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97% of 12-17 year olds in the US played video games in 2008, thus fueling an $11.7 billion domestic video 
game industry. In 2008, 10 of the top 20 best-selling video games in the US contained violence. [ I think that 
this topic is causing a lot of controversy amongst parents and teens]. 
 
Violent video games have been blamed for school shootings, increases in bullying, and violence towards 
women. Critics argue that these games desensitize players to violence, reward players for simulating 
violence, and teach children that violence is an acceptable way to resolve conflicts.  
 
Video game supporters believe that a majority of the research on the topic is deeply flawed and that no 
causal relationship has been found between video games and social violence. They argue that violent video 
games may reduce violence by serving as a substitute for rough and tumble play and by providing a safe 
outlet for aggressive and angry feelings. 
 
The debate over violent video games can be traced back to the 1976 release of the game Death Race. 
[40] The object of the game was to run over screaming "gremlins" with a car, at which point they would turn 
into tombstones. Controversy erupted because the "gremlins" resembled stick-figure humans, and it was 
reported that the working title of the game was Pedestrian. After protestors dragged Death Race machines 
out of arcades and burned them in parking lots, production of the game ceased. 

The controversy over violent video games resurfaced following the massacre of 13 people at Columbine 
High School in Jefferson County, CO on Apr. 20, 1999. The two teenage shooters were revealed to be avid 
players of weapon-based combat games Wolfenstein 3D and Doom. Following the shooting, 176 newspaper 
articles across the country focused on the allegation that video games were the cause of the tragedy. [43] 
 
Within hours of the Virginia Tech shooting on Apr. 16, 2007, attorney and anti-game activist Jack Thompson 
appeared on Fox News to blame the tragedy on the violent game Counter-Strike. Other high-profile figures 
such as television host Dr. Phil McGraw and Republican presidential candidate Mitt Romney argued that 
video games were to blame for the shooting. However, it was later revealed by the Virginia Tech Review 
Panel that the shooter did not play video games. [45] 

Critics of violent video games argue that playing violent games desensitizes players to real-life violence and 
is responsible for the increasing rates of bullying. In 2007, 32% of students aged 12-18 reported being 
bullied at school, compared to 5% in 1999. [46] [47] Some researchers are concerned that violent video 
games teach children that violence is an acceptable approach to solving conflicts and achieving goals. 
 
Defenders of violent video games argue that the research has failed to show a causal link between video 
games and real-world violence. They argue that correlations between video games and violent behavior can 
be explained by youth predisposed to violence being attracted to violent entertainment. Additionally, if video 
games do cause youth to be violent, then one would expect juvenile violent crime to increase as more youth 
play violent video games. Instead, the arrest rate for juvenile violent   
crimes has fallen 49.3% between 1995 and 2008, while video game sales have quadrupled in the same 
period. [16] 
 
In 2008, 298.2 million video games were sold in the US alone, totaling $11.7 billion in revenue. [48] Six of 
the top ten best-selling video games in 2008 included violence, with four of the games carrying a "Mature" 
rating recommended for persons aged 17 and older. [1] 
 
CBS News reported on Feb. 18, 2013 that the shooter at the Dec. 14, 2012 Sandy Hook Elementary School 
massacre "was motivated by violent video games and a strong desire to kill more people than another 
infamous mass murderer," citing law enforcement sources. CBS also cited unnamed sources saying that the 
shooter was "likely acting out the fantasies of a video game as he killed 20 first graders and six adults at the 
school."[20] Connecticut State Police spokesman Lt. Paul Vance called those reports "mere speculation" 
and said it was too early to know the killer's motivation.[21] 
 
Worldwide sales of video games are predicted to reach $73.5 billion by 2013. [19] As games get more 
sophisticated and realistic, the debate over whether or not children should be exposed to violent video 
games continues. 

What is your stance on this issue? Respond to the editor of Groffibble Times. 
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