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I will be choosing the Rockstar game series of grand theft auto to represent the evidence on the impact on an audience of an experience from a built world and show how it has impacted the world today with violence being the youngest only eight years of age. The game series consists of a series of criminal activity such as armed robbery, mass murder and many more. It has come to notice over the last decade or so, that mass murder has increased, many of these situations are believed to be linked to the high levels of violence within the games being re-enacted in the real world. Just through a brief amount of research you can find many articles that have reported on such events happening. They talk about how these scenarios are made to seem so lifelike and realistic within the games, that people have somewhat become over immersed and taken these actions into real life and expected no consequences afterwards. Obviously, there are many sides to these situations as it may not be the video games causing people to perform these actions as there could be other factors that contribute such as mental health, being bullied and more. Another factor is parents allowing kids free access to any games they want, but what if parents were more stricter and stuck to video game age guidelines?                           
                                                
[image: http://images-cdn.9gag.com/photo/aOq82ry_700b.jpg][image: See the source image]The first grand theft auto game was released in 1997 and started out as a very basic game that lacked gory images and realism. This continued in the series until 2001 when Rockstar games released Grand Theft Auto III when graphics moved towards a third person perspective which allowed you to feel a sense of realism in gameplay. Although the sense of realism increased massively from the first two releases the level or gory in the game still remained very minimal, with miniscule amounts of blood at most.  Moving on into the fourth addition to the series, GTA IV, the game became more cinematic with the edition of realistic gore in terms of added blood that would spray on the screen to give knowledge of being injured and killing pedestrians in the game play. Continuing the realism in the fifth game series Rockstar started to focus on the realism of people’s lives and how crime became a way of life for people that lived on the bread line and backed this with a strong storyline throughout the game. Grand Theft Auto V being the newest release of the series has obviously had a lot of new technology into the build of the game. This has meant that the graphics are made to look very life like and you have the ability to alter the characters facial feature and clothing. All these factors give the user a very immersive    experience with added first person ability to make it feel as if you are really in the game. Within the game mode there are a series of perks/abilities that the character holds, for example Trevor who is one of three main characters has a rampage ability that allows him to cause chaos in an area which he kills and explodes thing in an aggressive manner. During the game mode you also have unlimited amount of life’s, for example when you are being pursued by police or other criminals and are killed you will respawn in the nearest hospital. Another feature to having unlimited lives is when you are in a situation that you want to get out of quickly you can instantly by killing yourself. [2]Figure 2: Character reference 
Figure  SEQ Figure \* ARABIC 1: Grand Theft Auto Cover Arts [1]

Figure  SEQ Figure \* ARABIC 2: Character reference [3]

Grand Theft Auto V is the only one so far with first person perspective as the city scape is based on the city Los Angeles and when walking the map, you can really feel like your walking the streets of los Angeles. When in the game play It offers you shop services like groceries markets, strips clubs and Gun stores. When visiting these shops, the graphics are so realistic that when entering the guns shop you are giving the accuracy of how a gun it built with them being displayed on the walls and when purchasing the item and it also gives you a closer view. Following these amenities, you also firing ranges where you character can use, this can allow you to test the range on the gun and experiment with how powerful it is so when using to kill people or to destroy a vehicle you know how close you would need to be. 

On August 26th, 2013 CNN reported that an eight-year-old boy intentionally murdered his caregiver/grandmother by using a shotgun to her head after playing Grand Theft Auto IV. During the report it states that the child did not know the consequences of his actions when doing this act but due to playing the violent game which allowed to educate him on how to operate the weapon and encourage violence on others. Due to his age he was not prosecuted. [4] 

Another similar Eric Harris and Dylan Klebold were two mass murderers that killed 13 people and wounded 23 people using weapons such as knives and firearms. These acts of violence weren’t totally link to Grand theft Auto, but rather using similar links and story lines on how to create pipe bombs and how to steal vehicle. Using links that encouraged violent acts both Eric and Dylan started to associate themselves to Trenchcoat Mafia. The main reason both boys became violent was due to bullying in school and found peace when playing and creating levels in the game ‘doom’ which later a level was called ‘Harris level’ due to the hardness of the level. Before being caught they decided to commit suicide than rather face the consequences. [5]

Anders Behring Breivik started a nine-year plan to fund his attack that took place on 22nd July 2011 by detonating a fertilized bomb outside housing the office of Prime Minister Jens Stoltenberg. April 2012 Anders Behring Breivik admitted in court that he used platforms such as Grand Theft Auto and Call of Duty as training. He used a holographic device that allowed him to gain target acquisition. He was later sentence to 21-year imprisonment. [6]

American Psychological Association have conducted over the years a series of test that measures the behaviour in children that have been exposed to violent video games. Some of the results that have been found from these tests have been the following:
1. Children may become less sensitive to the pain and suffering of others.
1. Children may be more fearful of the world around them.
1. Children may be more likely to behave in aggressive or harmful ways toward others.

These results were found by the National Institute of Mental Health in the 1980s and stated that when the participates reached teenage years that they would be more susceptible to being violent. These results were only based on children watching violence on television. In 2010 Craig A. Anderson researched that when a person plays violent video games there is an increase with aggressive thoughts, he later concluded with others that you become a casual risk into aggressive behaviour, aggressive mental health. Now with this strong research backing the idea of video games increase shootings, American psychological association fight to alert people that using these violent platforms can be dangerous is not used at the indicated ages that’s displayed on the games. They are suggesting on making these games less realistic to prevent the realism and reduce the impact on which it would have on the participant. A varied researcher has discovered that people come less empathetic to scenarios that surround death or when implying pain to an individual. At the end of all the attacks the killer/murderer tends to take their own lives and not take responsibility for their actions, this is similar to how you can remove yourself from situations in the game like mentioned in the second paragraph. [7]

Venezuela has become the first country to ban all types of violent video games, this decision was made due to a wide spread of violence in the country. President Hugo Chávez backed the ban as he has games in the internet that would detail him being killed in many different ways. 

In a meeting earlier, this year President Donald Trump vowed that he would try to reduce the level of violence in video games and in films to prevent harming and shaping young minds to be violent, nothing yet has been outlined on what or how they will do this. This meeting came after a political figure in Kentucky mention hoe violence in these games celebrate deaths, this was due to a shooting that had happened weeks prior. A representative on behalf of video games say that when mass murder shootings happened these games are blamed without thought, only reason for this is because the culprit is of an age that plays violent games as well as other normal video games. [8]

Still to this day video games are evolving, and the graphics are becoming more realistic. Game manufactures such as Rockstar, Epic games and Treyarch haven’t taken reasonability or acted on these allegations of violent video games increasing these crimes. Thing will only become more realistic as now there are devices such as VR headsets (Virtual reality) that gives you a more in depths first person experience as you can hear their breathing and heart beat when playing games. All manufactures have provided an advisory age rating on all their games that allows parents to know of what the games tend to have within them. Seeing from my previous research that parents are allowing children young as eight to play these games, but there are no preventions on parents buying these ages as they are within the advisory age when purchasing.

In conclusion I found through my research that the violent natural of Grand Theft Auto such as the murders and other criminal acts has encouraged players of the game to adopt violent tenancy, aggressive behaviour and a lack of realisation of consequence of performing these actions in real life. In regard to its effect on the real world, there are no fully proven cases, but I found numerous cases where video games have been considered to be the main contributing factor to these cases. From looking at various cases from my research I formed my own opinion on them, I believe that playing these games with a venerable mindset can allow an individual to get carried away unknowingly gain an aggressive trait to their personality. However, I do believe that there shouldn’t be any form of realism to the games as this gives you knowledge on thing which a person of for example 8 shouldn’t know. I strongly believe that there should be more of a strict guidelines for when purchasing as clearly parents are following the correct procedures when purchasing these items and if a criminal incident happens and when investigation finds that violent video games contributed that they should be prosecuted too.
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