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Identifying the Elements of a Visual Argument
My three choice examination visuals are 1, 3, and 4. I think only visuals 1 and 3 were meant for visual argument, but visual 4 was made purposely for information sharing. Both 1 and 3 contain emotional and thought-provoking views, but 4 contains knowledge. The first visual demonstrates how video games cause aggression and violence that results in condemnation from the leaders. The third picture shows how children develop violent behavior through video game shooting, firing becomes like fun. The fourth visual is a graph showing comparison information of death types in cartoon films compared to adult films.
Elements supporting the main idea in the first visual are the arrow shootings on animals and people, fire, and the sad face of the person saying, “You are causing violence.” Elements in the third picture are a gun firing and a very attentive kid with eyes glued on the computer screen. On the fourth visual, the main idea is promoted by the different types of death and their different percentiles. For visuals consisting of both words and pictures, the words are unnecessary as the pictures should generate their own argument without any clue.
The purpose of the first visual is to condemn violence caused by video games; the third one aims to show the effects of violent video games on minors, while the fourth one aims to show how more deaths occur in children's films than in adult films. The first visual was targeted violent societies, the second one to children addicted to violent video games, and the third one to cartoon filmmakers. The three visuals appeal to logos, pathos, and ethos. Yes, I believe the visuals are compelling as they have influenced the target population in their separate capacities.


[bookmark: _GoBack]Checklist Questions
The most visual appearing source is number 1. The target audience is violent video game developers and players. This visual was created for a hostile audience and was created to warn violent game developers against influencing game players who develop aggression that leads to violence in society. This visual was created by Bob Englehart, an American Auditorial Cartoonist. His background had a lot of violence and political wars. His goal was to create a peaceful community free from externally stimulated violence. The visual addresses the psychological effects of violent video games on the players over the long-term period. The visual takes the position of a community overseer who identifies indirect peace threats and addresses them with art.
The visual contains words, and they are important as they address the end effects of the developer. Of course, this visual is a refutation to the belief that video games positively improve the mind concentration power and keeps youngsters occupied while on the other hand, they promote aggressiveness and anxiety hence forming a catalyst for violence in society.
