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Bardin, Jon.  "Violent video games lead to reckless driving, study says." latimes.com. Los Angeles Times.  12 Sept. 2012. Web. 1 Nov 2012.
This article was written by Jon Bardin and explains how violent games can lead to reckless driving.  The research to support this view was done by researchers from Dartmouth College over a four-year period with thousands of youth; the study was done before they started driving.  They found that those who played violent games like “Manhunt 2” and “Grand Theft Auto III” were more likely to drive recklessly.   The researchers claim that violent videogames changes the self-perception of the one playing them so that they are more prone to do risky things.
The latimes.com website is riddled with advertisements but is also well known.  This brings on the perspective  of violent video games having a direct correlation  with behavior which differs with that of the article from USA Today while inserting research data too.  The article is easy to comprehend and portrays well the data that was collected by researchers from Dartmouth College.  It lists on the left-hand side of the page some other articles on the subject also.   Bardin made a summary of the conclusions that were drawn from the research that was done at Dartmouth College.  It is pretty persuasive in linking cause and effect.  There weren’t any other contrary views that Bardin used in the article though.
This article brings a specific subset of the direct correlation perspective by showing a link between violent video games and reckless driving.  I also found this article to be a good tool for future research since it used longer term results drawn from youth.  It fits well into my final project since it is more specific than most articles.
Hoerrner, Mark and Keisha Hoerrner. "Violent Video Games Might Be to Blame for Violent Behavior." Rpt. from "Video Game Violence." Children's Voice 15 (2006). Gale Opposing Viewpoints In Context. Web. 15 Nov. 2012.
	The authors state how researchers are able to establish a link between violent video games and real-life violence in teenagers and young adults.  They also contend that violent video games help develop weapon handling skills.  They cite information from a retired army ranger, Lt. Col. Dave Grossman, who asserts that a subject playing a violent video game will learn through simulation how to become a sharpshooter; he references a criminal incident that was carried out by a 14 year old who landed 8 out of 8 shots on people at a high school in Paducah, Kentucky.  The Lt. also stated that the teenage shooter never held a real gun prior to the shooting.  
	This article by Mark and Keisha Hoerrner effectively use pathos by listing the retired army ranger’s story of the teenage shooter which evokes real life imagery. They also appealed to logos by creating a link between the violent video games and the shooting.  Although, the example story doesn’t necessarily make a strong argument that the violent video games played by this teenager triggered the shooting, pathologically or otherwise.  
	This article formulated a strong perspective about how violent video games can effectively teach someone how to use a firearm before even putting their hands on one in real life.  They only cite this one particular story so it would be difficult to say it’s conclusive evidence at this point. This is one of the few articles to directly use pathos to convey a viewpoint.  I believe this article can be used to show one example of violent video games translating onto the real world stage for my final though.  
"Could Violent Video Games Reduce Rather Than Increase Violence?" ScienceDaily. Inderscience publishers, 15 May 2008. Web. 15 Nov. 2012.
The article begins with the inquiry “Does playing violent video games make players aggressive? It is a question that has taxed researchers, sociologists, and regulators ever since the first console was plugged into a TV and the first shots fired in a shoot 'em up game.”  Cited in this article is researcher Patrick Kierkegaard from the University of Essex, England who wrote there isn’t enough evidence to support the claim that violent games perpetrate higher rates of aggression.  Kierkegaard also states how most of the research that has been performed since the first violent video games came out have been overtly bias against violent games.  The article illustrates how brain scans show a link between playing video games and triggering regions of the brain that are associated with aggression; notwithstanding, Kierkegaard explains there isn’t an apparent connection between playing violent games and real-world violence.  He argues that violent games can cause the opposite effect by reducing real violence.  "With millions of sales of violent games, the world should be seeing an epidemic of violence," he says, "Instead, violence has declined.”
The last quote by Kierkegaard corroborates one view given in the Harvard Medical Letter that states how research data is non-conclusive.  This article implies that violent video games may reduce rather than increase aggressive behavior by listing the decline in real world violence.  Logos is inserted into the article through historical data that shows juvenile violent crimes have fallen since the early 1990s.   The article is clearly written and the website doesn’t contain any advertising.  There is no clear author, except that the editor is Dan Hogan on a separate page; the website states that it collects data from research organizations and the like.  On the about page it says “ScienceDaily is best known for showcasing the top science news stories from the world’s leading universities and research organizations”.  Patrick Kierkegaard is a doc student at Essex University, at least at the time this article was published.
This article would serve well in conjunction with the Harvard article.  Both articles give supporting ideas to both sides of the argument.   This article displays how inconclusive the effects are from playing violent video games.   Like most articles on this subject, this one doesn’t insert much pathos into the arena of thought. 
Jayson, Sharon. "Don't study the video game, study the player." usatoday.com. USA Today,
	15 Sept. 2011. Web. 1 Nov 2012.
The author Sharon Jayson says that research now suggests that we should focus on the personality of the person playing the video game instead of the game itself.  She cites psychologist Patrick Markey of Villanova University “If you're worried about a video game turning your son or daughter into a killer, don't worry about that."  Jayson lists that it depends on the dispositions of the individual to have a higher possibility of negative effects.   She then states the competitiveness of the game adversely affects the individual more than the amount of violence the game contains.
The author uses information gained from a psychologist to add credibility but it would have been more helpful if she cited another psychologist to solidify the idea.  Being a nationally recognized news source may help to polish its overall credibility score though.  Also at the bottom of the article there are other sources to provide more opinion and insight about the subject of videogames and the effects they have.  The article does seem bias on the surface.
The article touched up on things that I haven’t previously seen before about the subject.  By reading this article I can see how it would provide a great foundation for this particular perspective.  It also lists other sources to gain more knowledge from alternative perspectives.  This will be one of the perspectives I will use in the final part of my paper.  
"Violent Video Games And Young People." Harvard Mental Health Letter. Volume 27: Number 4. (2010). Academic Search Premier. Web. 15 Nov. 2012.    
This article explores how experts are largely divided on the potential harm of violent games.  The authors state how nearly two-thirds of teenagers have played action and adventure games which contain violent content.  They also display that both the American Academy of Pediatrics (AAP) and the American Academy of Child & Adolescent Psychiatry (AACAP) hold the view that violent games can contribute to real-life violent behavior.  They also convey other researchers view that most youths are not affected by violent video games.  Dr. Christopher Ferguson, a psychology professor at Texas A&M International University, cited data that shows serious violent crimes among youths has decreased since 1996 despite the increase of violent game sales.  In the Harvard Mental Health Letter they assert, “Given the likelihood of individual variability, it may be useful to consider the impact of video games within three broad domains: personality, situation, and motivation.”  Some general guidelines to parents that are given include: check the ESRB rating of the video game and to place the computer or console in a common area of the home.  
This article combines ethos and logos listing the varied views of experts ranging from universities to organizations.  More was focused on the view that violent video games affect a small number of youth that have predispositions.  Knowing that this was scribed by Harvard editors does inject it with some ethos.  The flow of the article made it very easy to read and comprehend.  This article could be considered the least bias of all due to the multiple viewpoints it describes.  
This proved to be a great resource that contains opposing views.  I believe I can use this article as a guide to bring together the information that I gather from other sources.  
Violent Video Games: Acceptable?
	More parents today have children who are playing violent video games than ever before.  The question is should they be concerned?  While reviewing texts that talk about the effects of violent video games I decided to focus on three distinct perspectives: increase in violent behavior, decrease of violent behavior, and to focus on the player not the video game.  My goal isn’t to drive a point, but rather provide information to help parents make more informed decisions concerning their child and violent video games.  Also, I don’t intend to make a direct link between any two perspectives since each one is pretty different.  To achieve this goal I list each perspective neutrally so as to make it mostly informational above all else.  I do hope this paper will provide parents more insight on violent video games and how to approach their kids about the subject.  
	The first perspective I reference is to focus on the player instead of the violent video game.  This perspective roots itself in the idea that people with certain dispositions or risk factors will be affected by a violent video game rather than someone who doesn’t possess those factors.  It also asserts that playing a violent video game shouldn’t be studied through a one size fits all approach.  Instead each player has certain psychological traits that can amount to a risk factor.  Different risk factors include being unfriendly, moody, impulsive, having depression, delinquent peer influences and so on (Jayson, Violent).  As stated in a USA Today article by psychologist Patrick Markey, "Video games are not simply good or bad for everybody.  But for some individuals who have certain dispositions, if they play video games they're much more likely to be negatively affected" (Jayson).
	The good and bad of this perspective is that there aren’t as many articles that have been written on the perspective of looking at the gamer that are relative to violent video games.  So one might contend this view is not valid because it lacks in the quantity of articles to support it.  While on the other hand, this approach may be a more nuanced view on this topic since it hasn’t been looked at from this angle to the same degree as other ones.  This perspective makes the case that many factors are involved with the person playing a violent video game.   The Harvard Medical Review illustrates this perspective on a player’s personality:
Two psychologists, Dr. Patrick Markey of Villanova University and Dr. Charlotte Markey of Rutgers University, have presented evidence that some children may become more aggressive as a result of watching and playing violent video games, but that most are not affected. After reviewing the research, they concluded that the combination of three personality traits might be most likely to make an individual act and think aggressively after playing a violent video game. The three traits they identified were high neuroticism (prone to anger and depression, highly emotional, and easily upset), disagreeableness (cold, indifferent to other people), and low levels of conscientiousness (prone to acting without thinking, failing to deliver on promises, breaking rules). (Violent)
	The next perspective about violent video games having an effect on a child or teen’s behavior is more straightforward.  The advantage it has is that most studies in the past have supported the idea.  This brings with it the disadvantage of bias views.  One study by the American Psychological Association claims that through the analysis of 130,000 gamers it shows that there is a link between violent video games and aggression (Jayson). The study was critiqued by Christopher Ferguson, an associate professor at Texas A&M University, and he states that many risk factors weren’t assessed in the research and that it is “overestimating the influence” of violent games in aggression.  (Jayson)   
	Many researchers have been critical specifically with violent video games because they are interactive unlike other types of media; as media violence researcher Craig Andersen stated “In a violent video game, you rehearse the entire aggression sequence from beginning to end," Andersen is the chair of Iowa State University’s Department of Psychology.  Andersen also claims “you have to be vigilant, looking for enemies, looking for potential threats; you have to decide how to deal with the threat, what weapon to use, and how to use it; and then you take physical action to behave aggressively within the game.” “We have considerable evidence these games cause violent behavior,” Andersen candidly asserts.  He draws this conclusion by mentioning that hundreds of scientific studies suggest there is causal link between violent behavior and the consumption of violent content. (Hoerrner)  
	One element that would increase the likelihood of a young teen or child being exposed to mature violent content is displayed in a Harvard Medical Letter:
Dr. Cheryl Olson, cofounder of the Massachusetts General Hospital Center for Mental Health and Media, led a study of 1,254 students in public schools (most were ages 12 to 14) in South Carolina and Pennsylvania.  The researchers found that certain situations increased exposure to violent video games—such as locating game consoles and computers in children’s bedrooms, and allowing older siblings to share games with younger ones. In this study, children who played video games often with older siblings were twice as likely as other children to play mature-rated games (considered suitable for ages 17 and older).  (Violent)
	Moreover, Craig Andersen and other researchers state that video game manufacturers should, to a certain extent, be held accountable for the content that is shown in the games they make.  This argument is supported by a study by Peter D. Hart Research Associates that shows 70% of parents said they check the ESRB rating system always or some of the time and 54% said they check the content descriptors.  (Hoerrner) “On the other hand, according to a [Henry J.] Kaiser [Family] Foundation study of media habits of youth and families, among 11- to 14-year-olds, 75% of parents set no limits about what video games their children could play. For teens ages 15-18, the lack of parental supervision on content jumped to 95%.” (Hoerrner)  
Studies since the 1980s have been done to display a link in the brain between violent video games and aggressive behavior.  This idea is made in a Science Daily Article “Evidence from brain scans carried out while gamers play also seem to support a connection between playing video games and activation of regions of the brain associated with aggression.” (Could)
	The inverse perspective to the last one I mentioned is that violent video games have little or no negative effects on the player but rather they affect the player positively.  This view has been the most scrutinized by researchers because the opinion pendulum has tended to swing the other way ever since violent video games have been put under the magnifying glass.  Recently the pendulum has started to swing, at the least, more toward the center of thought.  To display this recent trend an article from WebProNews goes as far as saying that playing violent video games increases your pain tolerance; this was based by a study from Keele University that used data collected from 40 volunteers that played violent video games versus a non-violent golf game. (Wolford)  The question is whether that is a good thing or not.
	Many of these researchers believe that the effects of violent video games are subjective.   They hold the perspective that most teens and children won’t be affected by the violence in games.  Patrick Kierkegaard of the University of Essex, England contends in a Journal:
 Despite several high profile incidents in US academic institutions, violent crime, particularly among the young, has decreased dramatically since the early 1990s, while video games have steadily increased in popularity and use. For example, in 2005, there were 1,360,088 violent crimes reported in the USA compared with 1,423,677 the year before. With millions of sales of violent games, the world should be seeing an epidemic of violence, instead violence has declined. (Could)
	To give a brief glimpse into the positive side of violent video games, it was stated in a Harvard Medical Letter that  “in the vast majority of cases, use of violent video games may be part of normal development, especially in boys—and a legitimate source of fun too.”  More articles add to this by saying violent video games reduce aggressive behavior by using the games as an outlet for their aggression.  An article from the AAFP explains “Conversely, some authors suggest that video games may provide a safe outlet for aggression and frustration. Positive effects on divided-attention performance, developmental issues, and spatial and coordination skills also have been suggested.” (Walling)
	In conclusion I think there is much to gain from each perspective since they all have their strength and weaknesses.  Typically, as I studied this topic I have found that none of the data is necessarily conclusive on the effects that spring from playing violent video games.  There is plenty of room for more extensive research to be made in order to incorporate all the factors that are involved.  The main idea is to help parents make informed decisions in relation to violent video games and their children.  Either way parents should directly involve themselves both before and after the purchase of a video games is made.  Future research should assess better the negative effects that video games may have on a child and develop strategies to help a child understand how to change their behavior if affected. 

Works Cited
"Could Violent Video Games Reduce Rather Than Increase Violence?" ScienceDaily, 15 May 2008. Web. 15 Nov 2012.
Hoerrner, Mark and Keisha Hoerrner. "Violent Video Games Might Be to Blame for Violent Behavior." Rpt. from "Video Game Violence." Children's Voice 15 (2006). Gale Opposing Viewpoints In Context. Web. 15 Nov. 2012.
Jayson, Sharon. "Don't study the video game, study the player." usatoday.com. USA Today,
	15 Sept. 2011. Web. 1 Nov 2012.
"Violent Video Games And Young People." Harvard Mental Health Letter. Volume 27: Number 4. (2010). Academic Search Premier. Web. 15 Nov 2012. 
Walling, Anne. "Do Video Games Lead to Violent Behavior in Children?" Am Fam Physician. 65.7 (2002): 1436-1438. Web. 28 Nov 2012.    
Wolford, Josh. "Violent Video Games Increase Your Pain Tolerance." webpronews.com. WebProNews, 10 Sept. 2012. Web. 28 Nov 2012.

