Violent Video Games Research
Paper

According to Pinkerton—the leading
provider of risk management services in the
world—workplace violence is second only to
cybersecurity as the top threat faced by
organizations today. Incidents involving
active shooters in the workplace are on the
rise and becoming more violent and deadly.
Active Shooter provides the tools necessary
to identify potential violent individuals,
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along with the options and responses
needed to save lives, reduce corporate
liability, and recover from an active shooter
event should it happen. Active Shooter
begins with a brief history of active shooters
and how they have changed over time. It
shows why many perpetrators initiate
attacks, what they often are thinking, and
some of the indicators that could have been
identified prior to the attack. The book
shows how to develop an active shooter
program in an organization, walking readers

through the entire process including
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training exercises to test the efficiency of
the program. With the uniquely private
security perspective, Active Shooter
illustrates how to communicate with law
enforcement, government agencies, and the
media in the event of active shooter
incident. The book concludes with a
discussion of how organizations can recover
promptly after an incident, which is crucial
for operational survival. Illustrates what
businesses should consider prior to, during,
and after an active shooting event, including

developing business continuity plan
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Demonstrates the importance of
preparedness, an effective coordinated
response, and planning all the way down to
the frontline employee Addresses the private
sector and public sector coordination efforts
needed for an effective active shooter
program Offers teaching and learning tools
such as text boxes, end-of-chapter
discussion questions, lists of key DHS, FBI
and FEMA websites and resources, as well as
training exercises and case studies
Scholarly Research Paper from the year

2007 in the subje(,;t Ig lormation
age



Management, grade: 2:1, University of West
Scotland, course: Professional, Legal and
Ethical Issues in IT, language: English,
abstract: From humble beginnings in the
late 1970's, when they were considered to be
a passing fad and catered mostly to a niche
of technology lovers, the video game
industry has mushroomed and now caters to
a huge market worth $7.1 billion in the
United States alone. However, despite this
level of popularity and the fact that video
games are fast eclipsing Hollywood as the

premier entertaingpeg;nﬁg industry, the amount
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of research that has gone into the effects of
games is still insignificant. The purpose of
this paper, then, is to investigate existing
research into this field, and see if there is
any basis behind the reasoning that video
games actually promote violence in real life,
or whether this is just a tide that has caught
on due to sensationalist reporting.

Video games can have many effects on
players, some of which could be intentional
effects (e.g., games designed to train health
compliance behaviors), and most of which

are unintentional (e.g., violent games,
Page 6/61



stereotypes, gaming disorder). Some of
these areas of research have been seen as
controversial, but many of the controversies
can be at least partially resolved by
considering the learning mechanisms
underlying the effects. We describe the
General Learning Model in greater detail
than has been provided elsewhere, including
short-term and long-term mechanisms,
processes of learning and forgetting, and
moderators of learning. Video games use
many of the best practices to train for both

mastery and for transfer of learning. The
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implications for re-interpreting the
literature on violent video games and
gaming disorder, as well as for applied
social psychology broadly defined, are
discussed.

Feel like your kids are drowning in a sea of
new questions, apps, and devices? Want to
talk about digital media more with your
kids, but aren't sure how? Help is here.
Every Parent's Guide to Navigating Our
Digital World helps you think and talk
differently about digital media, as you learn

from inspiring amg crgglative parents like you
age



who navigate these ever-changing waters
day after day. Drawing from the best
research on media and youth, as well as our
own conversations with parents and
teenagers, this resource offers new
breakthroughs for your most pressing tech-
related dilemmas.

A Companion to Philosophy of Technology
Spaces for the Future

Implications from Basic Research

Effects of Video Games on Children’s
Behavior

Neural Mechanisngs g//(;lllderlying Internet
age



Gaming Disorder

Case Studies and Lessons Learned
Danger, Pleasure, and Obsession on the
Virtual Frontline

This book is the THE source for information on virtual

worlds, covering every aspect of this intriguing and fast-
changing social practice and the technologies upon which it
rests. 1 A detailed chronology detailing inspirations,
precursors, developments, and controversies related to
virtual worlds [J Tables of data about users of virtual worlds
[0 Anannotated list of private, nonprofit, and government

organizations pertinent to virtual worlds [0 Biographical
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sketches of authors, developers, researchers, policymakers,
and notable virtual world users (1 A glossary of scores of
relevant terms related to virtual worlds' function and use [
A bibliography of additional resources readers can consult to
learn even more about virtual worlds

What impact can video games have on players? How does
psychology influence video game creation? Why do some
games become cultural phenomena? The Psychology of
Video Games explores the relationship between psychology
and video games from the perspective of both game
developers and players. It looks at how games are made and

what makes them fun and successful, the benefits gaming can
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have on players in relation to education and healthcare,
concerns over potential negative impacts such as
pathological gaming, and ethics considerations. With
gaming being one of the most popular forms of
entertainment today, The Psychology of Video Games
shows the important role played by an understanding of the
human brain and its mental processes in the development of
ethical and inclusive video games.

This book is the first Australian study, based on extensive
fieldwork, of the personal backgrounds and processes by
which juveniles get drawn into risky and violent situations

that culminate in murder. Drawing on interviews with every
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juvenile under sanction of life imprisonment in the State of
South Australia (2015— 2019), it investigates links in the
chain of events that led to the lethal violence that probably
would have been broken had there been appropriate
intervention. Specifically, the book asks whether the existing
criminal justice frame is the appropriate way to deal with
children who commit grave acts. The extent to which prison
facilitates and/or inhibits the mental, emotional, and social
development of juvenile * lifers’ s a critical issue. Most —
if notall — will be released at some point, with key issues of
risk (public protection) and rehabilitation (probability of

desistance) coming sharply to the fore. In addition, this
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book is also the first to capture how significant others
including mothers, fathers, grandparents, and siblings are
affected when children kill and the level of commitment
these relatives have towards supporting the prisoner in his or
her quest to build a positive future. Written in a clear and
direct style, this book will appeal to students and scholars of
criminology, sociology, andpenology; practitioners working
in social policy; and all those interested in the lives and
backgrounds of juvenile offenders.

This book provides an interdisciplinary lens from which to
view the multiple types of effects of enduring childhood

experiences, and to recommend evidence-based approaches
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for protecting and buffering children and repairing the
negative consequences of ACEs as adults.

Control of Aggression

Which Side of History?

Blaming Halo

Gaming Representation

Gaming, Simulations and Society

Death by Video Game

Violence in Children and Adolescents

Focused on mapping out contemporary and future
domains in philosophy of technology, this volume

serves as an excellent, forward-looking resource
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In the field and in cognate areas of study. The 32
chapters, all of them appearing in print here for
the first time, were written by both established
scholars and fresh voices. They cover topics
ranging from data discrimination and engineering
design, to art and technology, space junk, and
beyond. Spaces for the Future: A Companion to
Philosophy of Technology iIs structured in six
parts: (1) Ethical Space and Experience; (2)
Political Space and Agency; (3) Virtual Space and
Property; (4) Personal Space and Design; (5) Inner
Space and Environment; and (6) Outer Space and

Imagination. The or%ani%gltion maps out current
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and emerging spaces of activity in the field and
anticipates the big issues that we soon will face.
From Pong to virtual reality, Understanding Video
Games, 4th Edition, takes video game studies into
the next decade of the twenty-first century,
highlighting changes in the area, including mobile,
social, and casual gaming. In this new edition of
the pioneering text students learn to assess the
major theories used to analyze games, such as
ludology and narratology, and gain familiarity
with the commercial and organizational aspects
of the game industry. Drawing from historical and

contemporary examele%/GEhe student-friendly text
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also explores the aesthetics of games, evaluates
the cultural position of video games, and
considers the potential effects of both violent and
"serious" games. Extensively illustrated, and
featuring discussion questions, a glossary of key
terms, and a detailed video game history
timeline, this new edition is an indispensable
resource for students, scholars and teachers
Interested in examining the ways video games
continue to reshape entertainment and society.
This book examines how today's technology, as it
Includes smartphones, computers, and the

Internet, shapes ourpggmé/%&cal health, cognitive



and psychological development, and interactions
with one another and the world around us. []
Addresses a topic of interest and of increasing
concern for researchers, parents, and educators []
Examines both the positive and negative effects
of technology across many aspects of physical,
psychological, and social health [J Provides real-
world examples through case studies to illustrate
key concepts discussed in the book [] Offers
additional information through interviews with
experts in an accessible Q&A format

The Celebration of Death in Contemporary

Culture investigates the emergence and meaning
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of the cult of death. Over the last three decades,
Halloween has grown to rival Christmas in its
popularity. Dark tourism has emerged as a rapidly
expanding industry. “"Corpse chic" and "skull
style” have entered mainstream fashion, while
elements of gothic, horror, torture porn, and
slasher movies have streamed into more
conventional genres. Monsters have become pop
culture heroes: vampires, zombies, and serial
killers now appeal broadly to audiences of all
ages. This book breaks new ground by viewing
these phenomena as aspects of a single

movement and documenting its development in
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contemporary Western culture. This book links
the mounting demand for images of violent death
with dramatic changes in death-related social
rituals. It offers a conceptual framework that
connects observations of fictional
worlds—including The Twilight Saga, The Vampire
Diaries, and the Harry Potter series—with real-
world sociocultural practices, analyzing the
aesthetic, intellectual, and historical
underpinnings of the cult of death. It also places
the celebration of death in the context of a
longstanding critique of humanism and
Investigates the role played by 20th-century

Page 21/61



French theory, posthumanism, transhumanism,
and the animal rights movement in shaping the
current antihumanist atmosphere. This timely,
thought-provoking book will appeal to scholars of
culture, film, literature, anthropology, and
American and Russian studies, as well as general
readers seeking to understand a defining
phenomenon of our age.

Educational Gameplay and Simulation
Environments: Case Studies and Lessons Learned
Video Gaming

Moral (Dis-)Engagement. How real life context can

sensitize players of violent video games
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The Link Between Video Games and Violence
Every Parent's Guide to Navigating Our Digital
World

The Psychology of Video Games

How Technology Is Reshaping Democracy and Our
Lives

"The finest book on video games yet. Simon

Parkin thinks like a critic, conjures like

a novelist, and writes like an artist at

the height of his powers—which, in fact,

he is." —Tom Bissell, author of Extra

Lives: Why Video Games Matter On January

31, 2012, a twenty-three-year-old student
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was found dead at his keyboard in an
internet café while the video game he had
been playing for three days straight
continued to flash on the screen in front
of him. Trying to reconstruct what had
happened that night, investigative
journalist Simon Parkin would discover
that there have been numerous other
incidents of "death by video game." And so
begins a journey that takes Parkin around
the world in search of answers: What is it
about video games that inspires such

tremendous acts of endurance and
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obsession? Why do we so thoroughly lose
our sense of time and reality within this
medium? How in the world can people play
them . . . to death? In Death by Video
Game, Parkin examines the medical evidence
and talks to the experts to determine what
may be happening, and introduces us to the
players and game developers at the
frontline of virtual extremism: the New

York surgeon attempting to break the
Donkey Kong world record . . . the
Minecraft player three years into an epic

journey toward the edge of the game's vast
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virtual world . . . the German hacker who
risked prison to discover the secrets
behind Half-Life 2 . . . Riveting and
wildly entertaining, Death by Video Game
will change the way we think about our
virtual playgrounds as it investigates
what it is about them that often proves
compelling, comforting, and irresistible
to the human mind—except for when it's
not.

Seminar paper from the year 2016 in the
subject Psychology - Media Psychology,

grade: 1,3, University of Duisburg-Essen,
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language: English, abstract: Shooting
sprees and acts of terrorism shake public
opinion and media agendas eminently as the
discourse involves strong emotions like
anxiety and fear towards violence against
humans. Violent video games might arouse
similar emotions to individuals, they are
often suspected to be the origin of
aggression and violent potential of young
and male perpetrators with no perspective
and a poor social environment. Research on
violent video games is ubiquitous, yet

lacks consensus on the effects of these
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entertainment products and the level of
aggression or other emotions aroused by
the consumption of violent media. This
study outline proposes to invert the

leading question - not to depreciate the
wonder of how we step into the real world
after we have played violent video games -
but to find out how we step into violent
video games after we have been shattered
by reality.

Although aggressive behavior and its
conseguences has been a topic of concern

for centuries, it is only within the
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recent past that serious attempts to
understand aggression have been made.
Within the last decade concern has
expanded at a very high rate, perhaps
impelled by an increase in aggression or
the implication of an increase by frequent
media reports of aggressive behavior. This
apparent increased concern is matched by
an increase in research. This volume
brings together for the first time the
diverse research strategies that reflect
current major approaches to understanding

the psychology of aggression. It deals
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with both basic laboratory research and
the implications of such research for
clinical work. Each chapter is designed to
provide a databased analysis of aggressive
behavior and an explanation of the
research tactics used to obtain such
data.Included in the book are a review of
physiological variables in aggression; an
assessment of neonatal variables in a
developmental analysis of aggression; an
examination of genetics and aggression;
research on the Pain-Aggression hypothesis

in human and non-human subjects; and an
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exposition of a social learning model of
aggression. Theses analyses are
significantly amplified by a moment-by-
moment sequential analysis of the behavior
of aggressive children, and by an
examination of the role of semantic
conditioning in the ontogeny of human
aggressive repertoires. The final chapter
(written by the editor) examines recurring
problems in aggression research in general
and considers points of consensus among
the contributors to the volume. Control of

Aggression will interest clinical
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psychologists and the full spectrum of
other scientists engaged in research on
the subject, including behavioral
pharmacologists and biologists,
geneticists, physiological and social
psychologists, and sociologists.

Avatars at Work and Play brings together
contributions from leading social
scientists and computer scientists who
have conducted research on virtual
environments used for collaboration and
online gaming. They present a well-rounded

and state-of-the-art overview of current
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applications of multi-user virtual
environments, ranging from highly
immersive virtual reality systems to
internet-based virtual environments on
personal computers. The volume is a follow-
up to a previous essay collection, ‘The
Social Life of Avatars’, which explored
general issues in this field. This

collection goes further, examining uses of
shared virtual environments in practical
settings such as scientific collaboration,
distributed meetings, building models

together, and others. It also covers
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online gaming in virtual environments,
which has attracted hundreds of thousands
of users and presents an opportunity for
studying a myriad of social issues.
Covering both ‘work’ and ‘play’, the
volume brings together issues common to
the two areas, including: What kind of
avatar appearance is suitable for

different kinds of interaction? How best

to foster collaboration and promote usable
shared virtual spaces? What kinds of
activities work well in different types of

virtual environments and systems?
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Avatars at Work and Play

Violent Video Games and Society

Research Scope and Perspective

A Pillar of Iron

(Lethal) Violence, Incarceration and
Rehabilitation

The Encyclopaedia Britannica

The Effects of Violent Video Games and

What Should Be Done about Them

This book addresses the ongoing scientific debates
regarding video games and their effects on players. The
book features opposing perspectives and offers point

and counterpoint exchanges in which researchers on
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both sides of a specific topic make their best case for
their findings and analysis. Chapters cover both positive
and negative effects of video games on players’
behavior and cognition, from contributing to violence
and alienation to promoting therapeutic outcomes for
types of cognitive dysfunction. The contrasting
viewpoints model presents respectful scientific debate,
encourages open dialogue, and allows readers to come
to informed conclusions. Key questions addressed
include: - Do violent video games promote violence? -
Does video game addiction exist? - Should parents limit
children’s use of interactive media? - Do action video
games promote visual attention? - Does sexist content in

video games promote misogyny in real life? - Can video
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games slow the progress of dementia? - Are video games
socially isolating? Video Game Influences on
Aggression, Cognition, and Attention is a must-have
resource for researchers, clinicians and professionals as
well as graduate students in developmental psychology,
social work, educational policy and politics,
criminology/criminal justice, child and school
psychology, sociology, media law, and other related
disciplines.

This book constitutes the refereed proceedings of the
19th IFIP TC 14 International Conference on
Entertainment Computing, ICEC 2020, which was
supposed to take place in Xi'an, China, in November

2020, but it was instead held virtually due to the
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COVID-19 pandemic. The 21 full papers and 18 short
papers presented were carefully reviewed and selected
from 72 submissions. They cover a large range of topics
in the following thematic areas: games; virtual reality and
augmented reality; artificial intelligence; edutainment and
art; 3D modeling; and animation.

The video game industry is big business, and with the
improvement of Virtual Reality technology, video games
will only become more realistic and immersive. Fears
abound that they drive their players to commit violent
acts. While many people believe the games desensitize
kids to violence, others argue that there has been no
scientific connection between aggressive behavior and

video games. Is immersion in violent video games a
Page 38/61



bridge to committing real-life acts of violence, demeaning
women, and bullying? Or can video games actually help
troubled kids, by providing them with a safe outlet for
their aggression and a way to work out their frustrations?
The Japan Association of Simulation & Gaming (JASAG)
and the Science Council of Japan (SCJ) hosted ISAGA
2003, the 34th annual conference of the International
Simulation and Gaming Association (ISAGA), at Kazusa
Akademia Park in Kisarazu, Japan,August 25-29, 2003.
About 450 participants and guests attended,with 330
from Japan and 101 from 34 other countries. The number
of submitted papers and reports exceeded 210, and in
addition, many poster presentations and experiential

sessions were held. This book is made up of 30 papers
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submitted to ISAGA 2003 and provides a good example
of the diverse scope and standard of research achieved
in simu- tion and gaming today.The theme of ISAGA 2003
was “Social Contributions and Responsibilities of
Simulation and Gaming.” Looking back over the history
of simulation and gaming research in Japan,in 1991
JASAG hosted ISAGA 1991 in Kyoto. However,even
though there were only 12 years between ISAGA 1991
and ISAGA 2003,and both conferences were held in the
same country,Japan,for Japanese researchers,the
meaning of hosting these two international conferences
of simulation and gaming research was very different.
Angles on Applied Psychology

Video Game Influences on Aggression, Cognition, and
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Attention

A Dictionary Of Arts, Sciences, Literature And General
Information (Volume I) A To Androphagi

Preparing for and Responding to a Growing Threat
Informing Parents and Protecting Children : Hearing
Before the Subcommittee on Commerce, Trade, and
Consumer Protection of the Committee on Energy and
Commerce, House of Representatives, One Hundred
Ninth Congress, Second Session, June 14, 2006
Empathy and Violent Video Games

The Impact of Interactive Violence on Children
Gaming Representation' offers a timely and

interdisciplinary call for greater inclusivity in video
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games. The issue of equality transcends the current focus
in the field of Game Studies on code, materiality, and
platforms. Journalists and bloggers have begun to hold the
digital game industry and culture accountable for the
discrimination routinely endured by female gamers, queer
gamers, and gamers of color. Video game developers are
responding to these critiques, but scholarly discussion of
representation in games has lagged behind. Contributors
to this volume examine portrayals of race, gender, and
sexuality in a range of games, from casuals like Diner
Dash, to indies like Journey and The Binding of Isaac, to

mainstream games from the Grand Theft Auto, BioShock,
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Spec Ops, The Last of Us, and Max Payne franchises.
Arguing that representation and identity function as
systems in games that share a stronger connection to code
and platforms than it may first appear, 'Gaming
Representation' pushes gaming scholarship to new levels
of inquiry, theorizing, and imagination.

In the wake of such incidents as the Newtown,
Connecticut and Aurora, Colorado, shootings, much
scrutiny has been applied to the topic of violent video
games, because there appears to be a link between school
shooters and video games that contain gratuitous violence.

This paper examines the alleged link between video game
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violence and real-world violence. Copious amounts of
research have been dedicated to this topic. Although many
researchers conclude that violent video games lead to
increases in aggression, a causal link between violent
video games and real-life acts of violence remains unseen.
This paper explores the origins of this controversy and
then seeks to find a solution to the problem of children
playing video games that they should not. Additionally,
this paper strives to dispel certain erroneous beliefs that
many people have about violent video games.

The long-awaited companion volume to the extremely
popular Angles on Psychology AS text has arrived! This
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excellent new book provides coverage of the Edexcel A2
specification.

Through three empirical studies, this book explores the
mechanisms behind moderating functions of empathy in
violent video games, revealing new insights that will
inform the ongoing debates about the effects violent
media content.

Learning from Video Games (and Everything Else)

The General Learning Model

Violent and Explicit Video Games

19th IFIP TC 14 International Conference, ICEC 2020,
Xi'an, China, November 10-13, 2020, Proceedings
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A Complete Guide for Parents and Professionals

The Essential Introduction

Television and Growing Up: the Impact of Televised
Violence

This book has been considered by academicians and scholars
of great significance and value to literature. This forms a part of
the knowledge base for future generations. So that the book is
never forgotten we have represented this book in a print format
as the same form as it was originally first published. Hence any
marks or annotations seen are left intentionally to preserve its
true nature.

"This book covers theoretical, social, and practical issues

related to educational games and simulations, contributing to a
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more effective design and implementation of these activities in
learning environments"--Provided by publisher.

This is an exploration of violence both by and against children,
its causes, and approaches to its ammelioration. Topics
covered include children who Kill, racial and sexual violence,
the relationship to the family, and the influence of television.
Video Game Influences on Aggression, Cognition, and
AttentionSpringer

Media Violence and Children

Juvenile Lifers

Children, Adolescents, and the Media

Active Shooter

Aggression and Prosocial Behavior

From Smartphones to Social Media: How Technology Affects
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Our Brains and Behavior
Adverse and Protective Childhood Experiences

Taking an approach grounded in the media effects
tradition, this book provides a comprehensive,
research-oriented treatment of how children and
adolescents interact with the media. Chapters
review the latest findings as well as seminal studies
that have helped frame the issues in such areas as
advertising, violence, video games, sexuality, drugs,
body image and eating disorders, music, and the
Internet. Each chapter is liberally sprinkled with

illustrations, examples from the media, policy
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debates, and real-life instances of media impact.
The impact of interactive violence on children :
hearing before the Committee on Commerce,
Science, and Transportation, United States Senate,
One Hundred Sixth Congress, second session,
March 21, 2000.

Which Side of History? offers a collection of bold
essays on how technology is affecting democracy,
society, and our future. Featuring prominent
national voices such as Sacha Baron Cohen, Marc
Benioff, Ellen Pao, Ken Auletta, Chelsea Clinton, Tim
Wu, Khaled Hosseini, Nicholas Kristof and Sheryl
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WuDunn, Jaron Lanier, Willow Bay, Sal Khan, Sherry
Turkle, Shoshana Zuboff, Vivek Murthy, Geoffrey
Canada, and many more. The essays focus on the
extraordinary impact of technology on our privacy,
kids and families, race and gender roles,
democracy, climate change, and mental health.
This groundbreaking book challenges opinion
leaders and the broader public to take action to
Improve technology’ s effects on our lives.
Featuring notable journalists, engineers,
entrepreneurs, novelists, activists, filmmakers,

business leaders, scholars, and researchers,
Page 50/61



including: Thomas Friedman, Kara Swisher,
Michelle Alexander, Jennifer Siebel Newsom, Jenna
Wortham, Cameron Kasky, Howard Gardner, and
Tristan Harris. Explores the ethical behavior of Big
Tech, or the lack thereof Offers roadmaps for
constructive change and thought-provoking
perspectives. With the rise of cyberbullying and
hate speech online, issues around climate change
and technology, and the "move fast and break
things" mentality of tech culture, Which Side of
History? will urge readers to draw the line. This

book will help shape the conversations we have
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around technology in our society and our future for
years to come. A smart gift for anyone who
approaches tech and the future with a healthy
skepticism Edited by James P. Steyer, the CEO and
founder of Common Sense Media. Add it to the
shelf with books like Ten Arguments for Deleting
Your Social Media Accounts Right Now by Jaron
Lanier, The Shallows: What the Internet Is Doing to
Our Brains by Nicholas Carr, and The Age of
Surveillance Capitalism: The Fight for a Human
Future at the New Frontier of Power by Shoshana
Zuboff.
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As seen in Time, USA TODAY, The Atlantic, The Wall
Street Journal, and on CBS This Morning, BBC, PBS,
CNN, and NPR, iGen is crucial reading to understand
how the children, teens, and young adults born in
the mid-1990s and later are vastly different from
their Millennial predecessors, and from any other
generation. With generational divides wider than
ever, parents, educators, and employers have an
urgent need to understand today’ srising
generation of teens and young adults. Born in the
mid-1990s up to the mid-2000s, iGen is the first

generation to spend their entire adolescence in the
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age of the smartphone. With social media and
texting replacing other activities, iGen spends less
time with their friends in person- perhaps
contributing to their unprecedented levels of
anxiety, depression, and loneliness. But technology
Is not the only thing that makes iGen distinct from
every generation before them; they are also
different in how they spend their time, how they
behave, and in their attitudes toward religion,
sexuality, and politics. They socialize in completely
new ways, reject once sacred social taboos, and

want different things from their lives and careers.
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More than previous generations, they are obsessed
with safety, focused on tolerance, and have no
patience for inequality. With the first members of
iIGen just graduating from college, we all need to
understand them: friends and family need to look
out for them; businesses must figure out how to
recruit them and sell to them; colleges and
universities must know how to educate and guide
them. And members of iGen also need to
understand themselves as they communicate with
their elders and explain their views to their older

peers. Because where iGen goes, so goes our
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nation- and the world.
Understanding Video Games
Entertainment Computing — ICEC 2020

The Celebration of Death in Contemporary Culture
iIGen

Collaboration and Interaction in Shared Virtual
Environments

Virtual Lives: A Reference Handbook

Presents a collection of essays on the role media
violence plays in a child's development and

behavior.
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Project Report from the year 2018 in the subject
Medicine - Neurology, Psychiatry, Addiction,
grade: 1.2, Egerton University, language: English,
abstract: In retrospect, technology seems to have
a dark shadow behind its benefits. Effects of
computer games on the behavior of children is
one of the most debated topics in psychology
studies because of the robust growth in video
game industry in the last few years. A
background study on the growth of the video
industry shows that it is one of the fastest
growing industries in the entertainment industry

with the video games of all genres becoming the
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most popular form of media. The children are one
of the most players in the industry and as a
result, its effect on children cannot be ignored.
Contrary to the public perception, the video game
industry is catching speed as research shows that
over 45 million households in the United States
posses a video game console. It is also debatable
that young children are gaining access to violent
video gamers in the United States and other
countries across the globe. As a result, the young
people are more susceptible to the negative
effects of video games compared to the older
adults (above 34 years of age). The effects of the
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video games among children have, therefore,
attracted concerns among the parents, medical
professionals, educators, society, and policy
makers. Research shows that school shooting and
youth violence are on the rise in the United
States attributed to the growth of video games
hence attracting public concerns in the country.
For instance, the growth of several violent games
such as brutality and gore, two games well known
for their use of guns, and doom and resident evil
are popular violent video games in the United
States and their increasing violent content has
been linked with the school shootings and youth
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violence in the country. Therefore, this report
explores the link between video games and
children’s behavior. The methodology used in this
report is the analysis of both primary and
secondary literature that focuses on the
correlation between violent video games and acts
of aggression in the society such as violent
crimes. Relevant books and journals have been
utilized with intensive research and debates on
the effects of video games on the behavior of
children.

Race, Gender, and Sexuality in Video Games
Why Today's Super-Connected Kids Are Growing
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Up Less Rebellious, More Tolerant, Less
Happy--and Completely Unprepared for
Adulthood--and What That Means for the Rest of
Us

HC Paper 353-11 House of Commons Culture,
Media and Sport Committee: Harmful Content on
the Internet and in Video Games, Volume II
Mental disorders : diagnostic and statistical
manual

A Developmental Perspective
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