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The existence of video games publically for about 40 years now has caused a great deal. It all started little by little with little scientific experience. The two-colored game known as a Pong has resulted in an industry that produces several more graphically advanced games. It isn't easy to differentiate between an actual photograph and a game image. There has been a mixed reaction concerning video games. Some believe that video games result in violence. For instance, a young gunman in Texas on 3rd August killed 22 people and left 24 others be injured; it was a result of video games.
Although few subgenres have been examined and highlighted out the brain's impacts, video games are in many attractive ways. In children's games, video affects two visual-spatial skills; mental rotation ability and attention. According to Psychologist Craig, vocal video games show the relationship between exposure to violent video games and increased aggressive behavior in children. Continues exposure of children to violent videos will make them less sensitive to any form of violence, tolerate violence, and a high chance of committing aggressive acts. 
Violent video games improve child's speed of decision-making. Children who actively played computer games and action-based videos can make decisions 30% faster than others. Research suggests that many expert gamers are unable to make choices and acted upon faster than others. Despite many worries from parents concerning violent video games, it is beneficial to the brain (Ferguson, 2018). Secondly, video games enhance child self-esteem and self-confidence. As a starter kit, start with a cheap level, with consistent practice, it will slowly build up skills and soon develop confidence in dealing with the most challenging games. 
Children participating in video games become creative; this is according to a study in Michigan State University. It found that there is a mutual relationship between video game players and higher creativity, regardless of gender, racism, or type of game they play. Also, video games act as a sense of relief of stress and frustration to a child. Video games offer positive results the same way games like rugby and football do (Prescott, 2018). Engaging in video games is much safer than children involving them in illegal activities such as alcohol, street racing, and drugs. 
 	On the other hand, adverse effects on video gamers are associated with violence. Children who play more often increase aggressive behaviors, feelings, and thoughts and reduces prosaically help. In most games, children get a reward for being the most violent. Too many video games make the child socially isolated and find less time in other activities like interaction, reading, homework, sports, and watching. Video games confuse reality from fantasy. It may help children to live in a world of fantasy throughout their growth. Academic performance relatedly affected to the games. The more time spent playing games, the poorer the academic performance. 
In conclusion, video games are both beneficial and disadvantaged to children. Time children spent in games need to be regulated to enable them to find time for other activities such as reading, homework, sports, and interaction with friends and relatives. Education should be offered to children on the impacts of violent video games.  
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