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Video Game Regulation
	The video game industry has gone through a vast expansion since it was first introduced. This effect has increased the accessibility of assorted types of games for children, and adults alike. In return, numerous studies have been carried out, with an aim of investigating the potential consequences of the interaction between people and video games. While more studies have concentrated on assessing the negative effects of video game playing, dissimilar studies have also revealed some positive benefits of the practice. The findings in these studies, coupled with public speculations on the possible effects of video game playing have generated a lot of controversy around the proposal of regulating video games. I chose this topic because I am a fun of playing video games; therefore, I am directly affected by the impacts of video game playing.  The specific concept that made me develop an interest on this topic is the arguments developed by the two sides of the divide, in support of their stance. As such, I seek to review the arguments of those who support and oppose the regulation of video games by the government; with an aim of establishing a personal stand regarding the issue.
	One of the arguments of those who oppose the regulation of the video games is that they enhance the cognitive skills in children and adults alike. This argument is supported by various studies conducted by researchers. According Granic, Lobel, and Engels (2014), the shooter game is particularly connected to this effect. Similarly, several studies and meta-analysis that have been conducted to assess this claim have yielded positive results. Green and Bavelier (2012) conducted a study that yielded parallel results with a meta-analysis that was conducted by Wai et al., 2010. Both groups of scholars discovered a strong correlation between playing the shooter game and the development or enhancement of spatial skills. In turn, the spatial skills have been found to yield positive effects in various areas of life including academic and professional areas. As such, the opposing side fears that the regulation by the government may hinder children from playing shooter games due to their violent nature. This would hinder the children from acquiring the benefits of the shooter games. 
	Similarly, the opposing side claim that regulating video games could lead to total censorship. Notably, the gaming industry rates the games on the basis of violence, language use, betting, and drug abuse; among other sensitive themes. However, this kind of self regulation would be hindered by the threat of penalties and prosecution. Subsequently, it would be hard for parents to regulate the type of games played by the minors. Still, without the voluntary rating, the government would make it obligatory for the gaming industry to rate their products. This move would then call for the regulation of other media and print materials that are accessible to the children. This would result into full censorship; thus infringing on the constitutional provisions on the matter. As such, the opposing sides feel that in a free country, the question of regulating video games should be left in the hands of the parents and guardians.
	On the other hand, proposers of video games assert violent video games yield aggressive behavior in children. Similarly, this argument is backed by empirical evidence. For instance, a study conducted by Anderson et al (2010) revealed that interaction with violent video games generated aggressive behavior in children. Another study found a close link between violent video game playing and indiscipline and insubordination (Prot et al., 2014). Therefore, the supporters of video game regulation argue that the regulation could spare the children the detrimental effects posed by aggression behavior on the academic, social, and professional areas of the victims.
	Still, those who uphold the regulation proposal argue that video game playing is addictive and it may result to mental disorders including depression, anxiety, and suicidal thoughts.  Indeed, research has confirmed these fears. In an empirical study, Gentile et al. (2011) found that children who interacted with violent video games were at higher risk of getting mental and personality disorders. In the same line, playing violent video games affects educational and socializing abilities of the children and youth (Prot et al., 2014). As such, supporters of the regulation proposal are concerned about the social, academic, and health problems linked to violent video gaming. 
	In view of the arguments from both sides, it is clear that video game playing has significant benefits and drawbacks on various aspects of the player. After through consideration of the arguments, it is clear that video games should be moderated. The question that arise is; by who? The opposing side argues that parents are best suited to moderate the extent and scope of their children’s interaction with the video games. However, it is common knowledge that some parents miss out on the activities that their children are involved in. Also, it is not easy to monitor the children when they are away from home; given the widespread availability of video games. As such, parents’ regulation can only be effective, to some extent, at home. On the other hand, the government has the responsibility of seeking the welfare of all citizens, and most of all vulnerable groups such as children. Therefore, given the proved negative effects of video game playing on children, the need for regulation, and the limitation on parents’ regulation, I support the regulation of video gaming by the government. 
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