Surname 1

Professor’s Name:
[bookmark: _GoBack]Student’s Name:
Course:
Date:
VIDEO GAME IMPACTS ON CHILDREN VIOLENCE WISE
The fame of video games has stretched to remarkable magnitudes in children. This has made parents wary of whether or not some behaviors in their children are a result of too many exposures to these games. (Zafar, and Umar, pg. 61-73) Violent video games are now popular in children between the ages of 8-18years. It has been proven that the children associated with violent games have increased their aggression attitudes than other media platforms like televisions, and movies. Research has shown that when children play these games, they worship their heroes and do not see that their violence is not credited for in real life so they tend to imitate their behaviors a factor which increase their aggregation making them violent such that they do not know how to deal with their emotions. This thesis will delve deeper into this matter as it explains why violent video games could enable aggregation in children much more than other media forms of violence. Subsequently, it will evaluate the suggestive information that tries to relate long-term contact to video games with violent behavior and other negative side effects. Lastly, conclusions will be drawn to advise parents on how to deal with their children to prevent them from getting too much exposure to the media.
Video games have evolved a lot since they were developed. Space war, a game released in 1962 is a video game with two spaceships in a battle to the death. Even though its visuals were much simpler compared to the modern ones being released, the theme of the fight to death has become very popular amongst the video games released. It has been confirmed in America that most people spend a lot of money on purchasing video games than actually going to the cinemas. Playing is mostly popular among children of ages between 11 and 14years, boys outdoing girls since they play more hours than them. It is common for adolescents and adults to play games, an activity that takes at least 20 hours per week of their time. A large number of children, adolescents, and adults are exposed to video games with great intensities of anti-social themes and violence. This means it is important for adults that interact with children should be aware of the side effects that are brought about by these games. It is important to note that video games have a lot of positive effects aside from the negativities but our main focus is on the violence they bring about in children. (Cromwell, and Rachel pg. 241-258)
Sympathy and the outlook towards violence are essential constituents of the process of ethical thinking as said by Eron, and if rational desensitization occurs owing to too much exposure to violent video games, a person is viable to develop aggressive attitudes. This is exactly what happens to most children due to their exposure to these video games and in turn, interferes with their morality. The ability of empathy that they are born with is shred, hence the effect of violent video games on the moral development of children. It is at the adolescent stage that most people mature in their ways of thoughts, behaviors, and feelings. Their judgments on things are also understanding and mature. The following represent the stages of morality.
Stage 1. Authority: This is the stage where children can be controlled so that they follow what is expected on them, failure to follow instructions leads to punishment. 
Stage 2. The agreements: Here, morality is considered two-way traffic. For example, if you want a child to keep your secret, you will have to do as per his/her biding so that you guys have an agreement or no deal.
Stage 3. Empathy: At this stage, trust is developed. A person expects what they do to you to be reciprocated.
Stage 4. Systems: Here, integrity is upheld by an individual. Morality rooted in profound promise to fairness and love.
Adolescents who have not grown past the second stage have not acquired sufficient chances to contemplate other people’s opinions. Eron referred to this situation as a moral delay. (Bajovic, and Mirjana pg. 177-199) notes that children's moral development and behaviors are affected by the violence displayed on the screens and games. Some of the negative impacts brought about by video games to children include Lack of responsiveness. Children focus so much on the games that they fail to pay attention to all that is going on around them. These types of children have a high possibility of being diagnosed with Attention Deficit Disorder. Poor school performance, most children attending school tend to fail immensely since they spend less time focusing on their school assignments because all their time is dedicated to games only. Video-game addiction. Children tend to be captured by these games that they play, making them addicted since they dedicate all their time to playing games only. (Khalil, and Salman pg. 331-337)
Aggressive behaviors. Violent video games influence the behaviors of children since cognitive human mind likes mimicking everything they see that appeal to them. Researchers have proved that too much exposure to violent media affects children in that most would want to be identified with their main heroes. If the hero was the killer in the game they were playing, then they start living all they see in real life which leads to a lot of social crimes. Repetition is another factor that drives children into aggression. When something is seen too many times, it tends to stick onto the mind. Children see that if they repeatedly act like their heroes in real life, they become professionals at their games. These in their minds means that they have lived up to the expectations of being identified with their heroes. Interactivity is also another way of mastery. The more children interact with these types of games, they master the contents and practice them. Lack of negative consequences. Children mostly see that aggression in movies goes unpunished hence they imitate them as an act of having fun. (Twose, and Gabriel pg. 1-3)
In conclusion, it can be seen that children learn a lot from video games. Parents and guardians should help in teaching their children in regulating their interaction with media contents in the current world. Some of the things they can do include teaching children on the effects of video games, both positive and negative effects so that they are well informed before they go ahead and access some media contents. Regulating the time children spend playing video games by helping them acquire new hobbies. If children must play video games, they should be encouraged to play the educational ones rather than the violent ones. Denying children the opportunities to play video games any time they wish and finally by spending time with children when they play their games so that they are aware of the contents their children access. Helping children in realizing new hobbies like reading storybooks is the most effective way that they can be averted from playing violent games in their free time since stories tend to be very captivating. 
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