Fon 4

Media and Violence: Effects of Video Games

The likely opponent to the view of the influence of video games on behavior is Marla. The underlying conclusion made by Khalil and colleagues is that media such as video games are responsible for violence among school going children. Khalil et al. states that children who are involved in playing video games that are violent in nature tend to become aggressive and violent. The argument made by the authors of this article that an aggressive emotional change in behavioral as well as academic performance is evident among children playing violent video games. Khalil and his colleagues studied 400 adolescents from English medium schools and came to the conclusion that 62.07% of the male students playing violent games were ready to apply the violent actions they witnessed to real life situations (Khalil et al. 331). An additionally finding is that poor academic performance was evidence among 63.21% of the males playing violent games in comparison to the 33.33% of the females (Khalil et al. 331). The aggressive nature of behaviors among the violent video gamers highlights the negative effect of violent video games on the psychological functioning of children that further affects their academic performance.
The study by Fournis and Nabhan seeks to answer whether there is a correlation between crime, violence, and violent video games. Fournis and Nabhan argue that there is no decisive evidence to assert that there is a strong correctional between video games, violence and crime. The authors argue that findings generated from meta-analysis provide contradictory results showing that violent video games increase aggressiveness while others show no effect on crime or violence. Additionally, conflicting results as indicated by Fournis and Nabhan show that the exposure to video games have no negative effect on children. The study in this case highlights that there is weak evidence to show the correlation between violent video games or television shows on aggressiveness let alone criminal behaviors. The authors argue that studies showing the effects of violent video games on aggression and criminal behavior are largely biased and overestimated. Another assertion made by the authors is that the studies show that criminal behavior and violence are not directly caused by the exposures to violent video games as studies show that juveniles and those in the prison system have limited contact with video games. Fournis and Nabhan assert that there is no conclusive study that shows that the exposure to violent digital games is associated with increased criminality, violent behaviors or aggressiveness. The researchers argue that inconsistency of the data and research results on this topic is insufficient to firmly state there is a correlation between the exposure to video games, crime, and aggressiveness. 
The argument here is whether violent media is responsible for aggressiveness with a specific focus on the exposure to violent video games. The first article by Khalil et al. provides a powerful argument that is supported by statistical evidence aimed at swaying the logical appeal to support the assertion that video games are responsible for aggressiveness among children. However, the article by Fournis and Nabhan provides a more powerful argument as it integrates the highest level of evidence that of results findings from meta-analysis. In meta-analysis the authors take into account the findings from different research studies before coming to a conclusion as compared to the study by Khalil et al. that only uses the findings of one study to argue their position. The article by Fournis and Nabhan critics the different studies on the subject of violent video games and aggression and comes to the conclusion that there is inconsistency in the findings of all these studies. The inconsistency of the different peer reviewed researches highlights that there is no clear consensus that violent video games have an effect on crime and aggressiveness. The meta-analysis approach adopted in this article enhances the authenticity of the research process and gives credibility to the findings made identifying why this is most effective argument.
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