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The television violence theories include socialization of media and children, video games and violence, developmental perspectives, current TV viewing theory, aggressive cues, social cognition, social learning, and catharsis. Catharsis is the releasing process and thereby offering relief from repressed or strong emotions. Social learning is a social behavior model and learning process that propose that contemporary behaviors may be obtained by observing and imitating other people. Social cognition argues that human being processes, stores, and applies information about social situations and other people. It concentrates on the role that cognitive process plays in social interaction. The aggressive cues are a theory that aggression actions are influenced by the presence of environmental situations or socially learned cues that make committing aggressions tolerable. This paper explores how video games do not affect people to commit crimes and endorse violence.	Comment by De Marte, Paul: Very interesting – a HUGE shift for the last essay. This is not a bad thing by any means. Also, you have done well to directly define your position. 
Video games are vital education platforms (Markey, Markey, & French, 2015). Since millions of children are playing video games, it is possible to educate people and particularly kids about the diverse manifestations of violent behaviors and how to overcome such aggression. Parents and guardians can also buy their children video games and monitor their kids to see how they play video games and take action when they realize unusual activities. Violent images present in computer games, videos, films, and televisions have considerable short-term impacts on emotions, arousals, and thoughts. Such exposures increase the probability of violent behaviors among the youth, particularly boys. The leading concern is that media aggression can lead to criminal and violent actions. There is consistent and clear proof that aggression in the media can cause real-life violence and aggression. Exposure to aggression on the Internet, video games, movies, and TVs increases the risk of aggressive behaviors on the viewers (Ferguson, 2011). Global electronic communication media have made it much difficult to safeguard youths from the threats; instead, they have exposed them to the dangers of violent behaviors.	Comment by De Marte, Paul: This is a solid section to note –a key selling point.	Comment by De Marte, Paul: Solid, realistic solution. 	Comment by De Marte, Paul: Well done! You do well to highlight video games are ONE part of mass media – and this works well to highlight important opposition – also putting back on parents to “educate” and to “monitor.” Nice work!
While violent juvenile crime rates have greatly reduced, sales of violent video games have notably increased (Markey, Markey, & French, 2015). From 1994 and 2014, the total video game software and hardware sales went up, reaching $ 13.10 billion or a 204% increase in 2014. The juvenile murders acting alone reduced by 76%, and the violent crimes fell by 37% during the same time. Researches claiming causal relationships between real-life violence and video game violence are inconsistent. The majority of studies fail to control for other aspects that contribute to people becoming aggressive like mental health and the history of the family. besides, many studies do not trace the children over long time periods. Experiments of video games usually have children playing the games for even less than fifteen minutes that are not translations of how the game is played in real life. in most laboratory researches, particularly those that involve children, investigators must apply aggression and violence artificial measures that do not represent real-world aggression and violence (Ferguson, 2011). Matching conditions of video games more cautiously in experimental investigations with the way they are played in real life make effects of violent video games on violence and aggressions disappear.	Comment by De Marte, Paul: All solid points to note to your audience – and you do well to use source materials/research to back this. Ideal for this essay. 	Comment by De Marte, Paul: Yes! This is key! This indicates that more studies MUST be conducted and there are MANY factors that go into this topic. A great point to make!	Comment by De Marte, Paul: Another solid point to note – what would 15 minutes of most things do? Research seems to be key.
The violent video game enables children to release their anger and stress in the games, resulting in less real-world aggression and violence (Markey, Markey, & French, 2015). Kids, particularly boys, play violent video games as a way of releasing their stress and managing their emotions. Scholars point to the video games' cathartic effects as potential reasons for why higher sales of violent video games have been related to lower rates of crime. Children use games to relieve stress and work through angry feelings. The video game serves as substitutes for tumble-and-rough plays. Players of violent video games understand the differences between appropriate real-world behaviors and virtual violence in the game context. Children can differentiate fantasies from realities by the age of seven years and can distinguish between real-world violence and video-game violence. The players of violent video games comprehend they are just playing games. All the time, children watch fantasy violence from Tom and Jerry and Bugs Bunny to the Minions and Harry Potter. Their abilities to differentiate between realities and fantasies prevent them from imitating violence in video games in real life. exposures to fantasies are vital for children. Pretending is more than playing. It is the main section of child development (Ferguson, 2011). Fantasies develop creative thinking. Also, it is a way for children to handle problems and situations that concern them.	Comment by De Marte, Paul: Very interesting – this seems to cut down on opposition. 	Comment by De Marte, Paul: Very interesting. 	Comment by De Marte, Paul: They “may” or “mostly” – watch part of you wording. Avoid 100% sides. It will be impossible to prove 100% of most anything. 	Comment by De Marte, Paul: Always? Or a lot of the time? Some children who are 7 still believe in Santa or the tooth fairy. Some. 	Comment by De Marte, Paul: Italicize. 	Comment by De Marte, Paul: Again, much different for your last essay – but this has sources to back it. 
Researches have indicated that violent video games may have positive effects on prosocial behaviors, kindness, and civic engagement (Markey, Markey, & French, 2015). Studies show that playing video games can prompt guilt feelings that result in positive actions that benefit other people (prosocial behaviors) in the real world. Teenagers exposed to aggression in violent video games display more civic engagements and prosocial behaviors because of the team-based multiplayer alternatives in the majority of the games. Also, scholars have indicated that playing video games leads to improved moral sensitivity. Almost all boys play video games. Therefore, the fact some of them engage in violent activities does not mean causal relationships, nor should it be shocking. Many risk factors are related to youth aggression. But the video game is not one of them (Ferguson, 2011). Youth violence risk factors include mental health challenges, drug abuse, being male, neighborhood crime, neglect, poverty, as well as abusive parent, but not a video game.	Comment by De Marte, Paul: Research – this word is plural. Research has indicated…	Comment by De Marte, Paul: Much strong wording.
Violent video games offer opportunities for people to examine practically the violent action implications and to build their moral scopes (Markey, Markey, & French, 2015). Violent games enable youths to experiment with moral issues like death, wars, and violence without real-world implications. The majority of the violence-theme video games need or enable the player to soldier roles from diverse war sides, maybe making them more aware of war costs. Because children and youths are busy playing the games rather than committing violent actions, violent video games can reduce crimes. Violent children usually seek out violent games. The time such violent individuals spend to play the game is taking them off the violent activities that lead to reduced criminal activities (Ferguson, 2011). It is referred to as the incapacitation effects. 	Comment by De Marte, Paul: Again, strong wording. 	Comment by De Marte, Paul: This is one of the most important things to note – violence is already in someone – not created by media – but can be sought out. 
The competitive video game nature is what arouses violence, not the violent content level. The competitive video game nature is associated with violent behaviors, irrespective of whether the games contain aggressive content or not. The competitive game nature results in increased violent behaviors. Usually, adults unfairly belittle modern items that youths love like video games. The moral panics that most older generations feel about violence are overstated sense of public anxiety, concerns, and fear over perceived social corruption threats. From history, other moral panic examples include social media, the use of mobile phones, TVs, radios, comic books, and rock and roll.	Comment by De Marte, Paul: A strong final transition – and a key focus to lead towards your conclusion. 	Comment by De Marte, Paul: A solid set of concluding statements. 

I am giving you 98/100. Review minor edits for wording – but, beyond that, a strong position!
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