PAGE  
5
Ramirez, pg

Gerardo Ramirez

10/18/04

Engl.sec.203

TV AND VIDEO GAME VIOLENCE
Do we as human beings raise our children or are we so lazy nowadays that we let what we create raise them for us? Many parents are too lazy to take care of their children and let them watch or play whatever the kids want without thinking about the consequences. A lot of people today point the finger at television and videogames for the crimes other citizens commit. It’s ridiculous these days; no one will take responsibility for their own actions and want to blame someone else just to get wealthy. For some reason it's always the media's fault for how the world is today. Today it's mostly parents pointing the finger at media for something their child did just so they can say "My kid is a good kid, he/she wouldn't do anything like that if it wasn't for the violent games and violent programs on television." I used parents as an example since it's always a child on the news imitating a game. How can a person blame a product distributor or a program for an incident that was out of their hands? It's not the media who pointed a gun to the temple of a child, and by child I mean the ages under 17, and forced the kid to do it. Parents are too lazy to teach their kids right from wrong in society's point of view. There are many products out in the market that teach our kids the right values, but that means the parents don’t have to do anything, causing parents to neglect their children. What happened to the old days when the mother read to the son or daughter, or the days where the father sat with his son and shared his life experiences? 
Video games are a ubiquitous part of this world and most video games contain violent material. About "80% of today's most popular video games contain violence" (Vessey and Lee 1). Most children and adults prefer games with violence. Many studies have been conducted by many "professional societies in the United States-the American Psychological Association, the American Academy Pediatrics, the American Academy of Child and Adolescent Psychiatry, the American Medical Association, the American Academy of Family Physicians, and the American Psychiatric Association" (Anderson and Bushman 1), on video game violence compared to non-violence games. So far, research shows an increase in physiological responses, aggressive thoughts, and aggressive behavior as stated in David Walsh's document titled, Video Game Violence and Public Policy. “Studies by Lynch (1994, 1999) have shown that the effect may be even greater for children who are naturally more aggressive" (Walsh 2). So far children that are hostile will be even more hostile than others and have a higher response in adrenaline, nor-adrenaline, and testosterone, proven in David Walsh’s document. These are the body reactions when a person is engaged in a fight, the fight or flight effect. The fight or flight effect is when a person is engaged in a fight, the body is pumped with adrenaline. "As early as 1982, the surgeon General of the United States, C. Everett Koop, stated that 'children are into the games, body and soul- everything is the enemy' (cited in Scott, 1995)" (Vessey and Lee 2). 
Further studies show exposure to violent games increases aggressive thoughts. This is for all people, "male, female, children, and adults" (Walsh 3). This is basically the monkey see monkey do effect. What a child sees in a video game or television, the thought of copying it may just enter his/her mind. Since children are more vulnerable and curious because they don't have as much life experience compared to an adult, they may want to experience the feeling of doing the "exciting and fun" action done in the game. 

Studies measuring aggressive behaviors after playing violent video games show an increase in aggression. This is not limited to just video games but to television as well. The United States Surgeon General commented that "...television violence, indeed does have as adverse effect on certain members of our society"(1) stated Craig Anderson and Brad Bushman. Different methods used on this research all show the same results, some clearer than others. "President Clinton stated that ‘... over 300 studies report that the boundary between fantasy and reality violence, which is a clear line for most adults, can become very blurred for vulnerable children. Kids steeped in the culture of violence do become desensitized to it and are more capable of committing it themselves’"(Vessey and Lee 2). This goes back to the monkey see monkey do explanation. 

The problem with videogame and television violence has already been dealt with before. That is way there are exploited lyrics label on music, television ratings, and videogame ratings to warn people what kind of material it contains. "In 1997 the television industry began implementing a new voluntary rating system based on both age appropriateness and specific program content"(censorship 5). 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). Since the industries labeled their products, it is the parent who is responsible for what the child plays and sees. 

As far as my opinion, I disagree with all the organizations stating videogames and television influence violence. I do agree that it does cause a person to be more aggressive. The facts that I am a fellow gamer, a person who chooses gaming as a life style, have much experience in this area. I have gotten aggressive and said curse words but that's as far as I'll go and this goes along with my gaming friends that I've known for years. As a gamer, I follow a rule for most games, "If it moves, kill it." This rule is known for most gamers that play videogames twenty-four, seven. The names alone should tell the purchaser what kind of material it contains. As for television, I watch a lot of "ANIME"(Japanese cartoons), most people that watch anime are called "otaku" meaning anime lover. As far as I have seen, anime has the most violent scenes compared to cartoons by Marvel Comics and DC Comics, such as Spider-man and Superman. Anime has the goriest scenes, intense battles, dramatic scenes and the most popular, blood. I have thoughts of being a ninja and slicing a person with katanas, protecting my love ones, but I don't go out and buy swords them look for trouble. I'm sure there are people in our society that agree with me that TV and videogames don't influence violence, but the mind of a child or adult can't comprehend the differences of realality and fantasy. It's the parents who should step in and take care of their children like birds with their offspring. 

This topic was asked recently at animezen.net amongst the members of the web site. Each member here varied in age, gender and ethnicity. One member, Shyloh, not her real name, said “more people on this planet now, so the rate for children involved in violent crimes has increased, also the accessibility of weapons increase, and parent’s are less likely to discipline their kids properly now, for fear of persecution” (Tybalt). I believe she has a point. The more people on this planet the kids are going to what to watch what they see on television and mimic it because the parents are not taking responsibility in teaching them. Another member stated, “There’s violence in the world... TV...everyone’s life. ...a child is going to be exposed to violence” (Tybalt). A child is going to be exposed to violence though peer pressure and other forms besides the media. If a child steps out of line by trying to re-enact something he/she saw somewhere, doesn’t matter where, it is the parent’s job to put him/her back in line. “I was raised in a house with discipline. When you’re younger you think it is harsh,” (Tybalt) said Eiji Ionagi a member from animezen. It will hurt a child psychologically if the child is disciplined from time to time; it may on the other hand if he or she is disciplined by anger. 

In conclusion, maybe media does increase aggressiveness but does not influence violence. Each person is in control of his/her body and should know what he/she is doing. The parents should keep an eye on their children and explain to them what’s real, fake, and be aware of what's going on in their children's environment. After conducting this research paper I still stand by my opinion. 

References: 

Anderson, Craig and Brad Bushman. “The Effects of Media Violence on Society.” Science; 3/29/2002, Vol. 295 Issue 5564, p2377, p2, 1 gragh.

“Censorship.” Funk & Wagnalls New Encyclopedia; Copyright 1992-2004 http://FirstSearch.oclc.org.

Gadow, Kenneth and Joyce Sprafkin. “Television violence and children with emotional and behavioral disorders.” Journal of Emotion & Behavioral Disorders; Jan93, Vol. 1 Issue 1, p54, 10p 

Muscari, Mary. “Media Violence: Advice for Parents.”

Pediatric Nursing; Nov/Dec2002, Vol.28 Issue 6,

p585,7p, 5 charts.

Popkin, Michael. “Youth Violence in our Communities—and What We Can Do.” Journal of Individual Psychology; Winter2000, Vol. 56 Issue 4, p395, 16p.

Tybalt. "Violent media and the effects on kids." Online posting. 16 Sept 2004. General Chat. 11 Oct 2004. <www.animezen.net>.

Smith, Stacy. "Popular Video Games: Quantifying the Presentation and Its Context." Journal of Broadcasting & Electronic Media Mar2003: 58, 19.

Vessey, Judith and Joanne Lee. “Violent Video Games Affecting our Children.” Pediatric Nursing; Nov/Dec2000, Vol. 26 Issue 6, p607, 4p.

Video Game Violence. 1999. Issue Briefs. Studio City, Calif.: Mediascope Press.

Walsh, David. Video Game Violence and Public Policy. National Institute on Media and the Family. 11 Oct 2004<http://culturalpolicy.uchicago.edu/conf2001/papers/walsh.html>.

