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Possible Solutions to Video Game Violence

Is there a solution to everyone’s problem and is it possible to make everyone happy with the results? There are many debates whether or not TV and video games influence violence. Parents, producers, and the government along with many others have discussed this issue in the past and have found ways to prevent the product/program reaching the mind of a child by putting labels, warnings, and asking people for identification. But all that was in the past and as technology develops so do humans. These solutions no longer are enforced and children still manage to get their hands on games that are not intended for them; not only that, children still watch what they want to watch on television. When did we loss control over are own children? When have they become our bosses? These problems must be resolved in a way so that it does not interfere with the First Amendment and yet, have most concerned parents, politicians and producers pleased with the results when each subject have their own concerns. Parents are concerned for their children; the mind of a young child can easily be corrupted. The way today’s world is, it’s more difficult to teach children good morals because of all the bad influence in society. Games and television plays a big part in the lives of children, good or bad, and the parents don’t want another source to worry about. The producers may not have or want a solution. I think that because a solution would cause a chain reaction. It may solve one problem but in the process, it may cause problems for the workers that worked on the show/game and maybe it will hurt the economy in small ways, and interfere with the First Amendment. As for the government, they need to come up with a solution that will make both sides of the street pleased with the results.
The entertainment industries have become increasingly recognized as a major influence in the social development of children, and the content that has attracted the most attention is violent or aggressive behavior. Media violence has several negative effects on children which include: “violence as an effective way of solving conflicts, developing desensitization towards violence in real life, viewing the world as a violent place, developing a greater tendency for violent and aggressive behavior later in life”(Muscari), violence towards woman, and objectifying women. It’s difficult to keep children from watching such content. American children watch an average of 28 hours of television a week; by the time they reach age 18, they will have seen 16,000 simulated murders and 200,000 acts of violence (Muscari). Most adults know that television violence is fabricated, fake; but children on the other hand, are more vulnerable and easily influenced. Children as young as 4 are into their favorite shows such as power rangers, pokemon, Superman, Batman, Spider-man and many others, and portrait them as real people they look up too. Children, even with emotional, behavioral, learning or impulse control problems, appear to be sensitive to television violence and aggressive behavior. Television isn’t the only form of media that contains violence. There many forms but the average American, adults, children, males and females play video games. The majority of entertainment video games contain violence; 80% of today’s most popular video games contain violence” (Vessey and Joanne Lee). It’s easy to see why parents are concern with this issue because of how rapid video games are becoming very popular with today’s youth. If children are more likely to imitate the actions with whom they identify and in video games, the main character takes the role of a shooter or perpetrator. 

As a parent, it’s their responsibility to take care of their children and guild them though the early stages of life. If children understand how television programs are made, along with video games, what is real and fiction becomes a lot clearer to the child’s mind. There are many way’s to teach and prevent a child from viewing such content because a total ban of video games and television shows is difficult to implement and may not be in the child’s best interest. By monitoring the child’s game selection, the child can play educational games or games without so much violent or aggressive content. The parent can also see the ratings on the back of the case or even see the screen shots of the video games. “Web sites also provide reviews of the games” (Vessey and Joanne Lee), mostly posted my people who have played the games themselves. Parent’s should limit game playing and shouldn’t use video games as a reward system since video games are based on a reward system. Television has been linked with numerous social and behavioral influences on today’s youth, so parents need to learn how to gain control over their children’s TV viewing habits. Parents need to watch television with their children and discuss what they are watching. There are many different methods to use TV towards your advantaged as briefly discussed in the article “Media Violence: Advice for Parents” by Mary Muscari, such as; not using television as a babysitter, turning off the television during a conversation and meal times, ban television before homework completion, preview programs first, and use the v-chip. These solutions are examples of the many different way’s parents can solve the problem personally instead of taking it to the city, state or country. “It is also the authority and duty of parents to supervise the activities of children is well grounded in law” (Walsh). So basically, it’s the parent’s responsibility to guild their children toward constructive and beneficial activities and keep them away from harmful ones.
Lawmakers have tried to propose legislation restricting the sale and rental of video games to children; but the proposed restrictions have failed in almost every case, due to heavy lobbying, lawsuits and threats of legal action by the video game industries stated in Joseph Pereira’s article, “Videogame Makers Use Free Speech To Thwart Proposals to Keep Violent Adult Fare From Kids.” Not only do video game industries use free speech to keep law makers to forbidding their products, the First Amendment forbids Congress from enacting laws that would regulate speech or press before publication or punish after publication. If the government tries to enact something that falls under free speech, they may be criticized and attacked by industries that produce video games and television companies. Parents take their issues to the lawmakers to try and ban video games that contain such content. Any bans would constitute an infringement on free speech and be tantamount to censoring artistic expressions such as music, scriptwriting, and drawing all elements that takes place when making a game. Pereira stated that in the Seventh Circuit Court of Appeals in Chicago struck down the ordinance in March 2001 as unconstitutional. Placing videogames on the same pedestal as “The Odyssey,” “War and Peace,” and “Dracula,” the appeals court noted that “violence has always been a central interest of human kind.”
A couple years back, lawmakers in Georgia introduced a bill that would make it illegal to sell or rent video games to anyone under the age of eight-teen that depicted any harsh violent acts of behavior. This bill was named the “Violent Video Game Protection Act” If this bill passes, it will help parents to prevent their children from purchasing violent games and yet not interfere with the First Amendment as much as what the government tried to do in the past. The city of Indianapolis, Indiana, passed an ordinance restricting access to M rated games to minors is a good example of what this bill can do. But because it interfered with the First Amendment, even a little, Indianapolis had “to pay the trade group $318,000 in legal fees, under the federal law requiring cities and states to pay legal cost for plaintiffs” (Pereira) who sue alleging First Amendment violators. If this law was to be voted out, then maybe the “Violent Video Game Protection Act” could be a success if the video game companies agreed. And as for the television industries, “the Federal Communications Commissions has generally promulgated vague rules about program content containing an implied threat that a license can be revoked for repeated poor judgment involving program content” (Censorship). 
Video games have become easy for children to get there hands on, especially on violent video games that depict everything from rape to decapitation; not only in video games but also in television programs. Lawmakers want to find a way to ban video games and stop broadcasting television programs. To try and prevent the lawmakers from passing bills, acts and other restrictions that may prevent the entertainment industries from releasing their products or shows, they labeled their television programs and video games. “But industry critics point out that the self-policing system isn’t working because retailers have an economic incentive to sell these games to as many consumers as possible” (Pereira). The Federal Trade Commission did a research in 2001 on underage children, and found that “78%” (Pereira) were able to buy violent games. Also in the FTC findings, the nation’s video game players are split between kids and adults eight-teen years and older; but industry statistics show that 90% of all games are bought by parents or other adults. So basically games are being purchase by parents or other adults for children. 
Proponents say, the public has a choice not to buy games or watch programs that it might find objectionable because the video game industries have a standard rating system to warn the consumer of what kind of content it contains along with television broadcastings. The FCC, Federal Communications Commission, responded to the publics complains about television violence by adopting measures to restrict the use of explicit language about sexual and excretory functions in the broadcasting media. "In 1997 the television industry began implementing a new voluntary rating system based on both age appropriateness and specific program content"(censorship). The television age ratings are: TV-Y (appropriate for all children), TV-Y7 (intended for children age 7 and up), TV-G (general audiences), TV-PG (parental guidance suggested), TV-14 (parents strongly caution), and TV-MA (Mature audiences only). Additional letters may modify these ratings to work with the v-chip. The v-chip is an electronic circuit that is incorporated in a television and activated by parents. When activated, the v-chip blocks categories of programming from being watched by children. Video games have also been labeled with ratings notifying the purchaser what type of material the game contains. These ratings are as follows: K (appropriate for children), E (appropriate for everyone), T (appropriate for teens only), and MA (for mature audience only), and A (for adults only). Video game makers have joined retailers’ trade groups, and with the powerful Motion Picture Association of America to quash plan to restrict games to minors. 

In conclusion, I think that the entire solutions combine would make an excellent solution. If the parents do their responsibility and stop making a big deal over the little things that they can control it will make the government and the producers stop fighting. If the government can remove the federal law that requires cities and states to pay legal cost for plaintiffs who sue alleging First Amendment violators maybe the “Violent Video Game Protection Act” can be a success. Also, if the producers can stop being so stuck up and set limits to their products/programs then made everyone can be happy. If everyone helped each other to solve this problem, then it is possible for everyone to be happy as long as the individual does his/her part and the industries do theirs. In life, sacrifices must be made, “beggars can’t be choosers.”
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