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Video Games, Aggression, and Pro-Social Behaviors


The impacts of video games on the psychological development and children behavior have been a subject of debate across the mainstream society. Video games can either result in aggressive behavior or enhance pro-social behaviors. Violent video games often exalt and reward immoral behavior such as aggression and lack of self-control. Many studies have often noted that video games have a direct correlation with instances of aggression in children (Gabbiadini et al., 452: Liu et al., 193). In many cases, children often endeavor to imitate the specific attributes portrayed by the actors within the video games. Liu et al., (193), highlights that aggressive attitudes and cognitions often induce violent behavior in individuals. Through the general aggression model, the study indicated that the personality and situational variables influence an individual’s engagement in cruel emotions that consequently lead to aggressive behaviors (Gabbiadini et al., 452).

The influence of a child's environment is usually of prime importance in determining how they behave and what inspires them to engage in particular types of activities. Children who are often prone to playing the video games have a higher likelihood of participating in destructive activities through their future activities (Liu et al., 193). For instance, violent video games often tend to instill a sense of overconfidence in children that can result in compulsive behavior watched throughout the games. Children who attend or play the violent video games have thus been noted to exhibit antagonistic behaviors in a bid to express their mental desires and act relating to the characteristics of the video (Liu et al., 193).
According to Gabbiadini et al., (454), video games often give an opportunity to the children to engage in aggressive activities such as bullying, assault, and robbery. As such, children who continuously watch or indulge in playing or watching video games are enticed into associating with the particular behaviors. Although the moral development theory frequently stresses the need for individuals to remain morally responsible for their actions, video games tend to justify the need to engage in particular belligerent activities (Gabbiadini et al., 454). For instance, in the game, Call of Duty which emulates the Second World War, guns and ammunition are used to express discontent about a particular situation.

Through the Call of Duty games, individuals engage in warfare and violent behavior that results in the death and maiming of individuals across the society. Through the game, children may appreciate the role of intense action in a bid to express their displeasure about a particular situation (Gabbiadini et al., 453). In such instances, children feel that the only best way to get their rights is through indulging in aggressive behavior and violently fighting for their freedom. Additionally, Yang et al., (538) highlight that there is evidence of children aggression resulting from playing a violent video game. The study notes that children exhibited aggressive behavior immediately after playing the video games. Besides, Yang et al., (537), also indicate that engaging in less violent video games were often calmer than their counterparts who involved in violent video games. Again, the study also found out that individuals who play video games with the role as a male avatar were more likely to be violent compared to those individuals who only indulged in less extreme characters in the video games (Yang et al., 540).
On the other hand, video games can often enhance pro-social behavior among individuals. According to Greitemeyer & Osswald (218), individuals who engage in pro-social games had a potential of assisting other in case they experienced a problem. For, instance, playing the puzzle games often improved an individual’s capacity to help other from their difficult situation. Thus, plating non-violent video games have the potential of promoting pro-social behaviors as opposed to the violent video games that augment antisocial behaviors. Furthermore, Gunter (175) emphasizes the importance of playing certain video games on the social behavior of individuals. Individuals who engage in essential video games have the intrinsic motivation of assisting individuals across their settings. In many situations, it is evident that individual tends to become compassionate of their peers despite their differences. As such, where individuals engage in pro-social video games, their enthusiasm to assist other often increases the amount of impact the social games create on their personalities (Gunter, 181).
However, Greitemeyer & Osswald, (219) on the contrary indicate that video games have the potential of decreasing an individual’s social interaction. For instance, in the case of the Call for Duty video game, the movie stresses the aspect of elimination of the less cooperative people. As such, individuals have the potential of acquiring the antisocial perspective by trying to react to counter arguments within their surroundings (Greitemeyer & Osswald, 219). Since people’s motivation arises from their environmental settings, the video games have the effect of decreasing their pro-social behavior in a bid to enhance their superiority across their environments.  Therefore, competitive video games promote and encourage pro-social behavior while the violent video games endorse aggression in the players.
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