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Aggressive Behavior
Aggressive behavior in children and adults has been attributed to many variables within the sociological context of human beings. It is essential to have an understanding of some of the causes of violence in human beings to effectively strategize management approaches. Some of the causes of violence among human beings can be attributed to interpersonal relations while others can be related to external factors (Ihori et al., 2007). Aggressive behavior can also be reactionary or it can be built up within a person over time (Verhoef et al., 2019). The role of external factors in shaping human behavior has been the subject of sociological studies for a long time. It is in this regard that it becomes imperative to question the role of technologies such as video games in influencing how human beings relate to each other. The advent of technology has led to various shifts in human behavior principally because of how they interact with various innovations in the space. 
The claim that video games have an adverse impact to human beings in terms of encouraging aggressive behavior is one that has attracted controversy and support in equal measure. The primary purpose of this paper is to interrogate this claim through an evaluation of a scientific study that seeks to evaluate it. The paper provides an in-depth analysis of an empirical study titled ‘Effect of Video Games on Children’s Aggressive Behavior and Pro-social Behavior: A Panel Study with Elementary School Students’ in a bid to establish the real effect of video games on human behavior. The study was carried out among elementary school students in 2007 with the primary objective of examining the impact of video games on the behavior of students. The paper under review took a scientific approach and found that exposure to video games and pro-social behavior as well as aggressive behavior were inversely proportional. 
This topic is interesting and important given the various notions that have been formed regarding the causes of aggression in human beings. The topic is especially an essential point of discourse because sociologists grapple with establishing the true causes of aggressive behavior among children (Carlson et al., 2019). The prevalence of video game entertainment to the young generation has significantly increased with various service providers competing to sell the most appealing content. The popularity of video games has grown to the extent that some children have become addicted to scenes and simulations of violence (Qualter et al., 2019). These trends have led to an increasing replication of the attitudes and behaviors promoted within the context of the games. These issues have led to a young generation that is attracted towards aggression because of the violence to which they have become accustomed. 
The authors of the article conducted a panel study within a population of elementary school students to investigate the claim that video games cause aggression. Both girls and boys were included in the survey with the primary objective of determining the level of influence within the different social groups (Ihori et al., 2007). Video games were taken as the independent variable while pro-social behavior and aggressive behavior were taken to be dependent variables. The researchers conducted two separate surveys and measured to what extent the video games caused aggressive behavior and led to pro-social behavior. The first survey found that video games increased aggressive behavior among children. It was also noted in the second survey that exposure to video games reduced pro-social behavior among children. It was also observed within the second survey that pro-social behavior among the population of children increased when they were exposed to pro-social scenes within the video games. This paper significantly supports the claim that video games enhance aggressive behavior.  
This source was located through an online search of empirical studies on the effect of video games on aggressive behavior. The paper is authoritative in the field of sociology as it adheres to ethical standards of research with the survey having been conducted within a sound framework. Random selection was used to arrive at the sample population, appropriate tools of research were adopted, and the results were analyzed within the right constructs. The examination of findings and interpretation of results was also done in a manner that is consistent with credible research designs. This research can be relied upon because the sample population was significant enough to allow for the generalization of results. The research paper under review provides a robust framework upon which further interrogation of the claim under research can be predicated. 
In conclusion, the study under review is a very relevant research to use in the evaluation of the claim because of the various strengths it exhibits. The first and most essential factor is the fact that the paper adopts a very ideal population comprising of children predominantly. The claim under review seems very accurate from a sociological point of view given the findings of the article. The paper further seeks to debunk any doubt that video games cannot lead to aggression by demonstrating that the opposite is also true. This paper is a testament to the effects of technology on the behavior of human beings. Video games lead to aggressive and anti-social behavior and children must be exposed to them in moderation given the far-reaching effects. 
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