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Video Games and Violence
Video games are electronic games, which involves interaction with an interface and generates a visual response on a video gadget like a computer monitor or a TV screen. Platforms are the electronic systems that are used to play video games. Platforms can include video game consoles and personal computers. Game controllers are the input devices used in gaming. The commonly used controllers are touchscreens, keyboards, gamepads, mouse devices and joysticks (Wolf & Mark 8). The video game industry gained commercial importance from 2010, with the highest revenue of 74 billion US dollars in 2015. Video games are usually of different types with some being peaceful and others violent. Some people believe that the violent video games tend to influence the players into violent. They believe that violent video game players are more violent than non-players are in their actions. This paper will focus on the reasons why video games do not cause violence. 
The belief that video games cause violence in the players is a fallacy. Those who try to avoid the responsibility and blame for their actions use video games as an excuse. Opponents of violent video games believe that if players can respond to violence in a video, they can also do the same in real life. Immersive fallacy, which is a state where the players forget that they are playing a game, is highly associated with video games. However, this is a misconception as the players are always in their state of mind as they play the games. It is impossible for a player to shift the gaming violence to the real-life situation. This fallacy has been used to defend people who act violently without expectation. 
The idea of video games causing violence is a moral panic. A moral panic is a situation where the society considers something out of proportion without conducting adequate research to come up with proper conclusions (Wolf & Mark 24). The falsehood about video games being associated with violence has been spread before it has been proven by research that the games cause violence. The misconception has been used to protect people who are believed to be good in the society. For example, if an African American youth is found to have committed an act of violence, it is connected to hatred and rage, but if a white youth commits a violent act, people believe that he was under a corrupt influence from video games. Therefore, the idea is a misconception that has been used to mislead the society against embracing the video games as part of their leisure play. 
Video game players know that they are playing games and that it is not the real world. They are aware that they are playing in a fictional world, which can provide viewpoints and experiences that cannot exist in real life. The games use different animations such as animals and birds that cannot act in real life. This fiction makes it impossible for the players to transform the violence they are involved in the games in their personal lives. Players are addicted and at times immersed into the world of the games but once out of the game, they get back to reality, and the gaming world remains fictional (Bertoli 67). Therefore the games become part of the players, gives them different experiences and influence their decisions only while playing but not in real life. 
Fallout 3 is an example of a video game that has been played widely and is associated with high levels of violence. It is an open world game, which gives the players full exploration freedom and interaction with the various characters in the game (Bertoli 67). The game is time-consuming, tends to addict the players, and makes players imagine that they are in a different world with different rules while playing. However, there has not been any evidence that links any act of violence to the effect of the game. Some Fallout 3 players have also declared that they have played the game so many times but do not feel any effect of violence in their lives. This game can influence the thinking of players, but it has no connection to powerful influences on the players. Therefore, the idea of video games causing violence is a belief and fiction that is spread by people who are not for the games. 
The American Psychological Association has stated that there is a link between increased aggression in video players and violent games (Gimpel 19). However, the association concludes that the aggression in players ceases shortly after playing the games and does not cause any delinquent behavior or criminal violence influence to the players. Some studies state that the violent video games have a high influence on violent behaviors in children than adults. The influence is not much to change the behavior of the children, and cannot cause any violent behaviors in this group of individuals. The video games can affect the players regarding thinking and behavior but cannot trigger violence from the players. 
Scholars from the University of York conducted different experiments, which involved 3,000 participants in determining whether they is a relationship between violent video games and aggression in the players (Anderson & Buckley 90). The experiments were conducted by allowing the participants to play violent games and later asking them to fill a word puzzle with the first word that came to their minds. The experiments were to see whether the players would use violent words to fill in the puzzle. The results of the experiments showed that the participants used normal words and most of them did not use violent words. The conclusion from the experiments is that violent video games do not cause aggressive behavior in the players. Therefore, these games have no connection to any cause of violent players in the players. 
Video games have some behavioral effects on the players. Most video game players acquire visuo-motor skills and hand-eye coordination. They also have high resistance to distraction, improved peripheral vision and faster counting of objects. The games are also involving and fully engage the players. However, these behavioral changes have no connection to violent behavior and activities. There is no link or suspicion that the games have a violence effect on the players’ lives. The censorship, objections and video game controversies are a result of misconceptions that are spread by video game critics. The critics include religious groups, parents, and politicians, but research has disputed their idea of the games causing violent behavior and addiction (Gimpel 19). Therefore, it is a fallacy that the games cause violent behaviors to the players. It is a moral panic in the society that makes people believe that it causes violence.
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