggressive by stimulating aggressive cognitions (Griffiths, Mark, 209). Besides that, violent video games are stimulating and given their nature; they most likely will elicit a negative stimulation of aggression.Moreover, such games alter the leaning ability of the child.Typically, as children grow up to be adults, they learn how to perceive things and how they are required by society to respond to occurrences in their lives and their environment (Griffiths, Mark, 209). Cognitive development of children is founded on their experiences and interactions as they grow and how they observe their environment. Therefore, children are more likely to bring into their lives what they see and hear, and in the long run, all these form their behaviors.In this manner, if they interact with violent video games, they most likely become violent. Studies state that exposure to violent media scenarios causes aggression and related beliefs to increase.It is thus crucial; to understand that most video games have incorporated the strategy of cruel mass killing as a means of moving from one stage of the game to the other which justifies our point that most games accessible to the children nowadays in the market are violent. Additionally, researchers have found out that there is a relationship between violent video games and display of delinquency (Bartholow 289). People who have been exposed to violent games have been found to have unique characteristics when compared to individuals who were engaged in non-violent games.
	Several keywords have to be understood as far as violent video gaming is concerned and include the following.First is the word violent media.Violent media refers to the type of media that displays content in which other characters inflict pain and harm other characters physically(Anderson 120). Secondly is aggressive behavior, which refers to the scenario in which a character's behavior is hostile and inhabitable and most likely infringes other individuals’ rights by causing them physical or psychological harm. Lastly is violence, which means or refers to a behavior that motivates cruelty and perpetrates damage to other individuals or property.
	Violent games bring more negative effects on children when compared to positive outcomes. Although other scholars argue that these games help young children by improving the coordination of their brain, getting problem-solving skills and help in enhancing their memories, video games created and that condone violence does more damage to their players rather than good. Violent video games elicit aggression in children and increase their anxiety and cruelty levels hence making them more violent. The brain of a child perceives things as they look, therefore when presented with violent video games children are more likely going to grow up embracing war and violence as these games that is violent video games portray violence as the best way of arriving at peace and the best means of solving conflicts. Therefore as children grow up, they will most likely utilize the same methods to resolve the differences they have with their siblings, parents or the society in general. Research has confirmed that children exposed to violent video games while they are young are more likely to become hostile and assertive as they age (Zafar, 67). Therefore, it is prudent to conclude that violent video games have more damaging effects as compared to the benefits that they bring to the child.
	Furthermore, it is of paramount essentiality to state that studies highlight that these games have been associated with low prosocial behaviors.Violent video games elicit a feeling that no one deserves to be helped.They create the notion in a child that hardens them and to become selfish.This is major as a result of slaying other individuals as they play the game as most of them require an individual to carry out a mass killing.Children and adults who have played or have been exposed to these games for an extended period have thus formed the habit or have less intent of assisting others. For instance, such individuals will bail out of a donation, or if they are at least touched, they will make less contribution when compared to individuals that have only been exposed to non-violent games.This is an anti-social behavior created as a result of the interaction with violent as such players feel that no one deserves their help.
	Moreover, studies have highlighted that games of these nature too affect children contrary by building a character of defiance and Makes them uncollaborative that those who play non-violent games.As per the general learning model, the violent content in the violent video games initiates aggressive behaviors through their effects by tampering with the child’s internal state which includes affecting cognitive and affective ability (Greitemeyer 214). Usually, the three routes interact with each other. Ingeneral, presently perceived states influence the way people view and interpret things as well as how they respond to such events. Thus, exposure to violent video content elicits a violent character and affects the individuals’ mode and manner of socializing that is why children that play brutal videos tend to be more destructive and combative and are usually bullies.
	Also, unlike non-violent games that assist in learning and minimizing negative effects of games on players, violent video games influence learning because of their disturbing nature and also affect the emotions and moods of the young players.Continued exposure to violent video content when playing, furthermore minimizes both psychological and physiological anxietyas well as reduce the fear of watching cruel and violent imagery.This makes it impossible for the players to realize when they cause injury or harm to other individuals. Furthermore, such individuals will most likely lack sympathy; for instance, they will not feel anything for people who are victims of violence (Lobel, Adam, 76). 
[bookmark: _GoBack]	Additionally, children exposed to violent video content for a long time will more likely participate in unconstitutional practices. Games of this nature increase cruelty cognition and are capable of building a character that enjoys engaging in unlawful acts by crafting an antagonistic schema and motivating beliefs and attitudes that may bring objectionable traits.Furthermore, studies highlight that kids exposed to violent content readily react when they are subjected to situations that they deem violent.This highlight that this will most likely affect the way these children interact with their environment.
	On the other hand, violent games have some benefits. Some of the merits of these games in children are that they enable them to develop an enhanced mind for problem-solving,which can be seen when they are dealing with their opponents.Secondly, they can build on their critical thinking hence better decision, making which helps them win the game. However, it is vital that these decisions are more directed to assassinating the opponent; thus, decisions made are bent towards achieving destructive action, which affects the child psychologically (Gentile, 17). Therefore, it affects the child's life generally. 
	To sum up all this, it is prudent to state that though Violent Video games are a source of entertainment,  they bring more harm than good to the children.
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