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Media Violence.
The media is a very core agent of socialization, and it is also used by people especially children in shaping behaviour. Arguably, the rationality of children is not well developed, and in this case, it is not easy for them to make intelligent and rational decisions. In most cases, children borrow ideas from media without questioning, and this affects their behaviour in a great deal (Hollingdale & Greitemeyer, 2014). The 21st century is arguably the peak of technological development and children have exposure to different aspects such as movies, films, cartons as well as video games. Children have become very enthusiastic about video games, and they tend to borrow ideas from them even the ones which are extreme. Violent video games increase aggression in children which also leads to violence as children copy what they see and practice in the virtual world without questioning on aspects such as objectivity and reality.
Playing video games is arguably a principal cause of violence and aggression among children, and this can be extended to the old age. An argument like violent children prefer violent media and would be subjective, and for objectivity to be achieved, one should question on the original cause of this violence and aggression. Psychologists and researchers affirm that children learn from what they do, see and experience and as such, exposure to violent video games leads to behavior change or modification which is also aligned towards violence and aggression. Jack Hollingdale and Tobias Greitemeyer in their peer-reviewed article titled "The Effect of Online Violent Video Games on Levels of Aggression" assert that video games have surpassed the sale of movies and films in the recent years, and this is an indication of the increase in the consumers of video games especially children (Hollingdale & Greitemeyer,2014). As argued, children play violent video games frequently especially the First Person Shooters and these influence their behaviour in a great deal. The article records findings from a research whereby the participants took part in an experimental study involving neutral and violent video games both in the online and the offline forums. In measuring the behavioral aggression of the participants, it was found that those who played violent video games demonstrated more aggression than those who played the neutral video games. There is also an assertion from the findings that the aggression is the cause of violence and as such, there is an acknowledgment that playing violent video games elevates the aggression and violence levels among children (Hollingdale & Greitemeyer, 2014). From a personal stance, it is apparent that these findings are objective and presents the correct picture of the link between violent video games and children's aggression and violence.
The above findings are supported by research by Carnagey and Anderson in their article titled "Violent Video games exposure and aggression."The article hints that the number of people who play violent video games has increased rampantly in the last couple of years and as noted, violence is a core theme in these games. The article documents different studies on the topic, and there is an assertion that there is a positive correlation between playing video games, violence as well as aggression in children (Carnagey & Anderson, 2004). The article provides meta-analysis studies as well as experimental studies, and all of them provide the same result that is; the participants who are exposed to violent video game tend to be more aggressive and violent than those who are exposed to neutral games. The length or duration of exposure is a very critical factor and as argued, exposing children to violent video games for many hours a day increases their chances of being violent and aggressive(Carnagey & Anderson, 2004). I am convinced that these findings were accurate since they were based on real-life studies and experiments and not theoretical aspects. I have also witnessed children who strive to emulate what they experience when playing violent video games and their violence and aggression gets worse as time goes by and as they continue getting more exposure to such games.
It is worth noting that the aggression, as well as violence motivated by media on children, can be controlled or even scraped per se. A control strategy should be sought, and this should start with the production firms. These firms should produce games which are educative and also which control the behaviour of children. Parents should also take a central role in regulating the media aspects which their children are exposed to. As such, parents should guide their children in selecting the appropriate media and through this, cases of violence and aggression among children would be reduced.
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