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Violence in Video Games

Do computers promote violence? The issue on page 11.12 attacks this question that society has been asking since the arrival of new technology promoting violence in video games. In the beginning, the most popular video games were titles such as Tetris, Pac Man, and Burger Time, which were all basically the same games with different graphics. But now, in today’s generation the best sellers are titles such as Grand Theft Auto and Mortal Kombat.
 Along with this increase of violence in the video games there has been an increase in violence in the world. This article suggests that some of that aggression is an effect of the violent video games.
 I agree with that statement and my reasons will follow with the answers to these two questions: Can someone spend too much time playing games, and should video games be rated?


Video games can become addicting. I have experienced it myself. Although my addiction is to sports games rather than violence, I spend too much of my valuable time attached to the game. A report from Parents’ Corner says the average teenager plays video games about 3 hours a day. With the most popular titles being those of violence, when the video games are turned off, the aggression is still in the minds of the kids who were playing. The report also says that the 3 hours per day can affect the quality of sleep the child gets. Besides that, limiting the amount of game play to a few hours on the weekend reduces anxiety and puts the child in a calmer atmosphere.

My hours Per Week

· 15 hours of video games

· 10 hours of studying

Video games should definitely be rated. As of now, games follow an ESRB system which include ratings such as, Everyone, Early Child Hood, Teen, and Mature (playstation.com). Although the parent will probably still buy the title their child has been asking for, at least they can be for warned about the violence contained in the game and which age group the game is intended for. From what I have seen, video games rated mature are not too much violence for me to handle. I can play the games without applying them to real life situations. But on the other hand, an eight-year-old playing the same game may be a bit more open to the ideas expressed on the game.

	Everyone
	Suitable for ages 6 and older

	Early Child Hood
	Suitable for ages 3 and older

	Teen
	Suitable for persons 13 and older

	Mature
	Suitable for persons 17 and older


In closing, Video games can promote violence without the proper use. I think it is basically up to the adults and the parents of the kids playing the games because the games only become a problem after prolonged use and because of improper use due to the audience the game was intended for. If the stores were not so caught up in making a sale and they were required to explain the rating system to the parents unfamiliar with it, the parents would be more educated to make a better decision for their child. When this happens, video games can be turned back into the innocent role that Tetris, Pac Man, and Burger Time, once played years ago.
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� Both in top 25 according to playstation.com in 2001


� According to Discovering Computers 2003, video games aggression is an effect of violent video games


� According to Christiane Ferland, writer of Parents’ Corner.





Project1.doc


