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Why Violent Video Games Should Not Be Banned
Video games are games played by an individual who uses some kind of control to make something on a display screen to do some kind of action. In simpler terms, video games are forms of entertainment where the players take part is some kind of virtual story or action. These kind of games are one of the ways through which children entertain themselves. As these children grow older, they gradually change the type of video games they play, and currently, most of the children have several, or a single violent video game in their phones, tablets or game consoles. Ever since their creation, video games have become a popular type of entertainment, particularly for children (Markey, pg. 26). Video games have developed and become more advanced, gradually becoming more realistic, due to technological advances. The current development in realistic graphics has made a number of video game companies to develop more violent video games. Several people around the world have raised different opinions about these violent video games. Several of them have argued that these violent video games should be banned as a result of their level of violence. However, there is no reason why these violent video games should be banned. In this essay, I will discuss some of the reasons why I believe that there is no reason, whatsoever, to ban violent video games. Violent video games actually teach kids on problem-solving skills and creativity, and they are not the cause of the widely experienced mass shootings in schools. 
As stated earlier, there should be no laws that forbid the production of violent video games. Banning violent video production would make most companies that produce these videos bankrupt. Violent video games contribute to a significant percentage of the world’s economy and banning these videos would result in too many people losing their jobs. Several individuals often think that violent video games are harmful and have no benefit at all, but actually, they assist kids to learn a number of skills. It should be noted that besides contributing to the world’s economy, violent video games have many benefits. Violent video games offer kids enhanced mental rotation facilities, which allows kids to recognize shapes from diverse angles in an easy way.  Further, violent video games increase creativity as well as problem-solving skills in children (Anderson, pg. 55). Violent video games do not cause violence in any way, and in fact, there is no relation between violent video games and violence in the real world. Violent video games are in most cases thought of as the major causes of violence in the world, but actually, they are not. Recent research by the FBI concluded that when the sales of violent video games increase, violence decreased. This shows that violence in video games and violence in the real world do not correlate. Several parents blame the manufactures of video games for violence. However, in my opinion, it is actually the responsibility of the parents to monitor and or to purchase a violent game for children who are underage. 
Many people play mature games like ‘Halo’ basically for the adrenaline rush that they achieve in the course of playing the game, they do not play these games to get a foolish idea or scheme to move out and do harm.  However, gamers instead play these games just to appreciate the ability to lose themselves in the game. Again, vehement visuals are a problem. Graphics are basically images, and they are not actual. Playing violent video games does not mean that the game will come into reality to the life of the player. Nearly all of the violent video games are build up or nonexistent. This simply means that they are not actual. This is basically what people who play these violent video games search for; something that they can go through, and that which will not take place. As a video player myself, I believe that there is no valid reason to ban violent video games. Individuals who play violent video games understand that there is a video is different from life (Ferdig, pg. 69). Therefore, people should not put an emphasis on violent video games as they do. In the pyramid of public matters, violent video games are at the end of the list. The major reason why violent video games were made was to entertain people. 
I have heard many people claim that the degree of violence in violent video games is actually shaping the thoughts of young children. This is a statement that was made by the president of the United States of America, Donald Trump. In my opinion, the president’s judgment does not echo what is found in the logical literature. Studies that have been conducted in the previous years have not yet revealed a decisive link between violent video games and this type of dangerous conduct. California State tried to ban the sale of violent videos to young children in 2005. However, six years down the line, the Supreme Court struck down the law. The claim that was made by the California state that, shared video games present social problems, in that the gamer takes part in the intense action on screen regulates its results was totally unimpressive.  In fact, just like books, and other systems of media, video games meet the requirements for defense under the First Amendment. Violent video games have no link with mass shootings in schools. If the government cannot pass rule to control these shootings, at least they might get out of the path of well-intention scientists attempting to improve on its understanding. Bringing up the issue of violent video games occasionally does little more than distract and misinform the public. 
In conclusion, I would say that violent video games actually teach kids about problem-solving skills and creativity, and they are not the cause of the widely experienced mass shootings in schools. Banning violent video games to some is deemed as a way of protecting the young children, however, putting a ban on these videos would not help in any way. Actually, violent video games have minimized crime rates and through them, children are gaining skills such as problem-solving (Gimpel, pg. 88). It is never the games culpability for being intense, however, it is the parent's responsibility for not taking accountability and checking what their children are buying. Designing laws to ban violent video games will increase the rate of unemployment countrywide and globally. At first, the ban might appear as a good idea, but in my opinion, it would not shield young children from violence. 
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