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Abstract

The question of whether video games are able to influence the world we live in is a controversial and heavily debated topic within our culture today.  This report aims to address the issue by presenting a reasoned discussion of some of the different arguments that have been given for and against video games.

A brief background to some of the more controversial events within the video game industries timeline is looked at to give some perspective on the amount of controversy.  This is followed by a look at the underlying design of video games and how they are constructed to immerse and addict us to an interactive form of entertainment media that can display any kind of message that the developer wishes.  The underlying design of video games is something that we in some ways, create ourselves, the developer aiming to provide to the market that which it desires.

An extended discussion of video games violence is given along with the publics perspective of the issue.  A look at the evidence backing up this perspective highlights several flaws and inconsistencies which show that the publics perspective is not necessarily the correct one.  Through media influence and key atrocities accusations have been made against video games that have been backed up with research that cannot be applied to a real life situation.  Evidence concerning aggression levels, desensitisation to violence, moral decline and the training of young killers is considered.  The accusations are often made at periods when atrocities have sparked up public outrage and results have been read into these experiments that seem to back up the publics perspective of video games.  The actual statistics however describe none of the impacts upon our world that were predicted and in stark contrast it is even suggested that video games may even be beneficial in the majority of cases.  The use of censorship to curb the controversy caused is also discussed.

It is concluded that more research is desperately needed within the area of video games influence but that positive as well as negative aspects should be looked for.  A call to developers to show some social responsibility and change the focus within their games from violence to action is also made.
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