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Violent Games that caused controversy though time 
I am interested in how violent games caused controversy though time with different levels of graphics. For example, the 1976 game Death race that had stick men to represent gremlins, and the point of the game was to run over the gremlins with a car. Because Death race was made in 1976 the graphics aren’t very good, but Death race still caused controversy as it was thought to encourage players to run over people in real life. What interested me is how a game like death race caused controversy, but games can be released today with better graphics and a lot more violence and are received with open arms by the public.  An example for this is assassin's creed, where the player has to assassinate targets to stop an evil order known as the Templars, because of this Assassin's Creed has blood and moments where the player has to kill a lot of guards to achieve their goal. 
For this proposal the three words chosen are controversy, evolution and desensitization. Controversy means that the public disapprove of whatever is causing the controversy in this instance its violence in video games. Evolution means how something improves and adapts over time in this case graphics and violence in video games. Desensitization is the public getting used to something over time in this case violence in video games.         
Controversy 
[bookmark: _gjdgxs]Violence in video games has caused controversy over a long period with the public, however this has changed over time due to desensitization. A good way to see what causes controversy after a game is released, is to compare it with a later sequel. This will be Doom, as the first one was released in 1993 with great controversy; the second doom game in comparison which was released in 2016 with little or no controversy. Doom 1993 caused controversy at the time because it was very violent and had a lot of blood and gore. It is believed to be an influence on the shooters of the Columbine High School massacre in 1999 (Radford, 2000).  On the other hand there seems to be little to no research to suggest that Doom 2016 caused any controversy. This is interesting because the graphics are much better, so it looks more realistic, and being realistic would support the opinion of those who have a problem with the gore, and want to argue against it. For example, as it goes from being clear square pixels to more of a liquid state, this should be worse for those with this problem. However, as time has gone on less people seem to want to have a discussion about it, or find the game controversial even with the gore, because more and more people are taking it as the norm. The younger generation are less likely to see what is so unpleasant about gore in video games, unless it an extreme, this is partly due to desensitization. A whole generation has grown up with things that have caused controversy in games such as, gore violence, torture.  So it seems only the older generations may have a problem with games such as WWE games, when the player can make the AI or opponent wrestler’s face bleed, this would be conceded as normal for the younger generations. 
Something else that could bring controversy to the gaming industry is that fact that more and more people are being diagnosed with video game addictions, which have been recognized as a mental health disorder. With some teenagers saying they are powerless to stop playing the games (Rauh, 2019). This will be negative for the games industry because more and more parents who don’t necessarily play games, and are not well informed could be deterred from buying their children game consoles for fear they will become addicted. 
   
Games can cause less controversy through positive effects on the player. There are many positive skills a player can learn which will be discussed below.
According to Tumbokon (2019), games can also have positive effects such as Problem solving and logic, Hand-eye coordination, fine motor and spatial skills, Planning, resource management and logistics, Multitasking, simultaneous tracking of many shifting variables and managing multiple objectives. 
Fps games have been noted to help hand eye coordination. This would happen when the player is in a game shooting the enemy, as they have to keep their eyes on screen to see what is happening and also control the character in the game, and as the player gets better at the game their hand eye coordination skill also improves. 
One of the most important skills games can teach is money management. They do this by giving the player resources such as ammo in a fps games or in-game money in a city builder. For example, skylines where the player has built a city from scratch paying for everything including, roads, houses, power plant, water system, public services and public transport. The player gains money through taxes, but if the population isn’t happy the player gets less taxes and eventually goes bankrupt. This teaches the player to manage in-game money / resources and naturally those skills carry over into real life. So instead of the player spending all of their money at once, they have learned to keep a bit back in case of a rainy day, and the player could also have learned to look for the best deal before they spend their money.  
Here is a quote from Elon musk who is one of the richest men in the world, about video games and how they helped him, “To make an embarrassing admission, I like video games. That's what got me into software engineering when I was a kid. I wanted to make money so I could buy a better computer to play better video games - nothing like saving the world.”
Video games may be seen as a learning tool for life-skills; for example, they can help someone learn a new language. Because of this, games have something to offer everyone, they can teach someone how to cook or survive in a desert through teaching life skills. We have seen these skills can be taught through games, by the U.S. army using them to teach soldiers. 

Evolution
Graphics in video games have evolved through time. For example, the first Wolfenstein was very pixelated and the player wouldn’t be able to tell the difference between NPC’s (non-player characters), unless it was obvious like the main colour was different. It would not be due to details such as different armour and clothing because all the NPC’s wouldn’t have much detail due to the early-day graphics. On the other hand, Wolfenstein 3 has much better graphics and the player can tell the difference between most things at a glance, such as different NPC’s having different armour sets and clothing, which wouldn’t have be possible in the first Wolfenstein. This is important because violence has also become more realistic as games’ graphics have evolved.  For example, the blood is more realistic in the later Wolfenstein than the first. 
How graphics have developed and improved is one very important part in games, and one that helps to create controversy with showing gore and violence in a more realistic way. 
 One of the most obvious signs that a game is old is when a character speaks and their lips don’t move but there head does, this is due to technology not being advanced enough yet for the game designer’s vision for the game, as they want it to be as realistic as possible.  On the other hand, games that realised they couldn’t achieve what they wanted with technology, and focused on making the game look good with a unique art style are thought of as being a bit retro such as Space Invaders. The quality of art normally was overlooked in favour of somehow getting the young simple day graphics in to something that the customer would recognize as a car for example. 

[image: Image result for how have the graphics in video games changed]



Desensitization
It is interesting to see desensitization in video games through time. For example, when video games first started coming out, the slightest bit of blood would cause concern amongst the public, and games that are released now, if there is blood in them no one bats an eye; it is considered normal. This is because as a society we have been getting used to more gory games coming out, such as Wolfenstein and the Grand Theft Auto series. 
Video games are considered a harmless pastime in society, even though the player could be playing games such as Grand Theft Auto V, torturing someone. This is interesting because when Grand Theft Auto first came out, if they had included a torture scene, such as the one in Grand Theft Auto V the company would have most likely be shunned by the public. Research conducted by Delamere &Shaw (2006) proves this.
“Rapidly advancing technology has created ever more realistic video games. Images are sharp, settings have depth and detail, and the audio is crisp and authentic. At a glance, it appears real. So real, that research has consistently found that gamers feel guilty committing unjustified acts of violence within the game” (Science Daily, 2016).
Due to technology improving in the gaming industry, players are able to play more realistic games, and also undertake more complicated actions. There have been arguments made to support the fact that gamers are becoming desensitized to violence in games, and arguments that disagree with this. Personally, I have been playing games all of my life and there are still moments in games that make me feel guilty. For example, in Wolfenstein 2017 the main character has a flashback to when he was a kid, and his father made him shoot their dog and the only way to continue the game was to actually press the shoot button. This made me feel very guilty whilst I was playing the rest of the game.  
There has been a counter argument to this stating that video games actually make the gamer immune to guilt due to performing violent acts within the game over and over again. The player can gradually become desensitized to the violence within the game; this could also translate into other games with hard moral choices (Grizzard et al, 2017).
This counter argument also suggests that violent games could make gamers more desensitized to violence in real life, which in turn could make the individual more violent in their real lives. For example, the Columbine school shooting was carried out by two male students that have been rumoured to be influenced by the game Doom, which was released in 1993 (Fandom, N.D.). 
The graph below shows violence in youths and the causes of this violence. This shows that video games are the third largest cause below general offences, and being male. So, this graph supports the counter argument to games do cause desensitization to violence. 
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Another argument to suggest games can cause desensitization to violence is the fact that the U.S. military use games to help train their soldiers. However, this could be more learning skills to survive on the front line training than just making sure soldiers are more desensitized to violence (Military.com 2019). 
“For the U.S. military, the rise of first-person shooters has been a welcome development. In recent years, the military has encouraged many of its soldiers to partake in the thrill of violent video games as a way to continue combat training, even when not on active duty. (In fact, using games to teach military tactics has been a longstanding practice in the U.S. military: Before video games, troops were encouraged to play military-themed board games.)” (Romaniuk & Burgers, 2017). 
This quote suggests that the U.S. army used board games for the same reason they use video games today, to teach military tactics. Video games probably increase the effectiveness of the military to teach military tactics. 
Through arguments that have already been made, violent video games can cause desensitization in the player, because they are seeing violence over and over again. Even if this is true or not, they can still teach soldiers certain skills, such as teamwork, and if a violent situation arose that bond with the team would help them be violent to protect their teammates in a real-life situation. 

Conclusion
From the research undertaken, I have found out that controversy can be formed by rumours, or people that don’t quite understand the subject they are talking about. In this case, violence in games. However, there can also be good controversy; for example, games helping hand-eye coordination, and helping to manage resources. Controversy can also be linked to desensitization, we can see this throughout the history of games, because the longer they have been out the less controversy violent games have got. This is due to people getting used to basic violence in games. Nowadays, games have to be extremely violent to cause controversy. What is interesting is games that look more realistic, don’t cause as much controversy as games that looked unrealistic when they were released, this again is due to desensitization and the fact that the generation now that are playing games have grown up with violent and realistic games.
For my dissertation I would look further into how evolution and desensitization have helped or hindered each other. For example, graphics getting better through evolution and a generation growing up with violent games through desensitization. I would also look at more real-life cases of violent games being linked to a crime; for example, the Columbine shooting, and see if there are any other real-life cases where information gained in a game help to save someone’s life. This would be interesting to see how games would help us in when dangerous situations arise.  
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THE IMPACT OF VIOLENT VIDEO GAMES: AN OVERVIEW

Figure 1: Some longitudinal factors for youth violence
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