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Negative Impacts of Violent Video Games
Introduction
I. Did you know that in recent years, the gaming industry has surpassed both the music and video industries in terms of sales?
II. The most targeted consumers by the gaming producing companies are college students and teenagers. I am assuming that none of you here will argue that violent games have contributed to the levels of aggression and other negative implications among addicted gamers.
III. The main objective of my opinion is to elaborate on the dangers of violent video games among students and the role they play in shaping a person’s general attitude.
IV. Today I am here to talk about the relationship between violent video games and aggression among students.
Body
Need step: Unsatisfactory conditions and implications
I. Promotes aggression
A. It instills violence among youth.
B. The games develop a negative personal attitude.
II. It instills violence among youth.
A. 
1) Controls the players' emotions
2) Increases teenagers’ normative beliefs
III. Develops a negative personal attitude.
1) Reduces the levels of empathy
2) Encourages moral disengagement
Satisfaction step: Proposed solutions
Can any member of the audience suggest of any possible solution?
I. Self-regulation
II. Government legislations
III. Industry marketing regulation
Conclusion
Action step: Summary 
I. Violent video games contribute to aggressiveness.
II. Solutions to the disaster lie within ourselves and our surrounding environment.
III. We should all join hand and fight this so as to save the upcoming generation.
.









Negative Impacts of Violent Video Games
Did you know that the gaming industry has surpassed both the music and video industries in terms of sales? Video games are among the most popular source of entertainment for the current youth generation. I researched the sector, and my findings indicated that violent video games are among the most popular games of all. Today, I am here to elaborate on the relationship of these particular games to the development of aggressiveness among students.
[bookmark: _GoBack]To begin with, I know that the majority of you will argue that video games are only of positive impacts on the players. I also agree to some extent that the games act as a source of entertainment for gamers, and they are an excellent way to spend your recreational time. On the other hand, students have often turned their backs to see and accept the enormous negative impacts caused by the addiction to the games. Research into the harmful effects of video games, especially violent video games on the young generation, has resulted in concerns that they may pose a public health risk. The audience or market target of these video producing companies and their product comprises mainly of the college students and teenagers. Youths seem to be addicted to these games as their sole source of entertainment and the only way to spend quality time with friends. Today, I will show you various unsatisfying effects of this behavior that needs to be realized and changed if possible.
Firstly, exposure to violent video games can temporarily increase the aggression of the students through the activation of their aggressive domains (Hollingdale, 2014). The growth of the gaming industry over the past years indicates that more teenagers and students are getting exposed to the violent content of their product. Video games require players to involve their minds and full attention during the process. As a result, their thoughts and feelings are occupied by the game as well as psychological arousal and overall behavior. Due to the advancement in technology, video games have expanded and increased the gaming experience beyond the realms. They have incorporated online gaming, which has allowed players all over the world via the internet. The experience has allowed players to interact with other players, and this has elevated the experience since it increases the sense of being part of the action. Levels of competition increases as the players develop aggressive thoughts and hostile expectations.
According to Wei, as cited by Hollingdale, 2014, research studies have proved that individuals who compete with real opponents from other parts of the world, has expressed a higher tolerance of violence and more aggressive behavior compared to the players who play against computerized opponents. Unlike Television shows and movies, video games are primarily interactive rather than passively watching, and this increases blood pressure, heart rate, and self-reported hostility (Meyers, 2002). Ideally, the content of some video games is too violent and has been highlighted to promote the aggressiveness of teenagers. Such particular games require players to commit virtual violence to earn a reward of promotions to the next levels.
Secondly, long term exposure to violent video games can result in a permanent shaping of one's behavior, attitude, and encourages moral disengagement. Violent video games act as catalysts to influence and unleash the negative behavior and bad attitude of an individual (Shong & Wang, 2019). Too much exposure to such content can trigger observational learning among students and youths. I know some of you do not understand what observational learning means; it entails imitating and learning something from the means of observation. Students of our age will tend to watch and copy the content of whatever material we get exposed to most of the time. According to Burton, as cited by Shong & Wang, 2019, imitation of content like this can lead to teenagers engaging in online wars, cyberbullying, and other criminal related complications. An individual can end up acquiring such particular behavior traits for the rest of his lifetime.
The continuous spreading gaming addiction among young adults and teenagers calls for immediate action to save the upcoming generation. What solutions can any of the audience members think about to solve this disaster? Well, I believe there is a lot of remedies that can be offered by various parties involved in this nightmare. For instance, the government can put in place restrictions on the content of video games to be released. The video games industry must also prevent children and teenagers from accessing and purchasing violent games (Barton, 2014). From the consumers' angles, adults can regulate their children from accessing such extreme materials and encourage them to participate in friendly games. Most importantly, gamers themselves can self-regulate themselves and avoid competitive video games as well as minimize their interactions with them.
As I conclude, remember that violent video games contribute a lot to the aggressiveness and negative attitude in prudent gamers. The violence portrayed in the content can result in the development of a long-lasting character trait or personality in an individual. A lot of youths participate in the games for fun, hoe the levels of competition force them to develop a sense of less empathy, and continuity of such attitude can result in the development of criminal minds. The solutions lie within ourselves, and we can fight this disease before it kills the upcoming generation. We should all remember that a nation with a bright future is one with youths of more exceptional minds and ambitious visions. We should not let our future (youths) get lost in violence and negativity.

References
Barton, E. K. (2014). Game over Legal response to video game violence. Notre Dame Journal of 
Law, Ethics & Public Policy, 16(1), 133-171
Hollingdale, J. (2014). The effect of online violent video games on levels of aggression. PLOS 
ONE, 9(11), doi.org/10.1371/journal.pone.0111790
Kimming, A. S., Andringa, G., & Derntl, B. (2018). Potential adverse effects of violent video 
gaming: Interpersonal-Affective traits are rather impaired than disinhibition in young adults. Frontiers in Psychology, 9(736), doi: 10.3389/fpsyg.2018.00736
Meyers, S. K. (2002). Television and video game violence: age differences and the combined 
effects of passive and interactive violent media. LSU Doctoral Dissertations. Retrieved from https://digitalcommons.lsu.edu/gradschool_dissertations/2214
Shao, R & Wang, Y. (2019). The relation of violent video games to adolescent aggression: An 
examination of moderated mediation effect. Frontiers in Psychology, 10(384). doi: 10.3389/fpsyg.2019.00384
