

Johnson 1 


The Beginning of Video Game Violence and The Effects on The Younger Players
By

Jackie Jay
Professor Germain

English 101

10 December 2008

The Beginning of Video Game Violence and the Effects on the Younger Players

In this innovative technological era, many gadgets and gizmos can appeal every type of person. One of these gadgets happens to be game systems and their games. Unlike pervious generations, these games are not intended to be played outside.  But in the living room with a big HD Television right in front. There are rules like in all games; however, these rules are nothing like before. Who does not like to play a game, especially video games? Many people today know of the most recent games and game systems. Video games are huge hits like “when Space Invaders arrived in Japan Arcades in 1978, it was a sensation” (Kendall). Tons of the game players today could surprise us with the fact of beating the new games of today. Czarnecki says that “today’s youth are technologically savvy, and many are avid video gamers” and some of these players are children. Most of the players of video games happen to most range in the young adult or child; however, there are players in their middle agers. Now the younger players do not pay attention to the ratings on most games. In addition, parents are letting their children play some games that involve blood, war, and killing without giving much thought to how it could affect them. How are children responding to this new era of violence? Children are having increased violence and aggression from playing violent video games. But first we must know how the violence ended to be where it is today, before we talk about the effects.

In “1974: Atari’s Pong, one of the first home video games, has "paddles" to hit a white dot back and forth on-screen” (Time Line) was one of the most exciting things to happened in that year. Even though it was not the first game created, it is one of the most known games out there. The fact of hitting a ball back and forth on a two-dimensional screen would bore the gamers of today.

After Atari’s Pong, more games and game systems came out. For instance, Nintendo created the Super Nintendo. Then with the Super Nintendo also came Super Mario Brothers. In this game, you were able to play an actual role and do real actions. The players of 1989 were thrilled about this (Time Line). I personally remember playing this game, even though it was old when I came across it. However, I was only about six years old when I started playing. I remember always wanting to beat up the evil characters whenever possible in the game. 

After playing Super Mario Brothers to the ground, the Nintendo 64 came out with its amazing graphics and sounds. This game system was amazing to my brothers and me. We got it for Christmas that fateful 1996 year. This system was something new it had three-dimensional figures and the player used a joystick instead of the classic arrow buttons. The joystick allows the gamer to have a more fluid motion with moving in the game. It took time to get use to the new controller for me.  A while after the Nintendo 64, there came a handheld game system that the gamer could carry anywhere and play with the cool graphics. This was the start of the Game Boy Color, with actual colors, not black and white scenes. You could play this colorized system on an airplane or on long car trips; there was no need for coloring books anymore. The video gamer could play the new game called Pokémon for ages and not get bored. There was some mild violence in the games, but it was not enough to provide caution. 

The game systems quickly advanced, and there came more systems to choose from, like Microsoft, Sony, or the classic Nintendo. Microsoft created the famous X-Box that swept the nations with its talents of playing CDS, DVDs, and the video games.  Sony’s Playstation2 allowed the players to use a newly created controller. Nintendo kept strong by making the GameCube and yet again improving its graphics and games. There were so many choices to make in deciding which game system is better, or which games are better than others are. 


The video game creators of today have been making the unrealistic, real. Kendall below tells us about the creators’ freedom of making what they want.
Improved computer technology, particularly in the last five years, has allowed those few how make video games to express their imagination freely and completely to the point where many more games match the animation feature films in the terms of plot sophistication and in character movement.
The games showed more of the violence, like the character beating the evil villain would show every punch or kick. Moreover, the player would be able to see a car crash and then burn into flames, because it spun out of control. Then the car would appear again and look like nothing had happened. This gives children the influence that this type of violence is reasonable, and “one of the many dubious arguments against violence in video games is that children find it hard to distinguish between ‘real’ and ‘virtual’ situations” (Devereox). Then the children can apply this idea if there is a car crash the children are going everything is going to just fine. Since in the video game, the car reappeared new in a few moments after it got in crashed.

Then in the next following years, the X-Box 360 came out with never-before-seen graphics. Shortly after that came the Playstation3 with even better graphics, but for more money. In addition, in between came Nintendo’s Wii, where the player physically has to move his or her arms and sometimes body around to play the game. These are today’s game systems. Games that have come with them are like Halo3, which involves killing aliens and protecting the gamers’ world from them. Gears of War2, which recently came out, is about yet again killing aliens that invaded your world.  As Devereox says games can be “pretty graphic, because the game has, well, pretty graphics” and that some games include “blood [gushing], [and] the player supposed to feel satisfied that [the player is] ready for the next level”, and all that comes with it. Guitar Hero World Tour 360 has come out even better than the well known, Guitar Hero3. 

The video game growth has been explained about how it started from Pong now to Gears of War2. But  what games are appropriate for children or other game players? There are numerous ratings for video games. However the most basic rating being used in the United States are listed below:
“AO” is for adults only or eighteen years old and older.

“M” is for people seventeen years and older,

 “T” is for people thirteen years and older, 

“E+10” is for people ten years old and older, 

“E” is for everyone over six years old, then 

“CE” is for children three years old and older for more information go to this link http://www.esrb.org/ratings/ratings_guide 

 So would a Mature or “M” rating have an effect on a six-year-old? This child would not think about rating unless it was shiny looking. Then “yet many young parents buy their children games rated inappropriate for anyone under 17” (Devereox). Children who play these games can act extra aggressive from playing these types of violent games (Kenneth). Many studies have shown, just like the evidence above, that children are being affected by violence in video games. There are ratings that are supposed to be followed for explicit reasons. 


I am part of the generation of children who played video games in the late 1990’s, where we played Donkey Kong Country not Guitar Hero. Think about the children today who are playing these video games are three times more violent than Tetris and Pong. How are these children going to differ to the generations before them? The children gamers, that I am part of, can be seen as more violent and swearing than some of the previous generations before us. Children do not know what they are completely watching or doing, so they apply it to real world. In addition, their parents think it is all right just a few times to play it.  Nevertheless, it will have a large effect on their behavior or choices in the future though.

From a personal view, I have seen changes in myself from playing video games that are rated for Maturity compared for Everyone. I started playing games like Super Mario, which only showed the characters beating up the bad people, without the blood and guns. Then I was introduced to Halo3, Gears of War, Call of Duty 4 and various other games that involved shootings or killing the villains or enemies. These new violent games took some time to be adjusted to since I never thought I would ever play these types of violent games. Nevertheless, after a couple times of playing the games, I really started to enjoy the games. Plus, I was obeying the ratings on the games. I started to play the games more, then wanting to play them with my brother. 
I am not the best player in the world, but I enjoy it. I enjoy having that sniper rifle under my control. And being  able to point it at the villain. On the other hand, I did not notice how I changed until recently. From playing those games over a period of a couple months, I started using unnecessary language and roughhousing with my brother more. I did not catch this change in me until I stopped playing the games for a short period.  At the time of playing video games, I was not doing my homework. Then I had to stop playing video games because I stopped doing my homework. Thus my grades dropped. Since then, I have not really played video games that entail excessive violence. I still like the games, but I do not care for the effects they have on me. I will still play video games, and occasionally some violent ones. However, I will not go back to the person who did not think about the aftereffects of violent video games. The table below shows the effects of playing violent video games. Some of the effects can be arousal, hostility, aggression and frustration just from playing a video game. If all these emotions were bottled up in one video gamer, that would be one really confused person.
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If this change has happened to me, a sixteen-year-old girl, we must look and see what will happen to younger children that play these types of games. As Kenneth tells us below:
“The results show that violent game characters have attributes that are likely to increase the extent in which some players perceive as attractive and similar. Moreover, these violent characters engage in aggression that is presented as justified or graphics.”

Children are perceiving that this violence is acceptable. Would a child apply the video game violence seen to the real life? Yes, a child could do this because “countless studies have tested the alleged links between virtual violence and its real counter part” (Devereox). Children are learning something new every day, whether it be seeing virtual violence or learning to be independent. Adults can only help to guide children. Guidance should be influenced with the children growing up today. So adults can explain why some games are not appropriate for them just yet, but can show or buy them games that are properly rated for the child’s age.

If children and teenagers are playing video games for long periods of time, then wouldn’t their behavior in school and everyday living change? As I previously mentioned, I play video games. I have been playing video games since I was a youngster. Some video games that I grew up with have changed me, physically and mentally.  I would not know who I would be completely if I did not grow up playing Super Mario. I may not have played many violent games growing up, but I did haven an effect from them years later. Who would I be if I constantly played violent video games with war and gunfire and blood? I most likely would not be the same student who tries hard in school and is dedicated to sports. We cannot predict the future for these children. But if these children are anything like the generation before them, then we need to prepare for a new type of adolescent.

Children today are being influenced by violence from playing games. Some of “Children and teenagers who play violent video games show increased physical aggression months afterward according to the new research”( Donna St. George).This aggression shows us that it’s not just a day or two behavior change, but it could be a month or two change. Children playing violent video games, mainly which are rated for older ages, can show an increase of aggression. I was playing video games for my age, but I still showed signs of aggression and doing violent actions. That was too a long-term effect on me. 
We are not able to change the escalating advancements of video games, but we can make it easier for the younger players to find games that are more acceptable for them. If not there could be a major change in how kids grow up, with them being either proactive or rabble-rouser kids. The choice is ours to make to how we want the future to become. We can make actions to escape the behavior changes caused by violent video games. This video game violence has the journey, from the beginning of games like Pong to the new Gears of War2. Who knows what the future games may hold for video game players.
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