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Would a ban on violent video games be useful?





Video gaming is becoming an increasingly important form of recreation for many young people, especially young men.  However, people are now beginning to questiona the influence of particular games, especially those involving warfare and killing.  While some believe that such games are harmless fun, others believe they potentially damage society, citing recent court cases, and consequently should be banned. 





Supporters1 of these games, such as the companies who produce them, claim that there is no need for concern.  To support their opinion, they cite studies by psychologists which indicate that gamers are no more likely to commit violent crime than non-gamers.  A report by Braxton University in the United States found that among 234 gamers, involvement with the police was actually 8% lower than for non-gamers (Malone, 2011)*.  Both those who produce, and those who play the games, claim they are being unfairly blamed for the problems of society, and point out that no one would ever demand that books with violent themes should be banned2 for their negative influence. 





On the other hand, a growing number of people reject this view3.  They suggest that on certain vulnerable people, the watching and playing of violent scenarios for long periods of time, must have an effect3.  They cite the recent court case in Addingtong, Scotland where the defendant himself claimed to have been directly influenced by the game he had been playing continuously before attacking his best friend.  Furthermore, they point out that many male teenagers will have spent over a year of their life playing video games by the time they are 18 (Delgado and Spade, 2009, p.56),* so they are potentially4 a huge influence on behaviour5.


(v. how we behave) 





Even if it were agreed that a ban on certain games was beneficialb, there is the question6 of enforcement.  If some countries banned video games, people would almost certainly be able to accessb/c them, either by buying and shipping them from countries where there was no ban, or by downloading from the Internet.  In brief, national laws would not be able to police the global reach of modern technologyd, so any ban would be completely ineffective. 





Hence Ig do not think a ban on certain video games would be of any benefit.  The evidence on their influence seems inconclusive, and unlikely to change the mind of those who already have a strong opinion on the subject.  Plus, even if a ban was seen as desirable, circumstances indicate it would not work.  It would seeme that the problems we have with violence cannotf be solved by banning possible culprits, but by looking at our country’sg culture in general.
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